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your -army,

treacherous!

' Regular contributor Mike Walker g'i\'res us
his theories on deployment.

Timelines aren’t just for natural history TV
programmes, they can be a great source
of ideas for Warhammer games too!
Jonathan Green explains.

oo T hteline o
s Fantasy Battles

You can hire this infamous
Hobgoblin warlord or a
whole regiment to fight for

but beware,

Hobgoblins can be really
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Daemon armies are
incredibly powerful and
great to paint too. Take a
look at Tony Down’s for
a great example.

New Command groups
to add to your Nurgle
and Slaanesh Chaos /
armies. i

The noble knights of
Bretonnia in a Scottish
football strip? No wonder they lose so many games...
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Dechala, the Denied One

Two of the darkest Champions of Chaos are
released this month to strike terror into the
hearts of your enemies.

The Warhammer Player’'s Society got

together recently for a weekend of gaming.
Here's what went on... "
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Nick Davis

‘Superman

The Incredible

Huik (check out that

Job: Bursting out  Kiss-curl)

of shirts Job: Saving the
world

Alias: Fat Bloke

Gaming moment
you'd most like
to forget:
Becoming the
first person ever
to lose a game
(of anything) to

Gaming moment
you’'d most like
to forget:
Becoming the
second person
ever to lose to
lan Strickland.

lan ‘Mutie Boy' What are you
Strickland. painting/

What are you modelling at the
painting/ moment?
modelling at the  Scratch-built
moment? cruiser for

Space Marine

Bikers

Simon Shuker

Shaggy

Job: Hanging
around with three
kids and a dog in
avan

Gaming
moment you'd
most like to
forget: Losing

Graham Davey

Hong Kong Phooey
Job: Mild-
mannered janitor
Alias: Wordy
Bloke

Gaming moment
you’d most like
to forget: Using
unpainted, plastic

nine of my Blood
Bowl team
players by half
time —to a nine
year-old

Bretonnian
horses to

represent Flesh
Hounds in a 40K

Skl game.
Spponent. What are you
What are you painting/ .
painting/ modelling at the
modelling atthe  poment?
moment? Flesh Hounds
Salamanders

Space Marines

THE WHITE DWARF BLOKES

Adrian Wood
e R

Captain Caveman

Job: Hitting stuff
Alias: Grand
Warlord

Gaming moment
you’d most like
to forget: Using

‘tape cassette
‘boxes to
represent

Gargants in an

‘What are you

painting/
modelling at the
moment?
Converting a
Tyranid army

Andrew Sharman

The git that lost
us the Staff
Tournament
Job: Andy isn't
with White Dwarf
anymore. This
has absolutely
the tournament
‘incident’. Honest.

lain Compton

Job: New Boy

GO BERSERK!

Blood for the Blood God!
Skulls for the Skull Throne of
Khorne! Tremble at the
mayhem the Berzerkers of
Khorne will bring. Flee lest
their chainswords sing a song
of blood through your flesh!

Released this month are some

fantastic Khorne
Berzerker
models, in the
form of a
multi-part
plastic kit
similar to
the plastic
Space
Marines.
The different
parts on the sprue
are all completely
interchangeable,
allowing you a

‘on bent back, making the model
‘appear to be charging forward

huge variety of poses for your
models. There are loads of extra bits

‘and pieces like grenades, skulls,

swords, etc, that you can add to
make each Berzerker completely
individual. Designer Dave Andrews
has also taken the new step of
making the lower half of some of the
legs separate, so they can be stuck

atarun.

Many of the Khorne
Berzerkers belong
to the World
Eaters Legion, so
Jervis Johnseon has
put together an
article (later in this issue)
with  background on
these psychopathic
Space Marines and ideas
about creating an entire
World Eaters army.

And the bloodletting doesn’t
stop there! Courtesy of
the chaps from the
i Black Library,
issue also includes a
new story from the
pen of regular Inferno
contributor Bill King,
featuring none other
than Kharn the Betrayer,
plus a lot of dead guys!

this




RETURN TO THE
REALM OF CHAOS

a mindless Chaos Spawn that has to be led into batile
and directed where to attack.

This month sees a host of reinforcements for
Warhammer Chaos armies. There are two of
the Champions of Chaos, Dechala the Denied
One and Scyla Anfinngrim, along with
Daemonic command groups for Nurgle
Plaguebearers and mounted Slaanesh
Daemonettes.

Dechala is the warlord of the most
powerful Slaanesh warband to ever
roam the Chaos

Wastes. So

more  Daemon
Dechala’s. legs have
wield a poisoned sword.

Scyla was once a mighty
paid the ultimate price for his

‘power. The mutations bestowed
on him by his god became too

A Dechala, the Denied One

mutated that
she  appears
than mortal,

writhing snake tail, while
her multiple arms: each

Champion of Khorne;, but he

much, and he degenerated into.

The Daemonic command groups will bolster the strength
of your Daemon regiments, making them even more
dangerous — and don't

forget that Daemonic
musicians have
special powers.

Players of 40K Chaos
armies may be
wondering how they

models. Well the two

champions  would
make. excellent
Daemon Princes of
Khorne. and
Slaanesh, and

Scyla would look

good as  Chaos
Spawn when you use

Fleshy Curse. As for the
command groups, they will
just act as normal
troopers in a 40K
game, but they will still
look fantastic leading
your Daemon packs.

A Scyla Anfinngrim

HOBGOBLIN HORDES

There are more Dogs of War
available for hire this month, in
the shape of the treacherous
Hobgoblins of the East.

First up is Oglah Khan’s
Hobgoblin Wolfboyz, a Y
vicious mercenary band in
exile from their homeland.
They are valuable troops if
they are fighting for you — just
hope they haven’t been in
negotiations with the enemy
as welll

Also from the far-off
steppes comes Ghazak
Khan, Terror of the East;
fearsome Hobgoblin mercenary
general. Once again the. rules
and background for these new
arrivals are presented exclusively in-
this White Dwarf.

Oglah Khan's Hobgoblin Wolfboyz &



BATTLEFLEET GOTHIC

Perhaps the most exciting news
is the imminent release (next
month) of the Battlefleet Gothic
boxed game. This is a game of
spaceship battles, set in the
depths of space in the Forty-

First Millennium.

The final version of the rules, and
the very fact that it has been made
into a complete game at all,
was heavily influenced by the

-overwhelming response from White

Dwarf readers to Andy Chamber’s
prototype spaceship battle rules

all of you who wrote in with ideas,
suggestions and comments.

Look out later in this issue for a
preview of the new game,; and in the
meantime, here are some shots that
we sneakily took of work in progress

‘over the last few months.

published in WD225. So thanks to

V Wayne England’s
early designs for
headers and logos.

B Model-maker Mark Jones
creates Battleflest ‘terrain’.

V John Wigley starts work » Des Hanley works on

on & character portrait of an the background for a

Imperial-crewman. battle scene, using i ; ="
gothic architecture as a % ST e
reference. : = :

W Several huge fleets,
used for playtesting the

spaceships of the different

races of the galaxy.

B Tim Adcock works on the plastic Chaos cruiser to go in the
box. This is the basic shape, ready to have the detail added.




PLAYERS SOCETY
TOURNAMENT

The Warhammer Players Society
(WPS) will be holding their 99
Club Challenge Shield Event in
GW’s prestigious tournament hall
at Lenton, on the 10-11th of April.
Entries are welcome from all GW
and independent clubs and
gaming groups. Players mthout a
ciub are welcome to enter, as
there is also an individual
tournament winner. The current
club champions are the North
Birmingham Trollslayers.

If you or your club want to enter the
tournament, then please send a
SAE for more information to:

The WPS, c/o Rob Broom,
40 Summers Mead, Brimsham
Park, Yate, Bristol, BS37 7RB

For more details visit the WPS:
website at www.players-society.com

Check out the review of the recent
WPS tournament elsewhere in
this issuel

HEAVY SUPPORT

Exciting arrivals for Space Marine players — two heavy support
vehicles, the Vindicator tank and the Land Speeder Tornado.

A Space Marine Vindicator

The Land Speeder Tornado is:equipped i
with two heavy weapons, providing e

some serious mobile fire-
power And talking of fire-

(the blg template') that i |gn0res :
the armour save even of
Terminators. This is a very
scary tank, ideal if you're

faciﬂg a well armoured foe. Space_ Marine

A Land Speeder Tornado

CAREERS AT GAMES
WORKSHOP, DEVELOPING
OUR JAPANESE BUSINESS

to he!p us d_evelop_ the bu_smess further

L Commitment and desire to win

For Sales, the requirements are:
People_ motwaied. and driven by results.
Good sales and communication skills

~ An understandm_g of the:Games Womshop hobby is desirable but not entirely essential. If you are familiar with
| fantasy and secience fiction, whether it be through novels or 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

Japanese speakers

Desktop Publishing knowledge if possible
Understanding of the Games Workshop hobby

| Interested? Send your C.V. to:

‘Human Resources Department, Games Workshop Ltd, Willow Road, Lenton, Nottingham, NG7 2WS.




Mutterings

from the

Greetings fellow acolytes and listen closely to the news
we bring you from the depths of the Black Library.

Well we have been working extra hard to put together a
‘great short story for inclusion in this very issue of White
Dwarf. The Wrath of Kharn is a gory, blood-soaked tale
-about Kharn the Betrayer, one of the special characters
from Codex Chaos. Written by none other than Bill King
himself, The Wrath of Kharn is unrelenting action and
mayhem from start to finish and a great example of the
sort of stuff that you can find in every issue of Inferno!
But because Inferno! is more than just short stories,
we've also included some examples of the splendid
comics strips and illustrated features from previous and
forthcoming issues!

If all that whets your appetite for more ‘staughter and
bloodshed, then fear not, for another cracking issue of
Infernol is rolling into your stores as we speak. Loaded
with brilliant short stories, including another great Gotrek
and Felix story from Bill King, plus an absolutely
awesome illustrated feature about the Celestion, a ship
lost in the warp for thousands of years.

Finally, it goes
without saying
of course that
Issue 13 of
Warhammer
Monthly will be
hitting the

shops too. If
you like your
action fast and
furious then you
can't go far
wrong with
Warhammer
Monthly — with
‘44 pages of ace
comic strips and
features from the
worlds of
Warhammer and
‘Warhammer
40,000.

NEW RELEASES
THIS MONTH

ThIS mnnth s Warhammer releases

‘DOCS OF WAR
‘Oglah Khan's Hobgoblin Wolfboyz (metal boxed set) £15.00
Hobgoblin Wolfboyz (one model per blister) £3.00
Ghazak Khan (one model per blister) £6.00
CHAOS
Scyla Anfinngrim (one model per blister) £7.00
Dechala (one miodel per blister) £6.00

Plague Bearer Command Group (three models per blister) £7.00
Mounted Daemonette Champion (one maodel per blister) £7.00
Mounted Daemonette Musician {one model per blister} £7.00
Mounted Daemonette Standard (one model per blister) £7.00

WARH AMME

This month's Warhammer 40,000 releases:

CHAOS _
Khorne Berzerkers (plastic boxed set) £10.00
Chaos Space Marine Raptors (one model per blister) £4.00

Chaos Raptors with assault weapons (one model per blister) £4.00
Cypher (one maodel per blister) £6.00

SPACE MARINES
Space Marine Land Speeder Tornado (plastic boxed set) £17.00
‘Space Marine Vindicator (metal boxed set) £20.00

“This month from the Black Library:
Inferno 11 _ £5.00
Warhammer Monthly 13 £2.00

ON THE WAY

Here's something

we spotted ﬁ'ﬂ
amongst all the
bits and pieces
on Jes Goodwin's
desk —the head
and shoulder
pads for a new
Chaos Space
Marine biker. It
‘should be out
soon so keep
your eyes on

White Dwarf!
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By Khan Tuomas Pirinen

DOGS OF WAR

The Dogs of War are bands of warriors and adventurers who

live by fighting for money and glory. Amongst the Dogs of War,
skilled dueh*;tq and deadly marksmf:n rub shoulders with Araby

oid and New Worlds flghtmg for anybody, any tlme_
anywhere...

REGIMENTS OF RENOWN
Dogs of War Regiments of Renown can be incorporated into
your existing Warhammer armies very easily. Just add the
regiment’s points cost to the allies allocation of your army list.

Sy

From all corners of the known (and unknown) world they come, all
searcbmg for fame and most zmportantly Jortune! White Dwarf

ﬂns m(mth_ Tuomas Pz_mn_e_n_ takes a look at tbe;
treacherous Oglab Kban’s Hobgoblin Wolfboyz. He also delves deep
into Hobgoblin culture (never a pleasant experience) and
uncovers the origz‘ns of the greatest Hobgoblin Kban ever to venture

Each of the Regiments of Renown has a unique character, so
you can. only use one of each regirnent in your army AIso each

RAISING A MERCENARY ARMY

Instead of hiring individual regiments, you can raise an entire
Dogs of War army. All you need i3 a Mercenary General to lead
it. In fact Ghazak Khan himself is a Mercenary General!

However you choose to use the Regiments of Renown, they
have proved themselves to be an invaluable and colourful force
in the Warhammer world.




GHAZAK KHAN

n the distant east,
where the
endless, wind-swept
steppes stretch for
untold leagues, lies
the dominion of the
Hobgoblins. A
warrior race of a
‘thousand thousand

wolfriders, the
armies of the great
Hobgobla ~ Khan

‘hold sway over the
‘greatest ‘empire in
the world. Very few

the Old World, but one of them is known well in the lands of
Tilea and the kingdoms of the south — Ghazak Khan, the
Butcher of Torrico Fields, the Terror of the East, commander of
the Blackwolf mercenaries.

Ghazak is one of the most successful Mercenary Generals of
the ‘age. His ‘army includes many of the most infamous
mercenary regiments, like Manglar’s Mutant Goblins, the Long
Knife Orc Warriors and the dreaded War Trolls of the Grey
Mountains. With these and many other ruthless cut-throats,
Ghazak’s band has developed a fearsome reputation as utterly
merciless warriors who will not shy from slaughtering (and
eating) entire populations of cities and burning scores of
villages to the ground in their campaigns. When the black wolf-
tail standards of Ghazak are seen in the horizon, men. grow
desperate, for the mighty Hobgoblin has never been defeated in
the open field.

Of his past in the steppes beyond, Ghazak speaks little (indeed
it is very difficult to understand the grunting language of the
Hobgoblins and those who have dared to ask anything are
usually beheaded by Ghazak). However, it is said that he is one
‘of the most powerful of the war-chiefs who the Great Hobgobla
Khan sent to study the lands beyond. This claim is supported by
traders who have travelled to the steppes of the east and visited

the ruler of the Hobgoblin nation in his tent (said to be the size:

of a small village), who say that the green-skinned despot is
ever hungry for new conquests. Perhaps Ghazak is but the first
of the Great Horde to cross the mountains, and one day the.
countless wolfriders of Hobgobla Khan will cross the World’s
Edge Mountains and sweep the nations of men before them.

In battle Ghazak rides Warghan, a gigantic wolf the likes of
which has never been seen in the lands of the west. In his hand

he carries a huge scimitar which promises red ruin for his .

opponents. Ghazak wears a monstrous helmet over his
scarted head. His ululating warery is famous, very loud and
_justly feared.

Sculpted by Michael Perry

Mercenary General

300 points including magic items.

Your Dogs of War army may be led by Ghazak Khan. If you
decide to include him, he will replace the Mercenary General in
the Dogs of War army list.

Profile MWSBS § T W 1 A ILd
GhazakKhan 4 7 6 4 4 3 6 4 10

9 5 0 5 5 3 4 2 5
Weapons/Armour: Ghazak Khan wears dented, heavy scale
-armour and carries the magical Red Scimitar. He also has a bow
‘and a shield. Ghazak rides Warghan, a Giant Wolf of monstrous
proportions.

Warghan

Armour Save: 4+

SPECIAL RULES

Warghan: Warghan is the gigantic wolf, ridden to battle by
‘Ghazak. Warghan is treated as a ridden monster. Warghan has a
4+ save due its thick fur.

‘Warery of the steppes: When Ghazak charges, he emits the
terrifying warcry of his Hobgoblin clan. Such is the mind-
numbing terror caused by this howl that the target of the charge
can only choose to stand and fight as their charge reaction, and
may not flee or stand and fire. Troops which are immune to
psychology may ignore the warcry.

MAGIC ITEMS
Ghazak Khan carries two magic items. In battle, he wields
the Red Scimitar, and he wears the monstrous
| Daemonhead Helmet.
Red Scimitar
notched in hundreds of savage battles by the Khans of the
Blackwolf clan, and in the hands of Ghazak it has acquired
‘a dire reputation. The Red Scimitar strikes deep and cuts
I through armour. It has extra -3 save modifier (-4 with
Ghazak's Strength of 4) and causes D3 wounds per hit.
Daemonhead Helmet
MAS i ATMIONT (s i B e s 50 points
' As the mark of his position as a Khan, Ghazak wears a I
huge, horned helmet, decorated with a black wolftail. The
helmet holds a captured Wind Daemon of the steppes,
which protects Ghazak if he is wounded. I
I As soon as Ghazak suffers his first wound in battle, the
Daemon of the helmet awakes and Ghazak gains a 4+

which caused the wound.
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By Tuomas Pzrinen

THE TREACHEROUS
CAREER OF OGLAH KHAN

Far, far in the east, in the untamed steppes beyond the
Dark Lands, lies the dnmimon of Hobgobla Khan = the

greatest empire in the world. The sub;ects of Hobgobla
-Khan are Hobgob]ms, a gfeen-skmned race related to

“)._their cruelty; chkedness and thetr appallmg standards
X \\of hyglene

Khan are arr‘ayed for battle rhe Horde is saad to stretch
frg)m ‘horzzon to horizon. The sub-commanders of the
trlbes are called Khans each one eommanclmg five

Gbglah Khan was one of the vassals of the Great Khan,
an;i en;oyed the famur of the green«skmnejd _d.j:fspot His
i owned a hundred wolves, making him a very wealthy
. Hobgoblin. In times of war he could summon six
hundred spears to battle Oglah fought in many battles

Battle of Xen-Tu, Where the Hobgoblms clashed wn:h the s
Cathayans of Emperor PuYi. When Hablo Khan, the
commander of the Hobgoblln contingent was’ klﬂed by

on the other hand 1rmned1ately sthched 51des and lcd
his ladz to battle against his kinsmen. All was going well
until the main Horde of Hobgobla Khan a.mved ’I'hey

one and crushed thei_n sw1_fdy Oglah Khan rurned taul
and fled from the wrath of his ruler.

_Oglah Khan ahd his tribé wéré decEared Outlaws and

10 go Oglah Khan and h4s ladz head'e'd west, to the Old
World Followmg the snlk road hc amved in the Dark

raid the lands of Tilea, but in the Battle of Long Knmes
he suffered a catastrophic defeat as Oglah Khan
‘switched sides during a crucial moment of the battle.




AN S R e 4

“The Tiléan general Giovanni Giuliani rewarded ‘Oglah

1 Khan generously, and hired the Hobgoblins to act as

scouts and skirmishers in his army.

archers and. ferocmus in hand to-hand comba1 so there:

is only one thing a general must consider when hiring
them - will they stay loyal?

THE REGIMENT
Captain: Oglah Khan
Motto: You payz, we slayz!

Battle-cry:  “Hiiyaaarrghh!!!!” the

G traditional battlecry of these warriors from

the steppes. The meaning is obscure,
most likely to be offensive and illegal.

Appearance: Unwashed, shifty and wicked. Oglah
Khan and his boyz wear furs and exotic scale armour,
as well as spiked helmets. They carry a black wolftail
standard to battle, proclaiming that they do not come
in peacc; :

Poinxs Oglah I{b:m and four Hobgoblm Wolfboyz
including the standard bearer and a horn blower cost a
total of 190 points. This is the minimum size regiment
you can hu‘e The size of the regxment may be mcreased

per addmona] Hobgobhn

~ Profile MWSBS S T W I A ILd
OglahKhand 5 5 4 4 2 5 3 8
Hobgoblin 4 4 3 3 3 1 2 1 6
GiantWolf 9 4 0 3 3 1 3 1 3

- Weapons/Armour: Oglah Khan wears dented, light
scale armour and carriesa wmkedly barbed spear as well
as a curved scimitar. He alao has a bow and 2 shleld His

Wclvcs .....

Armour Save: 4+ ; For the head of eac_h_ o_f_the e | 5
MAGIC ITEMS » Hobgoblms known as ;

Pelt of Wulfag e Lo Qslabh K -an s Wolfboyz'. i

Vil s ety s et o @" bobest b ik ndswrid Jo0oc

Khengai Khan, the founder of the Hobgoblin ;), Iﬂiﬂlﬂrﬂg”‘ _ f' Gt oF Portitie -

_empire. Now itis sn’appEd on the shoulders of

enemleﬁ in hand—to-hand combat arld elect to
= (\._ pursue\?ey canadd +2 to ther.r pursuit move.

NG
N

J r’,’a

— . e

We.iz m.mpedar?"da Crooked Tree.

SPECIAL RULES

We iz Skirmishin’; Oglah Khan's Wolfboyz are able to|
skirmish. See the special rules for skirmishing in the;
Warhammer Rulebook.

Ded Shooty: Oglah Khan's Wolfboyz suffer no penalty
for. range or muvmg, when shooting mth their. bows

stand and shoot” as a charge reactlcm

Treacherous gits: Unlike other Greenskins, Oglah
Khan's Hobgoblins are not subject to Animosity. Instead .
they test for Treachery at the beginning of each of your
turns. Roll a DG. If you roll 2 or more, the unit has
passed the test and may fight normally. If the dice roll is
1 then the unit has been affected by Treachery. To
determine what the unit does roll a D6 and consult the
table below. Note that you do not need to test if the
Hobgoblins are already engaged in hand-to-hand
combat.

1. The: Hobgobhns hait and shoot at the nearest
towards the unit and reso!ve the shootmg meedlately
Note that shooting due to Treachery is worked out |
before normal shootmg The: Hobgoblins do nothing |
else this turn. If there are no troops within range, then o
the Hobgoblins do nothing this turn. They are /
prevented from moving and shooting while they argue y
about who to ﬁght for. £h

2-5. The Hobgoblins refuse the shopt or charge thﬂ hi
enemy, though otherwise they may act normally. L

6. The Hobgoblins decide to fight till the bitter end! "'_'
No further Treachery tests are made, and the unit may |
act: normaliy this turn. \l._

For the head of the treacherous
Hobgobhn known as Ogiah Khan.

shilled scoutz : §
W;;z:ff woliriders e rewarded with
'ﬁ';ma fool § servitude.

You payz. w_g.&/arz_ !
Fofgg?‘dargﬁ?‘ bire.da best!

AAsk z“ez 05’/@16
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So you think your Space Marines are hard, do you? Pretty sure that nothing can
dish it out like an Assault Marine, eh? Well, we’ve got some bad news for you —
this month the deadly Khorne Berzerkers plastic boxed set sculpted by Dave
Andrews are hitting the shelves (and everything else!).

Over the past few months you Imperial players
have had it all your own way. First multi-pose
plastic Terminators, then the new plastic Land
Speeder, along with plastic versions of both Tactical
and Assault Space Marines. “When do the forces of
the Warmaster get some lovely new plastics?” went
the cry. Well, the walit is over. This month the first
Chaos Space Marine plastic boxed set goes on
sale, and frankly, its brilliant!

Just as with the previous Space Marine sprues, the
parts so that each finished model is different. Not
only that, but they have also been cunningly
‘designed to be fully

compatible with the other plastic Space Marines, so
you can incorporate bits and pieces from them to
give you even more variety.

One of the great things about all of the plastic
squads (and Warhammer Regiments come to that),
are all the cool little additions and extras that really
give the figures individuality. And the Khorne
Berzerkers haven't been left out — they get
grenades, scabbarded swords, holstered pistols
and a skull hanging on a chain! Another neat touch
is the way that two of the pairs of legs have a
separate lower leg, 50 you can make some really
dynamic running poses by sticking it on at an angle.

As the Chaos Warlords amongst you will know,
Khorne Berzerkers are normally an Elites choice in
a Chaos Space Marine army. However if your army
is led by a Chaos Lord with the Mark of Khorne,
then you may take Berzerkers as a Troops choice

-as well, allowing you to field almost a whole army of

nothing but frenzied, close combat maniacs —
hurrah! With the advent of this new boxed set it has

‘become very affordable to build up a Chaos Space

Marine army. Simply buy your Chaos Lord and your
Berzerkers boxed sets and you're ready to hack
and slash at your weakling enemies. What's more,

‘you won't have two figures the same in your entire

force — very chaotic!




The new sprues are chock full of extras! Sprues not shown

Assembling a
Khorne Berzerker

Painting
Berzerkers

‘Eavy Metal painter Neil
Green summarises how he
painted the Khorne
Berzerkers.

Red and then
ighted in turn

2: The black parts were painted
Chaos Black and then highlighted
with Co rey.

3: To achieve fi onzed effect,
the metallic details were painted
with Brazen ch was then
highligh

Brown Ink wash wa

the top to finish this

4: Finally, the det:
in Boltgun Mete
Mithril Silve
painted Goblin Gre
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DONT LOSE
YOUR HEAD

World Eaters armies 1n 40K

If there is one Chaos Space Marine Legion that epttomlses the bestial fury and blood-
lust of Khorne, it is the World Eaters. There is something charmingly straight-
forward about the Legion, if the word charm can be used about a horde of battle-
crazed fanatics that live only for war and bloodshed! Now that the Codex Chaos
Space Marines book and the Khorne Berzerker plastic set have been released, it
seemed like a good idea to write an in-depth article about these frenzied followers of

‘vis Jobnson

Khorne. Jervis cranks up his chain-axe and sets about this mighty task...

THE WORLD EATERS

The World Eaters were created in the First Founding
of the Legions and still regard themselves as such. It
is the later foundings under the false ‘Emperor of
Mankind’ which have turned from the true path and
become decadent and depraved.

Once renowned for their unswerving loyalty to the
Emperor, the World Eaters became a byword for
carnage and terror during the Heresy. The World
Eaters continued and strengthened their blood
traditions while m exr!e tylng themseives ever closer
their bloody warrior god, the World Eaters arm
‘themselves entirely with pistols and close combat
weapons, chain-axes and chainswords becoming
their favoured tools of bloodshed. In battle, World
Eaters squads would charge directly into close
‘combat, roaring their praise of Khorne as they
pounded forward.

As more and more of the Legion's officers became
fully fledged champions of Khorne or were possessed
by Daemons, all discipline broke down. Finally, at the
end of the Savage Skalathrax campaign, an individual
who became known as Khérn the Betrayer — an
exalied and utterly insane Berzerker-champion of
Khorne, set upon his brethren with such bloodlust that
the whole Legion tore itself apart in a great battle
which lasted days.and nights without end. By the time
the smoke cleared, the Legion had been shattered

into dozens of warbands of crazed Berzerkers, which.

now move relentlessly through the Eye of Terror,
seeking out battle and bloodshed.

Some of these warbands are hundreds strong, others
are no more than a lone champion leading his

Berzerkers on a quest for carnage. Such warbands

will join with any Chaos lord who is gathering his

forces for conguest, asking nothing more than to spill
blood and take skulls for their lord Khorne. However
even Chaos lords must be wary in case their own
heads are added to the tally of the fallen.

- PLANNING A
WORLD EATERS ARMY

So the World Eaters are a horde of blood-crazed
fanatics who live only for war... | ask you, what self-
respecting Khornate commander could resist the idea
of fielding a whole army of the madmen! Fortunately,
now that Codex Chaos Space Marines is out, it is
possible 1o field an army that is entirely made up of
World Eaters, or that is heavily slanted towards them.
For the purpose of this article 'm going to assume
you'll be fielding an all World Eaters force, as to do
last thing a World Eaters commander should be is
half-hearted. Basically, if you're going to throw in your
lot with Khorne, you should live for close combat and

‘that is all; subtle tactics should be forgotten in favour

of a head-long charge at the enemy. Don’t worry — as
long as you yell “Blood For The Blood God" and
“Skuf s For My Lord Khorne” loud enough everything

Anyway, the reason that you can now field a World
Eaters army is that Codex Chaos Space Marines

‘allows you to treat ‘cult’ Chaos Space Marines, like

Khorne Berzerkers, as Troops choices in your army,
as long as the army commander bears the same Mark

‘as the cult. So, as long as the leader of your World

Eaters army bears the Mark Of Khorne, you can
include Khome Berzerker units as both Elites and



Troops choices, allowing you to field up to nine such
units in a standard force! This is vital, because as any

fool knows, all World Eaters are Khorne Berzerkers:

(though not all Khorne Berzerkers are World Eaters, of

Fonunateiy Dave Andrews has sculpted the awesome.
new Khorne Berzerker plastic set and this makes
putting. together an army made up primarily of Khorne

Berzerker units not only possible, but also eminently

affordable. This is important, because a World Eaters.
army needs to include a lot of Khorne Berzerkers if it's:

really going to look the part. Personally, if | were to
collect a World Eaters army, I'd start off with between
twenty to forty of the frothing madmen, and work up

from there. As long as you remember you can never

have too many Khorne Berzerkers in a World Eaters
army, you won't go to far wrong.

While on the subject of units of Berzerkers, I'll bring up
the issue of sacred numbers. Years and years ago we
published two books about the Chaos gods that were
known collectively as ‘Realms of Chaos', or RoC for
short. These books went into a lot of detail about the
gods of Chaos, and one of the things they listed was
the ‘sacred number’ of each god. The sacred number
of Khorne is eight (Slaanesh is six, Nurgle is seven
and Tzeenich is nine), and in RoC this meant you had
to field Khoeme units with eight models in them. Years
of experience, not to mention rather a lot of feedback
from players, showed that such draconian unit sizes
were too restrictive and in any case rather silly, so we
dropped them — but if you want to add an extra level
of detail and character to your
force, try to make up units that
have eight:models in them, or
have a number of models that
is divisible by eight. You can
take this further, and do things
like making sure that the total
number of models in the army
is divisible by eight, or that the
army commander has a points value
divisible by eight, and so on. This
won't have any real effect in terms:

of game rules and mechanics, but it
may earn you the favour of your patron god,
and who knows, he may just send a little bit of
good luck your way.

So, you've got lots of Khorne Berzerkers in
your army, but what else can you take?
Well, to be really faithful to the *
background, you should try to avoid
anything other than Khornate Daemons and
characters that bear the Mark of Khorne, At a
pinch you can include other units from the

Chaos: army list on the assumptlon that they
leader of your army or that they are allies. However,
you should certainly avoid using any Slaaneshi units
in the army. Khorne and Slaanesh have an ancient
enmity that goes back for thousands of years, and it
really is very rare that their followers fight alongside
kind; Khome hates mag!c users, and thls means that,

again, it is very rare to find them in an army of his
followers. It's OK to use any of the vehicles from the
list, though they should be painted up in World Eaters
cofo'urs if possible, and you should avoid giving them
anything other than the Daemonic Possession and
Destroyer Chaos vehicle gifts. Again, there is no
reason in terms of game rules or tactics that you
should net include Slaaneshi troops or psykers in your
army, and nor should there be (this is an aspect of the
background, not game mechanics), but if you want to
be a true follower of Lord Khorne, it's best to leave.

them out of the army. After all, you wouldn't want to
earn the enmity of your patron Chaos god, now would
you?:

Last, but by no means least, you should consider the
mode! you will have leading the army. This should
either be a Chaos Lord or Daemon Prince bearing the:
Mark of Khorne. If at all possible I'd arm them with an
Axe Of Khorne, as this ‘weapon epitomises the World
Eaters better than any of the other Khorne Gifts. All of
which leads quite neatly to good old Kharn the
Betrayer, a special character that no right thinking
World Eaters player could possibly leave out of:

his collection. If your opponent agrees you
can include Khérn the Betrayer in the army,
but I'd really try to avoid using him in
every game if you can (using him in
roughly one in five games is about
right). After all, you can always use
the Kharn model to represent
the Chaos Lord leading your
army in those games that Kharmn
himself doesn’t take part in.
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A Chaos Space Marine army
may include Kharn as long as it
also includes at least ten
Khorne Berserkers.

If you decide to take him then
he counts as one of the HQ
choices for the army. He must
be used exactly as described
below and may not be given

Chaos Armoury Also he may
only be used in a battle where
both players have agreed to
the use of special characters.
Kharn is an independent
‘character and follows ‘all the
Independent Character special
rules as given in the
Warhammer 40,000 rulebook.
Wargear: Plasma pistol, bolt pistol, frag & krak grenades,
Chaos armour, Gorechild. Mark of Khorne (bonus included
‘below), Collar of Khorne.

KHARN THE BETRAYER
Points | WS BS § T W 1| A Ld Sv

189 7 5 5 4 4 7 4 10 2+

SPECIAL RULES

Furious Charge: Such is Kharn's ferocious enthusiasm to get to
grips with the enemy that he may add +D6" to his move in the
assault phase. However, he can only use this bonus if it will
actually get him into hand-to-hand combat that turn and it may
not be used if he can not reach the enemy.

Gorechild: Kharn's huge and ancient chain-axe, Gorechild, is
an artefact from the Great Crusade when the Space Marines
reaved across the galaxy. Gorechild’s jagged whirring teeth were
torn from the jaws of mica-dragens on Luther Mcintyre, its haft is
forged of adamantium and its head is a full three spans across.
It is a deadly weapon capable of splitting an armoured Space
Marine from head to crotch with one blow and is doubly
dangerous in the hands of Kharn. He is so skilled with Gorechild
that in hand-to-hand combat the enemy’s WS is ignored and all
his close combat attacks hit on a roll of 2+. This aside, Gorechild
is treated as a normal power weapon.

The Betrayer: Kharmn may attack anyone nearby in his berserk
fury, friend or foe alike! To represent this, roll to hit, but then each
player takes it in turn to distribute the hits, starting with the
Chaos player (ie, the Chaos player allocates and works out the
effect of the first hit, his opponent allocates and works out the
effect of the second hit, and so on). The normal restrictions for
aiiocatlng hits: appiy, 80 they must be allocated agamst mode!s in

all models in base contact are slain. Within these restnctrons a
hit may be allocated against any model, including Chaos
models, so it makes sense for the Chaos player to keep Kharn
as far away from models on his own side as possible!
Fearless: Kharn is completely fearless and automatically
passes any Leadership based tests he is called upon to take. In
addition he cannot be pinned by enemy fire.

For more background on Kharn see the Inferno!
story, The Wrath of Khérn, in this issue.

KHARN THE BETRAYER

Khéarn has dedicated his millennia-long existence to
unleashing bloody carnage upon anyone and anything
within reach. He is drawn by the scent of war like a
hungering hound and it has become impossible to tally his
slaying. Even in the great crusade when he fought in the
assault companies of the World Eaters Legion he was
known to be a brilliant but unstable warrior. Indeed the whole
World Eaters Legion was viewed as excessively bloodthirsty
‘and dangerously over-zealous in the suppression of planets
which had not even defied the Emperor’s will. When the
Heresy came Khéarn giadly led his warriors against his
Brother Marines. most notoriously in the drop site
massacres on Istvaan V.

In the siege of the Imperial palace he was at the forefront of
-every assault. When Horus was defeated Kharn already lay
dead and horribly mangled upon a mound of corpses at the
walls of the inner palace. His fellow World Eaters carried his
corpse away with them as they fought their way back to their
ships. Once on board they discovered that by some dark
miracle Kharn still lived. Whether Khorne himself breathed
life back into the Berzerker’s body or whether the relentless
clamour of war revived his indomitable spirit remains a
mystery, but since the Heresy, Kharn has survived the
bloodiest battles of his age and never come so close to
death again.

He is called the Betrayer because he will slay those that
follow him almost as readily as those that oppose him. The
World Eaters Legionaries learned that bitter lesson shortly
after they reached the Eye of Terror as they fought against
the Legion of the Emperor’s Children for possession of a
Daemon World called Skalathrax.

On Skalathrax howling winds carved and re-carved an
endless landscape of b_rack rock and white ice. Stark black
winter-struck trees. The Legions fought and the World
Eaters drove the Emperor’s Children back from city after city
with their bloody assaults. At the last and greatest city the

‘World Eaters sensed that victory was near, they need only

inflict one more defeat on the Emperor’s Children to claim
the planet as their own. The battle needed to be won soon,
before Skalathrax long, dark night drew in and froze victor

Flames lashed the skies and blood ran in the streets as the
World Eaters hurled themselves at the foe. Every arched
door and slitted window seemed to spit fire at the berserk
warriors but they stormed onward, chain-axes hiting into

-armour and flesh as they overran their foes. Sonic blasters

swept streets clear again and again but the chosen of
Khorne fought on with the strength of madmen until only a
few pockets of resistance survived, There the attack was
halted as darkness fell. )

Khérn cursed his fellow warriors for seeking shelter while
their enemies still lived. Seizing a flamer, he span around
and torched the nearest buildings in a gesture of contempt.
When his brother Marines fried to stop him he cut them
down like corn and disappeared into the gloom, the
serpent’s tongue of his flamer bursts licking out again and
again to consume the city. The howling winds spread the
fires quickly and soon pure anarchy prevailed ‘as the
Legionaries fought each other and the fires for what shelter
remained. Through the mayhem strode Kharn, slaughtering
any that he found, friend or foe, the bright flames flickering
from his blood-splattered armour as he wielded his shrieking
chain axe in an arc of whirling death.

After that night of madness the World Eaters were scattered
into separate companies fighting all across the Eye of Terror.
Many still bear a burning hatred of Kharn for his actions but
others admire his single-minded devotion to slaughter.
Kharn has led warbands of Khorne Berzerkers and other
forces in uncounted battles. Victory is always his but his
followers seldom survive to see it. Now only the most
dedicated, or insane, warriors will follow him, but this is of no
consequence to Kharn the Betrayer, who IJves only to slay in
Khorne's name.



A special mention should go.
to Dave Gallagher’s :
Berzerker (above). This
model has been converted

honzontany Basmg
conversions on existing
characters or stereotypes is
a fantastic way of
personalising your figures
and adds loads of character
to the individuals in your

CONVERTING BERZERKERS
by Simon Shuker

gomg to run through some basic technlques on pfashc convertlng_
There are three types of conversions. The first is repositioning the
original figure, the second is swapping existing parts from different
figures (eg: head or weapon swaps) and the third is anything
complicated (eg: anything that requires more than one sentence to
explain it). ’il talk mamly ab0u1 the first two, as piast:c Iends itself

in a fu_tu're'énéél'él")'
Repositioning with plastics almost always involves cutting limbs in
strategic places and gluing them back again at a different angle. By
strategic places | mean parts where it will be hard to see a join once
it is glued back together. The reason for this is because the best
conversions are those that don't look like conversions at all.
When repaositioning figures the most essential thing is to know what
the figure is meant to. be doing and how he/she would go about
doing it. So for Berzerkers all the poses need to be action orientated.
Hunnlng_ jumping and swinging big axes are good places to start.
The running Berzerkers (1 and 6) have both had their arms
repositioned siightky at 1he shoulder and elbow joims to give them_

hrs enemies before hackmg at them.
The fencing Berzerker (2) by Justin Hackett (handy surname! — Paul
Sawyer) is a great example, as the only repositioning has been on
the wrist and shoulder pad. Very simple — and the figure now looks:
like he’s facing off against an opponent.

The Berzerker (3} Irckmg the. blood from his knife while in the.

The face and particularly
the eyes are an important
point of focus on-any-
figure, whether it is a Rodin
sculpture or a Jes Goodwin.
Space Marine. So when
assembling models, always.
give careful thought to
where they are looking.

Because | wanted to use a bare head | turned to the Tactfcal Space
Marine sprue. However he still looked a bit too much like an Imperial
Space Marine so | added a Skaven tail to his head, as strange
tentacle-like hair. The arm was cut in two places and glued back
together so the knife would reach his mouth but not cover his face.
As a finishing touch I've added a long snake-like tongue with a small
piece of shaped blu-tac (though I'd recommend green stuff if you
have it)
One of Graham Davey’s conversions (4) uses a head from the
champion in the Chaos Warrior Halberdiers regiment box

“ and a sword-arm from the Chaos Knight regiment box.
Another good example of head swaps, again by Graham
Davey, is the Daemon-possessed Berzerker (5). The head was
taken from the Chaos Spawn modet and the arms repositioned to
aim in the same direction that each head is looking.

assembled in a runmng pose Iam Compton has assembled his
Berzerker (7) to make it look as if he's kicking his foes as well as
cho.p.pfng at them:

Safety First — VWhe
i ;

with kni




PAINTING A
WORLD EATERS ARMY

For those who don'’t know, the World Eaters colour scheme is primarily red with
‘gold trim, but not all Berzerkers are from the World Eaters Legion. Many Berzerkers
‘originate from other Space Marine Chapters and Legions so can have whatever
colour scheme you want (red, black, brass and gold work well). The Citadel paint
range includes a number of shades of red, but probably the best to use for World
Eaters is Red Gore. This is a smidge darker than Blood Angels Red, and will make
your Chaos Space Marmes look rather more sombre and, well, darker than their

whao am I to doubt 1hem'? The othen advamage of this techmque is that it allows you
to leave some bits of the armour black, which saves you having to paint such
details in later on. Alternatively you can use Red Gore over a white undercoat and
simply wash over the model with red or magenta ink to tone the colours down. This
is the technique | use, but this is primarily because: a) I'm too cack-handed to do
that black-lining trick; and b) I'm too lazy to put two or three coats of red paint on
top of black undercoat when one will do on white undercoat. On the other hand, my
models don't look nearly as nice as the 'Eavy Metal team’s. A quick tip: when
painting red on top of white, try giving the white a wash with watered down yellow
before applying the red. This way the red loses its pink tinge. Doing this is
especially usefu’l' when applying thin coats of red

Dark reds like Red Gore and Scab Red can be apphed wnh less coats of paint 1han
are needed on black. The brown also makes a better base for black areas than
white undercoat does. The disadvantage however is that you may need to black-
line and shade the miniature, which isn't necessary when you use black undercoat.
If you want a bright red finish like the Berzerker shown below left then you can just
undercoat with Blood Angels Red spray.

Once you've got the base colour on, you can, if you wish, add some highlights.
There are two standard ways of highlighting a red basecoat One is to add a little
white to the base colour, the other is to add yellow. If this is overdone, the end result
can be a pink or an orange miniature. You can always wash over a mode_l with red
or magenta fnk to tone down any particularfy gansh plnk or orange highhghts

the modaf at alll Red is the most forgiving colour in this respect. If you do choose
‘to highlight it, do it very sparingly.

These painting techniques are the standard ones used by people at the
Studio, but you shouldn't be afraid to try out different methods.
Experiment with various shades of red and see which ones work for
you. Eventually, through trial and error, you'll hit upon a
combination of paints and inks that give you the results you want.
| An example of an alternative approach is provided by Dave
| Andrews’ World Eaters squad (pictured below). Dave painted the
tf | squad with Blood Angels Red on top of a white undercoat, and then

i used quite a few coats of red ink to tone
down the colour fo deep, brownish red.
He finished the models off with a good
thick coat of gloss varnish. Very nice,
I must say.

W

will begin to look mismatched.

On this page are just a few
examples of the 'Eavy Metal
team’s Berzerker colour schemes.

Once you decide which colour to paint your Berzerkers and what
method you want to use, try to stick to it for the entire army, as
it will give the force an identity. If you have 'several colour
schemes or to much variation between figures then the force




TACTICS AND CONCLUSION

Once you've got your World Eaters army together and painted,
you'll be ready to play some games with it. As I've already noted
the World Eaters are hardly noted for their subtlety, but this
doesn’'t mean that you should completely ignore all tactical
precepts. After all, Lord Khorne will hardly be very happy if your
army is wiped out before it can get to grips with the enemy, will
he?

You should, therefore, study the battlefield carefully before you
deploy, and try to set up in positions that are close to the enemy

and which will let you advance without being seen. This is rarely
entirely possible,; but you should do your best to find a covered

route if you can.

Chaos Space Marine armies are usually quite small in terms of
the number of models, and you should use this to concentrate
your force as much as possible so that you will overwhelm the
enemy when you do close in (just take care if the opponent has

alot of Ordnance weapons).
Having set up in cover with a nicely compact force, attempt to get

to grips with the enemy as quickly as you possible can. Do not
dtther, as that is very bad form for a World Eaters army. Besides,

you ve got to gnps with the enemy, do your best to get nght m'

amongst them, and don’t let them get away. Just keep pressing
the attack, until either you or the enemy have been destroyed!

and go down flghtmg with a snarl on yaur face. Always remember, _

Khorne cares not from whence the blood flows, and yours too is

o S, |
B

Have fun,

I WITHSTAND IT! THEIR STRENGTH IS BEYOND COMPARE, AND

I SPEAK, AND SOON, YES SOON, THE FORCES OF MIGHTY

onathon Westmoreland is a devout follower of Chaos who |(f

inhabits the 40K internet mailing list, amongst other planes
of existence. Below is his reply to a fellow list member’s
request for assistance in collecting a Khornate Space Marine
army. Read, learn and remember...

“Just thought I'd throw in my two cents on what to put in your new
Khorne army, so... wait... oh god... can't... hold... back...”
*sounds of flesh warping and mutating... screams and cries as Posseéssion
begins... daemonic howls as a portal to the warp is opened.”
"PRAISE KHORNE! BLESSED BE THE AXE THAT MAIMS, AND THE
BLOOD IT BRINGS! BLOOD FOR THE BLOOD GOD! SKULLS FOR
THE THRONE OF KHORNE!"

*sounds of chainsword being activated™

I, MALUS, CHOSEN OF KHORNE AND BRINGER OF BLOOD TO
ALMIGHTY KHORNE, HAVE BEEN CHOSEN TO ACKNOWLEDGE
YOUR REQUEST, AND THUS ENLIGHTEN YOU TO THE WAYS OF
THE BLOOD GOD. LISTEN WELL, HE WHO DESIRES BLOOD, AND
HEED THESE WORDS!"

> “BFTBG | was given a Bloodthirster (blood) and 16 Berzerkers (10 |E
half naked, 6 new metal), and a Jugger-riding loony. BFTBG™

I **(BFTBG is netspeak for, what else, Blood For The Blood God!)**

"PRAISE KHORNE! THESE SHALL FROVE TO BE WORTHY
TROOFS FOR YOUR FORCES! FIELD THEM CLOSE TO THE
ENEMY, IN ORDER TO ADVANCE THEM INTO COMBAT. ONLY IN
BATTLE WITH THE ENEMY MAY THE CHOSEN OF KHORNE BRING -
BLOOD TO OUR MIGHTY LORD!

THE MIGHT OF THE BLOODTHIRSTER IS BEYOND COMPARE,

AND NONE CAN WITHSTAND ITS ONSLAUGHT! PREPARE YOUR

LORD, FOR IN THE FUTURE, THE GREATER DAEMON SHALL BE

SEARCHING FOR VESSELS IN WHICH IT MIGHT BE GRANTED
ACCESS TO BATTLE! POSSESSION IS A GIFT FROM OUR LORD
KHORNE, FOR THOSE WHO CHOOSE TO SACRIFICE THEIR
BODIES FOR THE GLORY OF KHORNE ARE REWARDED AT THE
FOOT OF HIS THRONE! BRING MANY ASPIRING CHAMPIONS, SO
THAT YOUR LORD MIGHT BE GRANTED YET MORE TIME TO
DRAW BLOOD AND BRING SKULLS TO KHORNE!”

> "There's a box of plastic Tacticals coming in the mail. BFTBG"

“HERESY! THE BOLTER'S MIGHT IS NOTHING COMPARED TO
THE POWER OF THE CHAIN-AXE! REMOVE THE UNBELIEVERS
FROM YOUR ARMY, OR ARM THEM WITH REAL WEAPONS,
I THOSE THAT MIGHT BRING BLOOD IN BATTLE] NO SERVANT OF

KHORNE 15 WITHOUT WEAPONS FOR CLOSE COMBAT, FOR
THAT IS WHERE WE SECURE YET MORE SKULLS FOR KHORNE!
ENSURE THAT YOUR TROOPS CARRY SUCH DEVICES, AND THE
RIVERS OF BLOOD WILL FLOW IN KHORNE'S NAME!*

> “So the idea I'm building off of for now BFTBG is that | have more

| than enough close assault with the Berzerkers and my commander (the

Jugger-loonie), and 1 filled out my Tacticals with bolters and missile

*HERESY! OUR BELOVED LORD KHORNE CARES NOT FOR THE
ARMY - WHO SHUNS HAND-TO-HAND COMBATI- RELINQUISH THE:
MISSILE LAUNCHERS. FOR THEY WHO SHUN COMBAT SHALL
FACE THE WRATH OF KHORNE!"

> “Plus of course the obvious Terminators I'll have to get eventually and:
Veterans”
“AHHH, THE BLESSED TERMINATOR ARMOURED LEGIONS OF
KHORNE CAN BRING MUCH BLOOD TO THE THRONE OF
KHORNE! ARM THEM WITH BOLTER-MELTAS AND BOLTER-
FLAMERS, AND CONSECRATE THE SKULLS OF OUR ENEMIES TO
THE BLOOD GOD!

YOU LACK THE MIGHT OF THE DAEMONS OF KHORNE! THEIR
MASSIVE RANKS BRING DEATH AND DESTRUCTION TO ALL WHO
WOULD OPPOSE THE BLOOD GOD, AND UNITS OF
BLOODLETTERS AND FLESH HOUNDS WILL INCREASE THE
MIGHT OF YOUR FORCE TO THE POINT THAT NONE SHALL

NONE SHALL STAND IN THEIR WAY!

MIGHT MAKES RIGHT, AS YOU SEEM TO KNOW, AND THE POWER
OF CHAINFISTS AND CHAIN-AXES WILL PROVE TO BE THE
DOWNFALL OF THE IMPERIUMI TWIN LIGHTNING CLAWS ARE
BEING FORGED N THE FIRES OF THE WARP EVEN AS WE

KHORNE SHALL WIELD THEM IN BATTLE!

ENOUGH TALK! BATTLE IS WHERE KHORNE REWARDS THOSE
WHO REMAIN FAITHFUL, AND THIS 1S NO PLACE FCOR A

WARRIOR! GO FORTH AND SLAY IN THE NAME OF KHORNE!"
“cue screams of the dying and sounds of hacking.and slashing™
Jonathan Westmoreland
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' Bo's Chaos Dreadnought has been | Al the : j
nicely converted with some well standards in Bo's
chosen additions. The claw arm has been Sty i }‘3 Y
extended using an Ork Dreadnought arm. . 55;:%(?; e{ Made 1o
The knees are from a Juggernaut’s head damaged, adding a
and the head on the sarcophagus is from an Savagenes’s e R
old Khornate War Engine called a Blood army. By usr’hg scarred q
Slaughterer. faces, and buckled and

This Khorne
Berzerkeris one of .
the Chaos Space
Marines that was
released during the
first edition of
Warhammer 40,000.
With a minor weapon

conversion it still TS IE A A ETETETE
looks great and fits in | This fantastic conversion is based on the

dirty armour, armies
look as if they've
already been in combat
situations, and have
become battle-
hardened veterans.

; with the rest of ~ + limited edition Legion of the Damned
‘g the army very - Centurius figure. The addition of a lightning
R nicely. " | claw is particularly effective, especially with

the splattering of gore on the fingers.
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-~ A Bo Tolstrup’s Khornate Chaos army arrayed for battle.



 Many of the
Berzerkers in Bo's
army are converted
figures. This
Berzerker is based
on a Necromunda
Goliath, with Chaos
Space Marine
shoulder pads and a
double handed axe
.. to hit the enemy
. hard (very hard).

TN

e T

\ Bo’s army is led by his Daemon Prince, riding
a Juggernaut and carrying an Axe of Khorne. This
guy is definitely a contender for Warhammer
40,000's most fearsome close combat opponent,

A b it 3 50 ]
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' Bo uses this rather unique-looking attack bike
as an Aspiring Champion Biker in his games.
There is no reason why you shouldn’t do things
like this in your own games. Use
the rules normally but alter the
models, eg: Rough Riders on
lizard steeds (Cold Ones) or
Chaos Knights riding Tzeentch
Discs. You should of course

. explain this to your opponent
" before battle.




THE BLACK GRAIL KNIGHT

Leigh Carpenter, winner of the Australian Golden Demon Slayer Sword for 1998, explains the
inspiration bebind bis entry and bow be created it, and gives the rest of us some excellent tips

Jor our own display models...

For those of you who own a copy of the computer game
Warhammer Dark Omen, the source of my inspiration for
this miniature is quite apparent. I had toyed with the

idea of starting a new army, but for a change instead

‘of looking at an army list for what would make a

B good army to paint and play, I began to look at

i other areas. I wanted a ‘themed’ army. With the

Demon 1998 appeared in White Dwarf that month. What
better excuse to really pull out all the stops and create a
really good model to enter in the competition?

I thought about how I wanted the miniature to look for

almost a month before I even bought the pieces required to
make the conversion. It can be frustrating at times to have all
the parts in front of you and have a picture in your mind of
the way you want things to turn out, but the key is to take it
‘slowly and persevere until you find the right combination. In

release of Dark Omen I had a perfect starting point. One of
the objectives of the game was to find the fabled Black Grail,
As it turned out the Black Grail was actually a unit of former

‘Grail Knights, long since dead but raised into the unlife to
‘once again take the field. With a little bit of research into

both the Undead and Bretonnian army books the idea for my

first Undead miniature came to life,

weeks of spare time and the rider about two. I wanted to
stick closely to the image of the splendour of a Grail Knight
but with a dark and brooding feel. To an extent the painting
of the miniature brings this to the fore, but the individual
components for the conversion consist almost entirely of
Undead and Bretonnian parts (the one exception to this was
the wings on the steed’s crest which were taken from a High
‘EIf Dragon Prince’s helm to tie in with the rider’s helmer).

‘miniature. So, that was it, or so I thought,..!
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Dzssurbz‘ng waking visions of a ngbtj,! Breronnwn csry engulfed in turmoz! plagued ber. Over and
over she saw the same scene — carrion Erows. cm:lmg above the once pﬂmd and tall m.énareta of @
extended to far above the city, enm&gb for ber to take in the seemmgly endless, dead kﬁmdscape that
surrounded the ramparts. Walls that once stood. to provide protection from outside invaders were
now crumbling and rotting, serving only to entomb a far greater evil than bad ever attempted to-
lay siege to the city. She sensed a malign presence pervaded bere. A lone voice spoke to her, a voice. |
that carried the weight of a thousand doomed souls. ..

“See what shall become

r_sz;me_tbat would forev_er _strzke fear z_md !oa!bmg _mro rbe b_earrs_ of men.. '
“UOUSILLON” 8.4
Gast()n knt:ir on the cold, stone ﬂoor of the castle chapel Praying to the I.ady of the Lake for

retinue of Grzul Krughts but it was a pa!e cold llght that o!fercd little comfort
Hours ago, in the early dawn, he and his men had reached the outskirts of Mousillon. All appeared
well, but as they approached the cily walls they: knew dtffcrent Nothing stirred on the ramparts as.
batt[e shied as they approachcd the gatc Upon entermgthe ctty, a sense. of evil surred within their
souls and each man knew fear. Thc dead lay scattt:ted like rag dolls across: the mtv streets marktcl

lnsrdc the ducal mana:on no trace of aﬂy of the noblhty was to be found save thc remnanta. of )
discarded arms and armour. The Red Pox had destroyed Mousillon. :

As Gaston prayed he realised he still held clenched in his mailed fist the message from the King,
WArning. the Duke of Mousillon of the impending doom that he and his city faced. He stared at it
and began to comprehend the magnitude of what the message contained. The awareness of it
threatenod to rencl hlS soul in two He, Gﬂston Duke o'f Mortamc, Barrlc Standard Bearer of the

most holy of placce. For the kmghtb this chdpej was the only refuge that thcy could possxbly have
sought after the scenes that they had witnessed. But for Gaston, all of the icons emblazoned here )
served only to remind him of his failure. He began to repeat the Knight's Code: i
“A Knight is sworn te valour,
His heart knows only virtue,
HIS mind k:now*. only truth,
His might upholds the weak” b
A sudden chill enveloped all within the room. Each man heard a terrifying voice mocking them: &
‘A Knight is sworn to death,
His heart knows only terror,
His mind knows only falsehood,
His blade has slaughtered the helpless,
His might has damned the weak!”
Gaston rose to challenge the evil he could not see. Darkness began to envelop the small chapel. He'
felt a chilling touch from the grave take his heart in an unbearable death grip and he knew that as.
he had failed in life, so he would fail his King and his men in death. His last conscious thought Was.
that of a white Grail, a Grail slowly changing to black.




I had this really great miniature sitting in front of me,
begging for a coat of paint but I could not bring myself to
pick up the brush just yet.

I scoured the Undead and Bretonnian 'Eavy Metal pages
for some inspiration on how to paint such a miniature
but nothing really grabbed my attention. I wanted to
combine the complex design of Grail Knights’ heraldry
with an Undead feel. After all, it would be no use painting
the model in bright greens, blues or yellows, as it just
would not look right. I wanted the miniature to appear as
if it were once resplendent in its glory but then
blackened by fire and age.

This left me with a very limited colour palette to work
with. In the end I chose black for the background, several
shades of red for the designs, and bone for other symbols
on the horse’s caparison. As far as painting of the
miniature itself went, the horse took by far longer than
the rider did. I started by drawing the design I wanted for
the caparison onto paper and fiddling with it until it
looked about right. Of course attempting to transfer the

THE BASE

!?’m horw a'one. I conc enh'ared on the {ms‘e Ibe

on lbe. tf)p ane
in fact a last

is

e addition to

design onto the actual
model was a pain (much
cursing from me and
strange looks from my
wife and dog were the

overall model with too much detail. Black, red and very

rusty metal tied the colours in with the horse, and the
rider’s ‘face’ was about the lightest colour on the model.
I found that although the miniature did not have a face as
such, it was still very important to pay atténtion to it. The
face is always the focal point of a model, as it is usually
the first place you look.

The banners and the shield were again repetitions of the
same basic motif, the black grail on a red background. All
said and done, the miniature was finally finished at
4.05am ‘on Games Day. Another tip at this point — if you
plan on doing any detailed painting, don’t do it at 10pm
on two cups of coffee (caffeine may be great for keeping
you awake but it sure doesn’t help when you are trying to
paint fine lines and your hand gets possessed by some
Daemon from the warp and won’t keep still).

order of the day for a
while!). Again I think that
my choice of colours helped in regard to the pattern on
the horse — black is the easiest colour for gaining clarity
in design work and most of the reds were highlighted
from black anyway.

Atip at this point — if you intend to use any of the primary
colours, always make sure that the area to be painted is a
flat, even white.

When the horse was complete, along with the base, the
rider was more a formallty than anything else. I wanted
the rider to be simple in design so as not to flood the




In the end I was happy with the result (and ecstatic
about the Sword!) but I think the most enjoyable part of
Games Day for me was looking at everyone’s miniatures.
The standard of painting and modelling was
unbelievable, but the ideas that people had come up
with were the best bit! It was a superb opportunity for
me to get out and look at everybody’s different
perspectives on GW miniatures.

‘98 consisted of two

the Black Grail
Knight), plus the
bighly sought-after
Slayer Sword. Pretty
impressive!

r LEIGH CARPENTER'S ADVICE FOR

*Be meticulous with cleaning the miniature of mould lines and any rough areas; as they will always show up
et ; = ditd s d it LUty e

bronze, two silver and
one gold statuette (for

|
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...and as if that wasn’t enough

you can also come and see our

Medical
Centre

lncludmg
Chapter

§ ADMISSION £1: Guided tours of the museum are VERY IMPORTANT! Before you set off to visit us,
| conducted most days at the HQ store. Adulis please felephone the HQ Store to ensure that the
accompanied by gamers under the age of 16 may enter ~ Museum is open and that guided tours are available.
~ W free, Tel: 0115 916 8410

OPEN DAY

10am — 4pm Sunday 14th March 1999
Games Workshop Nottingham Exhibition Centre.
Games Workshop HQ, Willow Road, Lenton, Nottingham.

Em‘ mer ’(I 5&41—  Miniatures have produced an

exciting range of models for Games Workshop's -excellent ; Nl o
games, including Warhammer and Warhammer 40,000. afmiime, se some Games Day
Come and cxperience Citadel!

TICKETS PRICED £6.00 (INCLUDING ENTRY TO WARHAMMER WORLD). TICKETS WILL |
NOT BE AVAILABLE ON THE DAY. TICKETS AVAILABLE FROM MAIL ORDER OR
THROUGH GAMES WORKSHOP STORES, COMMENCING 30TH JANUARY 1999.
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+ Tickets will not be avaliable on the day.
* Over 165 enly. unless accompanied by an adult.

AS WAR ERUPTS ON THE SURFACE OF
TANELOTH, OUT IN THE VOID OF SPACE
MIGHTY WARSHIPS CLASH
DISCOYER HOW YOU GAN JOIN IN THE
CONFLICT IN NEXT®MONTHS
WHITE DWARE (232),

Acrass the dark vastness of
space, the astropath’s
saream fs heard. Taneloth,

sa_c_red cuf_t_ of rhe Emperor
Revered, has fallen ta the

ravages of C
‘ the Imper_'mm an_d ;i‘_s-'

stand poised to bring s

to the besieged millions. But
against them stand the
gathered legions of the
Imperium’s deadliest foes. Who
knows what common cause
has united them?

Whaiever allegiance you own,
it is now your tlime to

: command The war-torn world

of Taneloth awaits you.

Games Workshop presents the

first ever Warhammer 40,000

campaign  weekend. Qur

purpose uilt Exhibition Hall
_out with loads of

gammg Iables arranged to

great allled armies under the
d of the Imperial
or Chaos Wa;master

il hatt_i_e_s for sup_r.e.macy o_f each

ion will
orid of
who:{e
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Of all the special characters I've created,
Cypher is amongst my favourites. To coincide
with the release of Dave Andrew’'s superb,
new Cypher miniature, I've put together the
following text detailing his origins. Full rules
for using Cypher in Warhammer 40,000 can be found in
Codex Chaos Space Marines

THE BIRTH OF THE FALLEN

“Damn you Luthor — how could you betray us? We were
your brothers, and now we must join you in eternal
damnation.”

Lion El'Jonson, Primarch of the Dark Angels
The Fallen Dark Angels have their origin in the dying days
of the Horus Heresy, when Lion El'Jonson, Primarch of the
Dark Angels Chapter of Space Marines, returned to his
homeworld of Caliban. As the unsuspecting ships of
Jonson’s fleet moved into orbit they were met by a
devastating barrage of defence laser fire. Stunned by the
ferocious attack, Jonson withdrew and attempted to find out
what had happened on his homeworld.
A captured merchant ship soon provided the answer; when
Lion El'Jonson had left Caliban to take part in the Great
Crusade, Luther, his second in command and life-long battle
brother, had been left behind in charge of the remainder of
the Chapter. Despite the importance of Luther’s position, it
was not one that suited his ambitious personality, and soon
his role as planetary governor of some half-forgotten
backwater world seemed more and more like an insult to
him. These seeds of jealously grew until Luthor had become
a man obsessed, whose own neuroses had pushed him
over the edge. He became easy prey for the Chaos gods,
who used their terrible powers to make Luthor one of their
followers and dangerous beyond imagining. Using -his
renowned skills at oratory, Luther convinced the Dark
Angels under his command that they had been shamed,
that the Emperor had turned his face from them, instilling his
own Chaos-fuelled feelings of jealousy and rage in the Dark

Ives ag
s, he can be include

‘Angels who had been left on Caliban during the Great
Crusade. When the Primarch returned, these feslings
erupted into open rebellion.

The fury of Jonson and the loyal Dark Angels at this terrible
betrayal knew no bounds. Jonson himself immediately led
an attack against Luthor's head-quarters. What followed
was a fight of titanic proportions during which the two
equally-matched adversaries struck blow upon blow against
each other, tearing down the monastery around them until
the whole massive edifice had been levelled by their battle.
Meanwhile, the massed guns of the fleet pounded the
planet, until the very surface of Caliban began to crack and
heave under the strain of the bombardment.

As the planet itself started to break apart, the battle between
Jonson and Luther reached its climax. Luther, aided by the
powers of Chaos, unleashed a furious psychic attack that
knocked Jonson to his knees and left him mortally
wounded. But as the dying Primarch struggled to stand, his
noble features wracked with pain, it was as if a curtain was
lifted from Luther’s eyes and he realised the full extent of
what he had done. His was a triple betrayal, of his friend, of
the Dark Angels, and of the Emperor. The truth shattered his
sanity and he slumped down beside Jonson, no longer
willing to fight.

Luthor’s psychic cry of pain and despair echoed through the
warp and the Chaos gods realised that, once again, they
had been defeated. They lashed out in fury and frustration.
Arent appeared in the very fabric of space and a warp storm
of unprecedented fury engulfed Caliban. In an
uncontrollable, swirling flood of psychic energy, the warp
rushed into the physical universe.

Those ‘fallen’ Dark Angels who had served under Luther
and his clandestine masters were sucked from the face of
Caliban into the warp and scattered throughout space and
time. Caliban, already weakened by the loyal Dark Angels’
bombardment, was ripped apart and destroyed, the debris
being sucked into the warp.
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Dave Andrews millennia ago.

THE LION SWORD

The Lion Sword is the weapon that
Lion El'Jonson wielded in his final
confrontation with. the arch-heretic
Luther. The blade of the sword was '
broken in half in the epic struggle, but was saved by Cypher
before the Dark Angels homeworld was destroyed and all of the

it at his side to this day. It cannot be used in combat but is a
potent holy relic for both the Dark Angels and Fallen Angels
none-the-less. Some believe that if the sword is taken before the
Emperor then the two halves will rejoin as one piece, and this act.
will show that the Emperor bestows: his forgiveness on the Dark
Angels and Fallen Angels for their failure and betrayal all those

THE HUNT FOR THE FALLEN
“It is my sacred duty to save your soul from the Dark
Gods of Chaos, and | will save your soul, even if you
die in the process.”

Asmodai, Dark Angels Interrogator Chaplain
This story of treachery and betrayal is the Dark Angels’
secret shame. None know of it other than the Dark

Angels, their Successor Chapters and, maybe, the

Emperor on his Golden Throne. Even within the
Chapter itself very few brother-Marines know exactly
what happened during those fateful days, it'is only
when Dark Angels reach the Deathwing that they learn
the story of Luthor's betrayal. More terrible still, they
learn that many of the Dark Angels who followed Luther
are still alive. These damned warriors are the Fallen
Angels.

Not all of the Fallen Angels have succumbed to the
power of Chaos to the same degree. A large number of
the Fallen have embraced the ways of the Dark Gods,
becoming true Chaos Space Marines. However, many
others realise that their actions during the fall of
Caliban were wrong. Disgusted by the corrupting
influence of the Chaos Gods and unable to reconcile
themselves with the Dark Angels, they lead a solitary
existence. Many become mercenaries or pirates,
roaming the: galaxy as: masteriess men. Others are

have lntegrated themsehres back into human mc;eties
But their subsequent actions are irrelevant in the eyes
of the Dark Angels, who believe that the only way they
can rid themselves totally of their shame, and restore

their honour and trust within the Emperor’s eyes, is if
all the Fallen are found and either made to repent or.

are slain. This is by no-means an easy task. The Fallen
are dispersed throughout space and time as either

isolated individuals or in small bands, and the Dark

Angels can go for years without hearing any rumours
that might lead them to one or more of the Fallen.
When they do however, and their mission is a success;
those Fallen that are captured are taken back to the
Rock. Deep inside its dungeons Interrogator-Chaplains
attempt to make the Fallen repent. Occasionally they
do and for their pains die quickly. More often than not
though the captured Fallen refuses and suffers a long,
drawn-out and agonising death at the hands of those
who would save his soul.

CYPHER,
THE FALLEN ANGEL

‘I know not if he represents the greatest threat

or greatest hope for the future of the Imperium.

i only pray we stop him before we find out.”
Inquisitor Bastalek Grim

Cypher is an enigmatic and sinister character.
He appears as if from nowhere, bringing death
and destruction with him, and then vanishes just
as abruptly as he appeared. Strangely, it is rare
that Cypher himself instigates the violent acts
that invariably occur when he is present, it is
rather that he seems to act as a catalyst which
fans any feelings of hatred or mistrust into a
raging, uncontrollable fire.

Cypher rarely speaks, and when he does his
tones are. clipped. and his words few. No one
knows his real name, and no one in living
memory has dared ask him what it might be.
However, the occasional glimpse of the dark
green power armour beneath the long robes that
Cypher wears means there can be no doubt that
he is one of the Fallen. In many ways he
epitomises their fate. being cursed to wander
through time-and space, never to be able to
return home,

However, there are some who whisper that
Cypher may in fact represent the Fallen Angels’

only chance of redemption, and that his
seemingly random appearances hide a pattern
which reveals that he is slowly moving across:
the galaxy towards Earth and the Emperor.
himself. They also peint to the fact that Cypher
carries a sword which he never draws or uses in
combat, and that this could be the fabled Lion
Sword, wielded by Lion El'Jonson himself, and
thought lost forever following the Primarch’s final
confrontation with the arch-heretic Luther.
Whatever the truth of this, it is certainly the case.
that if he is ever in one place for any amount of
time then his presence seems to attract others of
the Fallen, though none know how they are able
to find him or why they gather.

Probably because of this, the members of the
Dark Angels Inner Circle hate and fear Cypher
more than any other Fallen Angel, and would
wrlllngly perform almost any act no matter how ¢
vile in order to capture or kill him. That they have
so far. n01 managed to do so speaks volumes of

abillty to escape capture
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A Space Marine Tornado of the Ultramarines Chapter, armed with
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heavy bolter and assault cannon.

The inset shows the additional stowage included with the model.

SCREAMING

DEATH!

Like the standard Space Marine Land
Speeder, the Tornado variant is a highly
manoeuvrable, skimming attack vehicle.
The Tornado is equipped with an extra
heavy weapon - an assauit cannon or
flamer — which is fired by the pilot using a
targeting scope. With the gunner operating
a heavy bolter or multi-melta, this
combination of firepower makes the
Tornado a devastatingly effective addition
to any Space Marine force.

The Space Marine Tornado model can be painted in the
colours of any Space Marine Chapter and armed with
two different weapons.

The Tornado above left belongs to the Imperial Fists
Chapter and is armed with a heavy bolter and a heavy
flamer. This machine is best suited to a close supporting
role for squads of Assault troops or Space Marine bikers,
where ifs heavy flamer can easily incinerate enemy
warriors who are in cover.

The Tornado directly on the left is devastating at long
range — the weight of fire from its heavy bolter and

-assault cannon can simash entire squads. It is painted in

the colours of the Dark Angels Ravenwing. Note how the
markings on each of the models on this page vary in their

“application from Chapter to Chapter.
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SHIP’S CREW

Remember Andy Chambers’ Spaceship Battles game, -pubh‘shed back in

/ A 1, - WD225? We mentioned it was work in progress at the time, and the rules

B N have been tweaked and tweaked again. We can finally announce that after
The ship’s Captain oversees ten long years of waiting Battlefleet Gothic, will be released next month! |
the othar offivels anp.onsiies Here’s a sneak preview of what’s to come!

the duties of the crew are
performed to expectation.

The Lieutenant is the ship’s
first officer, whose duty it is to
relay the Captain's orders ta
the appropriate- ship’s:stations } = U
and report back with matters | A, SPACESHIP BATTLES IN THE 41sT MILLENNIUM
‘concerting the shig's status. If o y

the Captain falls in battle, it is

the Lieutenant whe will take ; DOMINATOR CLASS

command.

The Domunator class cruiser is |
armed with the massive nova .
cannon, designed to bombard §
the enemy at exireme
range.

Commissars are not naval
officers as such — they report
fo the Commisariat, This
aiganisation enforcas the
military law which eontrols the
lives of the officers and men
of the Imperial Guard and

Imperial Navy. A Commissar is | MURDER CLASS

present (o assess the actions e :
and decisions of the command The Murder class cruiser is the mainstay of the
Chaos fleets. lts long-ranged plasma batteries

officers. and none are above
his scrutiny are capable of crippiing the largest battleships.

.genetic mutation that allows
them ta see fhe flowing
energies of the warp and thus
direcl & ship's course while i
i in the immaterivm. Al but
the smallest warshigwill have
a Nawigator on board and-a
Capital class ship has a cadre
of Navigators on board to
enstire that it will ot lase its
ability to travel the warp
through batlle losses.

Chaos Heavy Cruiser

o Imperial Lunar cruiser with a Dauntiess light cruiser and Sword escort ships

-attlefleet Gothic is a wargame for two or

more players, in which you command the
battlefleets of the Imperium or one of its enemies,
as they clash in lethal conflict among the stars.

The game provides you with all the rules and fleet
lists you need to start collecting and fighting with
massive fleets of battleships. It also details the
history of the Gothic War; the conflict portrayed in
Battlefleet Gothic — an apocalyptic campaign in
which the Imperial fleet of the Gothic sector fought

| a desperate battle against the death fleets of

Chaos, with humanity’s verysuryival at stake! The
book hoids all the game information on the ships
involved, fleet lists for you to choose your own
forces for battle, plus rules, ship details and fleet
lists for Ork pirates and Eldar corsairs.

Also included in the box are the fantastic, new, =
multi-part, plastic Spaceships: four kits far the
Imperial fleet and four for Chaos warfleets. The
Imperial cruiser sprue allows you to build any of
the seven different Imperial cruiser designs, like
the Tyrant class or the attack craft-carrying
Dictator class. The Chaos cruiser sprue allows
you to build seven different Chaos cruisers, like
the Devastation or Murder class (pictured left).
Over the next few months we will be releasing
loads of new battleships which you can assign fo
your battlegroups, 'ranging from the huge |
Retribution and Emperor class battleships, the
mysterious Blackstone fortresses, to escort ships
like the Firestorms and Cobras.

Of course the Imperium does not have things all
its own way. Chaos fleets will be bolstered with the
release of the Desolater and Despoiler
battleships, along with cruisers and light escort
ships like the Idolator and Infidel raiders.

Other races of the 41st millennium will also be
represented., The  Eldar with: ‘their |highly
manoeuyvrable Shadow crlisers and their fast
moving frigates like the Hellebore. The Orks geta
look-in as well with their crude but powerful Kill
Kroozers and Onslaught attack ships.

Whether you become mankind's saviour or its
destroyer, the faie of the galaxy will be in your
hands, as warfare takes to the stars!

"The Emperor 1s master of the galaxy,
but the Captain is master of a ship.”

Popular naval saying,




There are dozens of Tech-
Adepls aboard even the
smallest vessel ahd a hundred
or more on Capital class
ships, Headed by the Tech-
FPriest Majoris, it is their dufy.
to ensure that the ship's
systems are operating:
properly and that the correct
runes and incaniations of ifre
Machine God are invoked.

a ) .

“Into the jaws of Death,

into the mouth of Hell”

Lord Admiral Ravensburg's opening order
at the Battle of Gethesemane

Ratings are the lifeblood of
the ship, hauling power cells
and shells from the
magazines to the gun decks,
winching attack craft ug to the
launch bays, swinging the
massive torpedoes into the
firing tubes and so forth,
Werking. in: hundred strong
teams, the rafings attend to
the myriad tasks which
require little specialist training
but a (ot of muscle, !

——

BATTLEGROUP SARTUS NCTAUR - ‘CARDINAL BORAS" 18T S5COUT CRUISER SQN;

GOTHIC SECTOR LUNAR CLASS CRUISER ; RETRIBUTION CLASS LORD HOLLIS, BHANTOM & MENACE"

Batilegroups: are a colfection of = o 5 : r AT

ships gathered from all over a 4TH SCOUT IMPERIOUS :

sector or even different parts of CRUISER SGN; - MARSCLASS -
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“Let the dance P4
of death begin”

Find out which great comie
steips are i/ this month's action-
packed, mavhem-foaded issue of

Warbammer Monthly. .

SHADOWFAST

Script: Mighagl Browne Art: Simon Harrison

The Wardancer Shadofest
journceys w the dread citadel of
the Neeromancer Drakash
Boneseer, th uncover the Seerets
of the magical staff 1o which he
has become inextricably linke.

INQUISITOR

Scripl: Dan Abnelt Aet: Simon Soleby

Dion't miss the third blood-
soaked episode of Dan'Abnett
and Simon Coleby's superb
Ingpuzsitor strip. Inquisitor Defay
must purge a tide of Chaotic
corruption that has bheen
dwelling within Castle Lorth:

SCript: Bill Kaplan Art: Jefi Rebner

The sccond and final episode of

this great, atkaction adventure
strip, Having destroved the Ork
Gargant, Captain Malachui and
his Ravenwing suadeon must
battle through vast hordes of
vengelul Ork warriors, including
the Ork warlord whose Gargant
they destroved,

AND MUGH MORE. ..

All this plus two shorr, one-off

: comic strips. The firse.
Dedicetion by Dan Abnett and
Mike Perkins, tells the tale of @
lone Bretonnian kaight who
must Bree an overwhelming
enemy force. The second,
Dyeains of Lustria by Dan Abnett
anel Davidd Pugh, isa grim tale of
a man who dabbles with the
ancient magic of a mythical land.

Available from all good
newsagents, comic
shops and Games
Workshop stores
dCross the planet.




PUTTING THE PLOY
IN DEPLOYMENT

e Take it away Mike!

Mike Wa

* Some people do it the same way every time.
« Some people do it bebind screens.

* Some people do it so they can get bebind you.
It is deployment and if you do 1t propcr]y it will greatly

B.attlcs.

By Mike Walker

um’qu_e wmtmg s_tyle. c_m_d_' thzs montb be sbares. bzs
thoughts on setting up armies in Warbammer.

There is one thing that really annoys me. One thing that
can make me chew on the table edge. One thing that
turns me from Tristan le Troubadour to Azhag the
Slaughterer. '

I can put up with players who continuously tell me, in
painstaking detail, how rubbish their army is — as it
slaughters its way to victory through my troops.

I can tolerate those players who fight me with oniy ten

There is one thing that turns me from Trz’smn- le; ]i*oubadom to
Azhag the Slaugbterer — people who set up slowly...

How do you deploy your army? Which units do you put
at the front? What formation do they start in? Where do
you put your cha.riots, ehte cavalry, flame cannon or

Imagine a set up table A brand new field of impossibly
bright yellow corn, two forests (one in full summer leaf,
‘the other with an autumnal hue) and a rather tatty hill
you never quite get round to replacing. S0 where do you
put your troops? In the mlddle Qf thﬁ corn?: Cowermg

the hl.llz. .

For those of you who know the answer to these
questions, T suggest you simply skim through this article
looking for the funny bits. For the rest, read it all and
you may geta few good ideas which you can use at the

The main purpose of this article is to give some simple
and practical guidelines so that players can avoid most.
of the obvious. mistakes that are made when deploymg.

the table in a haze of irrelevance, happy to discuss
whether the Everqueen or Scary Sp1c33 is harder, or
indeed anything other than what is happenmg in the 6'
by 4' space in front of them.

I can even grit my teeth when confronted with an
opponent who relates with unwarranted enthusiasm an

: unhkefy llst of brllhant and great gammg events that

one bemg played

But I really, REALLY hate players
who set up slowly.

1 re(.all thc occasaon someone was "
This unit must have: b{:en
carefully positioned in
a_l:_ least a dozen

1 If your Squig riders bave produced as-.mlarsy. battle winning performances as mine, I reckon you might as well put them on'a conwfese{y.dw%:mt

table!




The unit’s formation must have been altered
twenty timcs With each pla(.cnlcnt a number Uf

gave a httle sigh and put down a unit of Gors mstead.
Theseus could have planted, watered and grown a maze
in the time it took to not decide where those things
started.

Before a general starts setting up, they know what the
army consists of, they should have a pretty good idea of
what order they want to place their units in. 8o why
does it take so long? I have a particular problem with
those who play the same army week after week and still
take an inordinate amount of time to achieve satisfactory
unit deployment.

Hopefully many players will take from this article a
number of good ideas that will help them be a more
successful player. However if just one general, as a result
of using what 1 liki: to think is a si'mple 'and Organi'sed

feel that I have donc my blt to improve the hobby

To make things really easy I have come up with five
words to describe the key things you need to remember:

SURVEY, CLUMP, READY,
AMAZE, PRESS
These form the easy to recall acronym SCRAE So from
now on, before starting to fight, remember to SCRAP
Before we start looking at how to SCRAP, let me give you
a taste of the sort of games my gaming group indulge in.
We like to fight with 2,000 point armies, on'a 6' by 4'
table, for suc turns. The armlcs are resmcted
page 37 _of the Warhammer Battles
book. Deployment is done by
_alternately placing units on the table,
the side with the most units placing
one first.
We like to play for six turns as
this allows time for even
Bt Chris’s Dwarf army to get

get into conlact).

I suspea much plummetz‘ng and falling will

leled with unendmg terror an_d the -smell of
three week-old egg mayonnaise sandwiches.

~ within charge range of something. We use the standard

victory cbnditicns from page 40 of the Battles book.
;‘easonahly Conﬁde_nt that the 1d¢as can be applfed to
most of the scenarios contained in the Warhammer
Battles book.

I play with Dwarfs (quite well), Empire (quite badly),
Undead (with cunning), Beastmen (with aggression)
and Goblins (with frustration). 1 have played against
every official army type and all the really weird ones that
Little Dave? comes up with.

SURVEY

‘Once the battlefield is all set up, pause for a few
moments and SURVEY the layout of the game table. I
find one slow circumnavigation of the table is about
right.

Always ask your opponent to clarify the terrain used. Is
that a steep hill? Are those forests dense? Got any
sunglasses, so I can look at that cornfield? How much
cover does that cluster
of beer mats, chipped
coffee cups and empty
plastic beakers provide?

Your primary objective
is to decide where you
think your opponent
will deploy ‘and where
you will place your own
troops.

If you have a fast moving force that needs to get into
combat quickly, then your main concern is the route of
attack. It should be terrain-free, reasonably direct and
ideally provide some cover from enemy firepower.

If your fOl.'(,L is mamly defcnsme [ook at the attack

ambush him from? Any way you can delay his attack and
get more shots at his units? Can you use impassable
terrain to restrict the number of attacking units that can
charge yours?

Get definitions of the terrain, especially if you are
playing with an umpire. If you ask a simple question,
like: “Exactly how deep is that gully?” be suspicious of
replies like: “You cannot see until you get within three

iinches.” T would be willing to bet that this sort of

response means ‘a unit of chariots will not just
experience a slight bump when they move across the

‘gully. No, I suspéct much plummeting and falling will

occur. Probably into a bottomless abyss filled with
eternal darkness, unending terror and the smell of three
week-old egg mayonnaise sandwiches.

Clarify your objectives. 1 recall one battle where the

‘objective was to capture the Golden Shrine of Purity and

Light. This proved to be a blob of yellow paint placed
not quite in the middle of a swamp made from a
piece of blue painted wallpaper, which had
been left, (unintentionally) upside-down in



a locked drawer at the umpires home 20 miles away:
These are certainly the toughest victory conditions I
have ever come across.

Finally I must just mention surveying the table when
deployment will carried out behind a screen placed
along the: middle of the table Take much ionger than
the terram on youf half of the table reiatcs to the bits on
the other half. If you are faced hy a particularly complex
or crowded layout draw a map. Your deployment
decisions need to be based on accurate information
rather than a suspect memory. Peering over the screen
once deployment has started is to be avoided as a punch

in the face often hurts: .

CLUMP

Many b_att-lcs_ are lost by armies rhat are too bpr_ead out.

Few battles are lost because the units in the army start

too close together. Deploy your army with only a few

inches between each of the umts There are Eots of

c_h_:mp Alluw me to de*icnbe a few

An attack is much more. [ikely to aucceed if it is.

As the enemy clr;)sear to atr.ack you, you may get the
opportunity to present them with units they may not

wish to fight. The Forest Goblin Spider Riders might be:
perfealy happy to chargc the nervous and mamally-

will not be quite S0 keen to enter into a protractcd fight

with the unit of psychopathic Plague Monks that are

stood next to them.
By keeping all your units close together they will be in

range of beneficial effects like your general, battle:

standard and helpful magtc

An army which relies on a
massive amount of firepower will
benefit from having its units set
up close together. The volleys of
missiles can be concentrated on
targets, causing them to take Panic tests.

Try to avoid having your units split up by unfriendly
terrain, lhmgs like swamps, quicksand or open air
latrines.

Before moving on I must just mention a couple of things
that will cause problems for your clumped force.

First. up is the rout as a result of a Pa.nic test. More times

| WARHAMM

or play with the army of pointy eared perfection — the.
High Elves3.

thmgs If you maust on crammmg alI thc ﬂgures in Your
army into a.one foot by one foot space, even I would be
pretty confident of hitting something. When facing a
plethora of war machines that fire rocks, cannonballs,

screaming skulls or hot soup, a slight bpreadmg apart of
your units may prove to be a good idea.

READY
Your units must always be set up READY to fight.
If you do not go first, flyers, magically moved troops, the
many varieties of long range missile and clumsily thrown
dice can all strike a unit before it gets a chance to move.
Every unit should be placed on the table ready to fight.

If you have designed your unit of sixty Spearmen to fight
in five ranks of twelve, start them in that formation,
facing the enemy, ready for combat. You are only gomg
to get to move them half a dozen times at most. You da
not have time to fuss around with needless formation or
direction changes.

Do you spend half the game trundling your rock
lobbers, bo[t throwers or cannons about th!: battlefield,

be wﬂhng to bet it’s down to bad Lmnal dcployment. If
there are six turns in the game I want six shots® from my
war machines. Put them where they will get the best
field of fire and leave them there.

shoot at the cnemy in as few ranks as p0551b[e 50 the
maximum amount of ﬁgu_res g(.t to fire. They Wl]_l

Peering over the screen is to be avoided
as a punch in the face often burts.

If you are lucky’ enough to find a hill sufficiently large
to take all your archers, load them on! Figures on the
slopes will all be able to shoot..

Combat orientated troops will normally form up in

blocks with at least four ranks, to maximise their rank
bonus. These units will then form up in two or more
battle-lines. Unless you have a good reason I
rccommend onIy two battle- lines If you form FoRE units
Opportumty to attack whichever of your units they
choose. They are probably going to choose the ones
they can beat. In your front rank should be the units you
want the enemy to fight.
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Which brings us to an interesting question. What sort of
units should go in the front rank?

Many times a battle is lost because the Unbeatable Riders of
Massive Cost (complete with the combat-winning Banner
of Great Expense) only manage to cause the demise of two
bases of Snotlings and an out of control Squig rider.

To win a battle your best troops have to do damage. Lots of
darnagc Decisive amounts of damage For this reason I
'of my other units and as close to the enemy as p0551ble

That position is right at the front of my army.

There is another popular layout used by slightly more
cautious generals. At the front of their armies will be huge
and Well armoured un'fts that 'Can'ab's'orb mass’iv’c 'ax'n'ouhts
reach, these units will get out of the way and the pristine
Units of Extreme Unpleasantness behind them will them
hurl themselves at the enemy.

This works. At least'so long as the screening troops can get
out of the way fast enough, it works.

Personally, I don't like this approach,. preferring to keep
things simple. Points that would have to be spent on the
‘screening troops I spend on my front line units, making
them tough enough to take a few arrows and the odd Gaze
of Nagash.

The second rank will feature combat units that can be used
to reinforce combats initiated by your front rank units.
They can intercept enemy units that are intent on smashing
into the flank or rear of the units in front of them. They can
also protect spellcasters that are placed with them (whilst
bringing the spelicasters close enough to the opposition to
ensure their magical effects are in range).
Some of my opponents seem to adhere to a third and
slightly more unorthodox theory concerning their front
rank units. They select their luckiest units to lead the
attack Once chosen they watch smugly as any cannons
aimed at those units misfire and spontaneously
: dctonate Wmds of Deatb pass harmlessly over
and broken Gyrocopters plunge fataﬂy into
R other Dwarf troops.

. AMAZE is the trickiest of the instructions to
) carry out.

¥ What you are trying to do is to surprise
your opponent and give yourself an

Afittle bit too serioushy.

because tbe_y are Lzzardmen- and you ca-n.

advantage in the coming conflict. This is the sort of
reaction you are after:

As you finish your deployment you hear a gasp from the
other side of the table. Your opponent goes very pale —
they never expected this. They marvel at the generalship
displayed in the army laid out before them. Peering at
your forces from between
spread fingers, they slowly
reach the conclusion that they
face a humiliating defeat.
Despair overwhelms them and
they make a pathetic attempt to
_ hurl themselves onto the silver
tipped lances of their own knights.

You might have to settle for a thin smile, a nervous laugh
ora clurn’sy attempt to knock over the table.

uncxpected rhat discomforts your opponent and an
action that causes you problems:

“I bet you never expected me to put four low level
wizards in that field!”

“No, and I never expected to be able to score four
victory points with just one volley from my scouts.”
With alternating unit deployment you will probably have
to settle for subtle and low risk surpnses Alwayq leave
useful to know thre the enemy ‘hero with the
Dragonslayer Sword is located before placing your
otherwise invulnerable Dragon.

Here are a few of my favourite surprises. They can all be
‘created in ga'me’s with 'al'ternating unit aepioym'em

forces, w:th a spellc_aster that can magically reposmon
the unit and strand any enemy units that are placed to
take them on.

Put a number of pieces of artillery right at the front of
the army Get off a couple of unobstructed shots.
Counter attack with your best combat units against
anything that attacks the artillery.

Form up your large archer units into deep combat
formations, add heroes, generals and battle standards
and use them aggressively to attack the enemy.

Place absolutely no figures on the tabletop, settle back
in your chair, smile and inform your opponent that
you've paid the extra points to make all your troops
invisibles.

The other way to achieve a good surprise result is to use
those units which' can automatically deploy after other
units. These tmops I czitégoriae as ‘Annoying Elven Gits’

‘some. The EIf scouts can start outside your deployment
-area in any privy or paper bag big enough for them to fit

in (so long as you can’t see them they can deploy there).
The nastiest ‘of the Annoying Elven Gits’ are Dark
Riders. These guys can make an eighteen inch move
from their starting position before the start of turn
‘one. This can enable them to really cut down the
other side’s chances of making march moves.

sActhy, this would not only be a surprise, it would also be cheating. _sm‘I it is worth considering for use against any player who takes things a



If they get to move first in turn one they can probably
get a repeater crossbow shot at whichever unit they
want.

Surprise can ‘most easily be achievecl in games where

cnemy scldlers are bemg set up on the other s;de of it..

You can try some unexpected set ups. Arrange your army
in one massive, narrow’ column to smash the units
placed in front of it. Hide all your troops behind a big
hill so you can hawc alook at the enemy before exposing

any of your army Dt:plcry your entire army in the river,

The box: hds from thc Warhammer rules sets (optionally
weighted down with a book) are. popular choices for the
middle of table screen. I personally have never found
them tall enough. A large piece of cardboard or a light
and opaque piece of plastic would make a good screen,
There are no circumstances to. recommend the use of
patio paving slabs for this purpose..

PRESS

front rank units as. closf: as. you can to the enemy. J."hc:
objectlve isto reducc the amount of space and time your

manoeuvre. 50 that your best units get to atta(.k and
dcstroy the. Opp()‘sltl()lls weaker ones, whﬁe your
cutting down theu' abﬂrry to manOLLlﬂ'ﬁ and get out of
the way you should be able to line up the units you
choose against the Opposing units you want them to
charge

You always want to be in command of the unit that
charges. The side that can shift their units most easily
will be the side that can line up their units for charging.
A contest between evenly matched units will usually be

won by the one that charged. Simply by charging into

more fights than the other side, you will increase your
chances of winning. By deploying at the front of your
deployment Zone, you Wll[ be abl{: to get your best umts

1mpartant 1f your best units are slow movmg

Depnvcd of their march moves and space to gct out of

the opposing army.

Of course reducing your opponent’s. space also cuts
down on the opportunities to move your own {roops.
Your deployment must be good enough to be able to
cope with this. In case you skipped it, that is what the.
earlier parts of thi‘i article are about.

Firing troops also benefit from forward deployment. You
may be able to start them in range of an important
target. There is no emotion to match the delight of
delivering a devastating volley to a unit of enemy
Wardancers. Don’t you just hate those effete, prancing,
perfumed ninnies, with their garish costumes, washable
tattoos and silly dances. Don’t you hate all their
running, leaping and capering. Don’t you hate their
tight trousers and... er, sorry, I'd better get back to the
deploying. '

haLf of the tablc yuu may get a couple of extra. rajly
attempts to stop your cowardly scum before they get off
the table.

FINAL BIT

1 hope this article has been of some
interest: and maybe provided some
hc]pful 1deas 1 reahse that I have
one day I ge: a call from the echtor
and. (between mouthfuls of pie) he
requests more. words from me, T wﬁl
armles_ o up .......

My Dwarfs that deploy to maximise the amount of
crossbow bolts that will. perforat'e their foes.

a]most as hker to attack each other as the other s;de ancl
that any sudden noise will cause the majority of thcm to
rout.

My Undead that de‘ploy so that I can bring my

barrage of magrcal effec:s

My Beastmen that deploy so an overwhelming number
of savage: mfantry and chariot-mounted warriors smash
into the enemy at the same time.

My Empire army that
deploys in the vain hope
that they will not get.

end of turn three.

Right, I'm off, there’s
some bloke with tattoos,
snug trousers, two razor-
sharp.  swords  and
pointed ears who wants
to have a word with me.

I'll leave you with a
definition:

SCRAP - a load of
rubbish, from which a
few useful things may be:
taken. '
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T'S TAKING PART
THAT MATTERS,

By GrahamDavey

One Sunday last November Games Workshop HQ held |ts Warhammer 40, 900
Staff Tournament. White Dwarf sent along its own intrepid team, comgtising
of Nick Davis, Simon Shuker, Andrew Sharman and Graham Davey. This isa
completely unbiased and not at all bitter report of how we. g@i ml,..

us except new boy Simon had beenp 1
than just about everyone except the esig
the perks of working in the Studio). ‘Of col
their own team, i

Merrett and Gordon Davidson — the reigning champion. We': .

reckoned that they, along with the tahan Studio team, wowd b
main competition.

Things | started well. Our fi'rs't and s'econd' round

game and consequently only drew Th!S was to h
serious repercussions. .. A

In the ‘third round, Nick had beerf
Gordon (so far they were in secon
respectively) and his Dark Eidar
game against Gordon’s Blood: A_ngais
Simon and Graham had been dra
other — not'good for team paints
army spent most of the game retreal
multi-imbed 'monstrosities, but just
enough Tyranids before all his agir

By the final 'rou__nd,.Graham W.

hear the sound of bolter fire!

Dozens of games in full swing — you can almost

Allessio’s opponent objects to him moving
the terrain around during the battle.

was facing Gordon. The winne
finish at the top of the table in terms ol
and then points for army painting

After having played new 40K for only two.weeks, Simon
manages to beat the Eldar of Games Developer Gav
Thorpe!




Gordon is
caught
frying to
bribe the
Jjudges!
Jervis:
appears to.
be refusing,
but
strangely
enough
Gordon did
end up
winning.. .

During the final, crucial game to decide who would be-
champien; Graham attempts to distract Gordon with his
“amazing inflatable T-shirt. The battle resulted in a
b!oody draw w;th both armies reduced to their break

But it was not to be. While we all got fairly
average scores for army painting, surprise
contenders the Retail South-West team got a
couple of the best scores (Roy Sanders’ Tyranids
26 were particularly impressive) and this
{;}Omt {25-46 of startmg s:ze) in the same leapfrogged two of them into second and third
esultmg madraw place overall. The team prize went on the
average score of all the team members and
South-West had just pipped us! After much
sighing, grumbling and drinking, we unanimously
decided that it was all Andy’s fault (for playing the
wrong scenario and needlessly losing those vital
points). This made the rest of us feel much better.

And who became Staff Champion? That Gordon
Davidson fellow. Again. As for the South-West
teamn, our congratulations on your victory. We'll
get you next year!

comfng_ sg c.fc_)se to winning...
...especially as. they can blame Andy!




INFERNG! is the awesome short story anthology
from the Black Library. Published hi-monthly,
INFERNO! is full of action-packed short stories,
awesome illustrated features, comic strips,
cutaway drawings and much mote. If you want to
know more about the worlds of Warhammer and
WH40K then make sure that you check out the
latest copy of INFERNO!

To give you 2 taste of what you can expect, we've
got this incredible short story, exclusive to White
Dwarf. The Wraih of Khdrn is a blood-soaked
gorefest with Kharn revelling in his exalted
worship of Khorne.

And while you're enjoying the story, don’t forget
fo take a look at some of the other cool stuff that
you can find in the pages of INFERNO!

Vo Lhlker



LOOD FOR THE Blood
God!” bellowed Khirn the
Betrayer, charging forward
through the hail of belter fire,

towards the
Superlative Indulgence. The
bolter shells ricocheting off his

brcastplate did not even slow

Marine. srmled to h,xrnsc]f Thc.

ancient céfamite of his armour
thousand years. He felt certam it
would not let him down today.
All around him warriors fell,
clutching their wounds, crying
in pain and fear.

Mm'e souls oﬁered up on tbe

Lord of Carnage, Khiirn thought
and grinned maniacally. Surely
the Blood God would be
pleased this day.

Ahead of him, Khirn saw one
of his fellOw Berzerkers fall, his
armour cracked and melted by.
plasma fire. The Berzerker
howled with rage and
frustration, knowing that he was.
not going to be in at the kill,

that he would give Khorne no.

more offerings on this or any

other day. In frustration, the
warrior set  his

dying -
chainsword to maximum power
and took off his own head with

one swift stroke. His blood rose
in a rcd fountam to slake

the fallen Warrmr s head,
sending it flying over the
defenders’ parapet. At least this
way his fallen comrade would
witness Khirn slaughter the
Slaanesh worshippers in the few

Temple of

By Bill King

delicious moments before he

died. Under the circumstances,

it was the least reward Khirn
could grant such a devout

Warrior.

The Betrayer leapt over a pile.

of corpses, snapping off a shot

with his plasma pistol. One of

the Slaanesh cultists fell,
clutching the ruins of his melted
face.  Gorechild, Khirn's
Daemonic axe, howled in his
hands. Kharn brandished it
above his head and bellowed his
challenge to the sick, yellow sky
of the Daemon World.

“Skulls for the skull throne!”
Khirn howled. On every side,
frothing Berzerkers echoed his
cry. More shells whined all
around him. He ignored them
the way he would ignore the
buzz of annoying insects. More
of his fellows fell but Khirn
stood untouched, secure in the
blessing of the Blood God,
knowing that it Wouid not be hlS
turn today:

All was going according to
plan. A tide of Khorne’s warriors
flowed across the bomb-
cratered plains towards the
towering redoubt of the
Slaanesh worshippers. Support
fire from the Chaos Titan
artillery had reduced most of
the walls around the ancient
temple complex to just so much

rubble. The disgusting ‘murals.

painted in fluorescent colours

had been reduced to atoms. The
obscene minarets that crowned

the towers had been blasted
into well-deserved oblivion.

Lewd statues lay like colossal,
limbless corpses, gazing at the

sky vmth blank marble eyes.

. back trymg To ﬁem tha ﬁ‘ey of

Even as Khirn watched,
missiles blazed down from the
sky and smashed another
section of the defensive wall to
blood-covered fragments. Huge
clouds of dust billowed. The
ground shook. The explosions
rumbled like distant thunder.
Sick joy bubbled through
Khirn’s veins at the prospect of
imminent violence.

This was what he lived for,
these moments of action where
he could once again prove his
superiority to all other warriors
in the service of his exalted lord.
In all his ten thousand year
existence, Khirn had found no
joy to touch the joy of battle, no
lust greater than his lust for
blood. Here on the field of
mortal combat, he was more
than in his element, he was at
the site of his heart’s desire. It
was the thing that had caused
him to betray his oath of
allcgiam:c tu the Empu'or of
a Space Marxne and even hl_s old_
comrades in the World Eaters
Legion. He had never regretted
those decisions even for an
instant. The bliss of battle was
reward enough to stay any
doubts
the parapet 1gn€)r1ng the
pmsoned bplkCS which lmt:d the

ecstatic death, to. any thal fell' .

upon them. He scrambled up
the loose scree of the mck face . -
and vaulted over the low wa!l,‘ .

face of a dcféﬁdér as he didl- so
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blood from his broken riose.
Eharn swung Gorechild and
‘ended his whining forever.
“Death is wupon you!”
Khirn roared as he dived
into a mass of depraved
‘cultists. Gorechild lashed
out. Its teeth bit into

hardened ceramite, spraying

sparks in all directions. The
blow passed through the
target's armour, opening its
victim from stomach to
sternum., The wretch fell
back, clutching at his ropy
entrails. Khirn despatched
him with a backhand swipe
and fell upon his fellows,
slaying right and left, killing
with every blow.

Frantically the cultists’
leader bellowed orders, but
it was too late. Khirn was
among them, and no man
had ever been able to boast
of facing Khirn in close
combat and living.

The numbers 2243, then
2244, blinked before his
eyes. The ancient gothic
lettering of the digital death-
‘counter, superimposed on
Khirn's field of vision,
incremented quickly. Khirn
was proud of this archaic
device, presented by
Warmaster Horus himself in
ancient times. Its like could
no
degenerate

=

age. Khirn

be 'made in this

grinned proudly as his tally
of offerings for this
campaign continued to rise.
He still had a long way to go
to match his personal best
but that was not going to
stop him trying.

Men  screamed and
howied as they died. Kharn
roared with pleasure, killing
everything within his reach,
revelling 'in the crunch of
bone and the spray of
blood. The rest of the
Khornate force took
advantage of the destruction
the Betrayer had caused.
They swarmed over the
walls in a howling mass and
dismembered the Slaanesh
worshippers. ‘Already
demoralised by the death of
their leader, not even these

fanatical worshippers of the

Lord of Pleasure could stand
their ground. Their morale
broken, they panicked and
fled.

Such pathetic oafs were
barely worth the Kkilling,
Khirn decided, lashing out
reflexively and killing those
Slaanesh worshippers who
passed too close him as they
fled. 2246, 2247, 2248 went
the death counter. It was
time to get on with his
mission. It was time to find
the thing he had come here
to destroy — the ancient

Daemonic artefact known as
the Heart of Desire.

‘Attack!” Khimn bellowed
and charged through the
gaping mouth of the leering
stone head that was the
entrance to the main temple
building.

the roar of battle could
not penetrate the walls.
The -air stank of strange
perfumes. The walls had a

I NSIDE IT WAS QUIET, as if

porous, fleshy look. The

pink-tinged light was odd; it
shimmered all around,

‘coming from no discernible

source. Khirn switched to
the auto-sensor systems
within his helm, just in case
there was some trickery
here.

Leather-clad priestesses,
their faces domino-masked,
emerged from padded
doorways. They lashed at
Khirn with whips that sent
surges of pain and pleasure
through his body. ‘Another
man, one¢ less hardened
than Khirn, might have
been overwhelmed by the

-sensation but Khirn had
-spent

millennia in the
service of his god, and what

‘\
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passed through him now
was but a pale shadow
compared to the battle lust
that mastered him. He
chopped through the
snake-like flesh of the
living lash. Poison blood

spurted forth. The woman
screamed as if he had cut
her. Looking closer he saw
that she and the whip were

one. A leering Daemonic

head tlppt:d the weapon’s.

handle and had buried its
fangs into her wrist.
Khirn’s interest was sated.
He killed the priestess with

one back-handed swipe of

Gorechild.

A strange, strangled cry of

rage and hate warned him
of a new threat. He turned
and saw that one of the

other Berzerkers, less
spiritually pure than
himself; had been

overcome by the whip’s
evil. The man had torn off
his h(,[mct and his face was
distorted by a sick and
dreamy smile that had no
place on the features of
one chosen by Khorne.
Like a sleepwalker he
advanced on Khirn and
lashed out with his
chainsword. Khirn

laughccl as he parried the

blow and killed the man
with his return stroke.

A quick glance told him
that all the priestesses were
dead and that most of his
followers had slain thcir
thought Khﬁm but part of
him was disappointed. He
had hoped that more of his
fellows would be
overcome by treachery. It

was good to measure
himself  against true
Warriors, not these

decadent WOrShlppEl“i of
an effete god. Gorechild
howled with frustrated
bloodlust, writhing in his
hand as if it would turn on
him if he did not feed it
more blood and sinew
soon. Khirn knew how the
axe feltt He turned,

gestured for his.

companions to follow him

and raced off down the

corridor.

“Follow me,” he shouted.
“To the slaughter!”

Passing through a huge
arch, the former Space

Marines entered the inner

sanctum of the temple and
Khiarn knew that they had
found what they had come
for. Light poured in
through the stained glass
ceiling. As he watched,
Khirn realised that the
llght, was not coming
through the glass, but from

TNe [WUrath of Bharn

the glass itself The
illustrations glowed with
an eerie internal light and
they moved. A riotous
assembly of men and
women, mutants and
Daemons enacted every.
foul deed that the
depraved followers of a

debauched god could
imagine. And, Khirn
noted, they could imagine
quite a lot,

Khirn raised his pistol

and opened fire, but the

glass merely absorbed the
weapon'’s energy.
Something like a faint
moan of pleasure filled the
chamber and mocking
laughter drew Khirn’s
attention to the throne
which dominated the far
end of the hugc (:hambu'
It was carved from a smgle
gem that pulsed and
changed colour, going
from amber to lavender to
pink to lime and then back
through a flickering,
random assortment of
iridescent colours that
made no sense and hurt
the eye. Khirn knew
without having to be told
that this throne was the
Heart of Desire. Senses
honed by thousands of
years of exposure to the
stuff of Chaos told him that

the thing fairly radiated

power. Inside was the:
trapped essence of a
Daemon  Prince, held

forever at the whim of
Slaanesh as punishment
for some ancient treachery.
The man sitting so regally
on the throne was merely a
puppet and barely worth
Khirn’s notice, save as
something to be squashed
like a bug.

The man looked down
on Kham as if he had the
temerity to feel the same
way about Khorne’s most
devoted follower. His left

"hand stroked the: hair of

the leashed and naked
woman who crouched
like a pet at his feet.
His right hand held
an  obscenely shaped.
runesword, which glowed
with a blasphemous light.
Khirn strode forward to
confront his new foe. The
clatter of ceramite-encased
feet on marble told him
that his fellow Berzerkers
followed. In a matter of a
hundred strides, Khirn
found himself at the foot of
the dais, and some odd,
mystical force compelled
him to stop and stare.
Khirn did not doubt that
he was face-to-face with the
cult leader. The man had
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the foul, debauched look of

‘an ancient and immortal

devotee of Slaanesh. His
face was pale and gaunt;
make-up concealed the dark

shadows under his eyes. An

obscene helmet covered the
top of his head. As he stood,
his pink and lime cloak
billowed out behind him.
Tight bands of studded
leather armour girdled his
naked chest, revealing lurid
and disturbing tattoos.

“Welcome to the Heart of
Desire,” the Slaanesh
worshipper said in a soft,
insinuating voice which
somehow carried clearly
across the chamber and
compelled immediate,
respectful attention. Kharn
was instantly on his guard,
sensing the magic within
that ‘voice, the persuasive
power which could twist
mortals to its owner’s will.
He struggled to keep the
fury that burned eternally in
his breast from subsiding
under the influence of those
slyly enthralling tones.
“What do you wish?”

“Your death!” the Betrayer
roared, yet he felt his
bloodlust being subdued by
that oddly comforting voice.

The cult leader sighed.
“You worshippers of Khorne
are so drearily predictable.

Always the same tedious,
unimaginative retort. I
suppose it comes from
following that mono-
maniacal deity of yours. Still,
you are hardly to be blamed
for your god’s dullness, I
suppose.”

“When Khorne has

devoured your soul, you
will pay for such
blasphemy!” Khirn shouted.
His followers shouted their
approval but with less
enthusiasm than Khirn
would have expected. For

some reason, the man on

the throne did not appear to
be worried by the presence
of so many armed men in
his sanctum.’

“Somehow I doubt it, old
chap. You see, my soul has
long been pledged to thrice-
blessed Slaanesh, so unless
Khorne wants to stick his
talon down Slaanesh’s
throat or some other orifice,
he’ll have a hard time
getting at it.”

“Enough of this prattle!”
Khirn roared. “Death is
upon you!”

“Oh! Be sensible,” the
cuitist said, raising his hand.
Khirn felt a tide of pleasure
flow over him, like that he
had felt from the whip
earlier but a thousand times
stronger. All around him he

heard his men moan and
gasp.

“Think! You can spend an
eternity of pleasure being
caressed by the power of
Lord Slaanesh, while your
soul slowly rots and sinks
into his comforting
embrace. Anything vyou
want, anything you have
ever desired, can be yours.
All you have to do is swear
-allegiance to Slaanesh.
Believe me, it's no trouble.”

As the cult leader spoke,
images flickered through
Khirn’s mind. He saw
visions of his youth and all
the joys he had known,
before the rebellion of
Horus and the Battle for
Terra. Somehow it all
looked so clear and fresh
and appealing, and it almost
brought moisture to his tear
ducts. He saw endless
banquets of food and wine.
For a moment, his palate
was stimulated by all
manner of strange and
wonderful tastes, and his
brain tingled with a myriad
pleasures and stimulations.
Visions of diaphanously clad
maidens danced before his
eyes, beckoning enticingly.

For a moment, despite of
himself, Khdrn felt an almost
unthinkable temptation to
betray his ‘ancient oath to

/
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the Blood God. This was

powerful sorcery indeed!
He shook his head and bit
his lip until the blood

flowed. “No true warrior of
Khorne would fall for this

pitiful trick!” he bellowed.

“All hail Slaanesh!™ one of

his followers cried.

“Praise to the great Lord
of Pleasure!” shouted
another.

“Let us grovel and adore
him,” a third said, as the

whole force cast
themselves down onto
their knees.

Khﬁm tumed to look at
ou_trage ﬁllmg ‘his ml_ﬂd. It
seemed that they did not
possess  his iron-willed
belief in Khorne’s power,
that they were prepared to
betray him for a few tawdry
promises of pleasure. In
every face, in every
posture, he saw slack-
jawed worship of the
posturing peacock on the
throne. He knew that there

was only one thing to be

done under the
circumstances:
The Slaanesh leader

cbviously felt the same.
“Kill him!” he cried. “Offer
up his soul to Slaanesh and
unspeakable ecstasy shall
be your reward!”

The first of Kharn’s
comrades raised his bolt
pistol and squeezed the
trigger. Khdrn  threw
himself to one side and the
shell whipped past his
head. The  Betrayer
rewarded the traitor with a
taste of Gorechild. The
chain-axe screeched as it
bit through armour in a
mighty sweep that clove
him clean in two. The
warrior gave a muted
whine as his Slaanesh-
corrupted soul went
straight to Hell.

Suddenly the rest of the
Berzerkers were upon him.
Khirn
fighting for his immortal
life. These were no mere
Slaanesh cultists.
tainted though they might
be, they had once been
worthy followers: of
Khorne, fierce, deadly and
full of bloodlust. Mighty
maces. bludgeoned Khirn.
Huge chamswords
threatened to tear his rune-
encrusted armour. Bolter
shells tore chunks from his
chest-plate. Khirn fought
on, undismayed, filled with
the joy of battle, taking
fierce pleasure every time
Gorechild took another
life. At last, these were
worthy: foes! The body

found  himself

Newly:

The Wrath of Kharm

count swiftly ticked on to:
2460 and continued to

rise.
Instinctively Khidrn side-
stepped a blow that tore off

one of the metal skulls
which d.mglcd from his
belt. The Betrayer swore he

would replace it with the

attacker’s own_skull. His'

return stroke made good
his- vow. He whirled
Gorechild in a great figure-
ofeight and cleared a
space all around him,
sending two more traitors
to make their excuses to
the Blood God. Insane
bloodlust surged through
him, overcoming even the
soporific influence of ‘the
Heart of Desire and for a
moment Khirn fought with
his full unfettered power.
He became transformed
into  an  unstoppable
engine of destruction and
nothing could stand
against him,

Kharn’s heart: pounded
The blood sang through his
veins and the desire to kill
made him howl
unicontrollably:
crunched beneath his axe.
His pistol blew away the life
of its targets. He stamped
on the heads of the fallen,
crushing them to jelly.
Khirn  ignored  pain,

Bones:

ignored any idea of self
preservation, and fought for
the pure love of fighting. He
killed and he killed.

over, and Khirn stood

alone in a circle of
corpses. His breathing
rasped from his chest.
Blood seeped through a
dozen small punctures in
his armour. He felt like a
rib  might have been
broken by that last blow of
the mace but he was
trlumphant His counter

HI,L TOO SOON it was

presence O.f OD"—T m‘J.ffT-‘
victim and turned to
confront the figure on the
dais.

The cultists” Ieader stood
faint expre';qzon O_f mmg_led
disbelief and distaste on
his face. The naked girl had

fled. The throne pulsed

enticingly.

“It’s true what they say,”
the: man said with a
delicious sigh. “If you want
anythmg done properly,
you have to do it yourself™

‘The insinuating voice
drove Khirn's fury from

whom are regul
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him, and left him feeling
tired and spent. The cultist
strode down from the dais.
Khirn felt almost too weary
to parry his blow. He knew
he must throw off this
enchantment quickly. The
runesword bit into his
armour and a wave of
mingled pain and pleasure
‘passed through Khirn like
poison. Summoning his last
reserves of rage, he threw
himself into the attack. He
would show this effete fop
who was the true warrior
here,

Khirn hacked. Gorechild
bit into the tattoos of the
man’s wrist. Gobbets of
flesh and droplets of blood
whirled away from the axe’s
teeth. The rank smell of hot
bone filled the air as the
hand separated from the
arm — and began to crawl
away with a life of its own.
Khirn stamped on it and a
rictus of pain appeared on
its owner’s face, as if the
hand was still attached.

Khirn swung. The cultist’s
shoulders. The body swung
its blade, a puppet still
controlled by the strings of

its master’s will. It bit into
Khirn and the wave of

sensation almost drove him

to his knees.

“Nice trick!” roared Khirn,
feeling the hand squirm
beneath his boot. “But I've
seen it before.”

He brought his chain-axe
down on the head and
cleaved it in two. The body
fell to the ground, a puppet
with its strings cut. 2486,
Khirn thought with some
satisfaction.

The Betrayer advanced
upon the throne. It pulsed
enticingly before  him.
Within its multiple facets he
thought he saw the face of a
beautiful woman, the most
beautiful he had ever seen —
and the most evil. Her hair
was long and golden, and
her eyes were blue. Her lips
were full and red, and the
small, white fangs that
protruded from her mouth
in no way marred her
perfection. She looked at
Khirn beseechingly, and he
knew at once he was face to
face with the Daemon

‘trapped within the Heart of

Desire.

Welcome,  Kbdrn, a
seductive voice said within
his head. I krew you would
triumph. I knew you would
be the congueror. I knew
you would be my new
master.

The voice was thrilling. By
comparison, the cult
leader’s voice had been but
a pale echo. But the voice
was also deceptive. Proud as
he was, mighty as he knew
himself to be, Khirn knew
that no man could truly be
the master of a Daemon, not
even a fallen Space Marine
like himself. He knew that -
his soul was once more in
peril, that he should do
something. But yet again he
found himself enthralled by
the persuasiveness of a
Slaanesh worshipper’s
voice.

Be seated! Becowme the
new ruler of this world,
then go forth and
blast those meddlesome
your planet.

Khirn fought to hold
himself steady while the
throne pulsed hypnotically
before him, and the smell of
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heavy musk filled his
nostrils. He knew that once
he sat he would be
trapped, just as the
Daemon was trapped. He

would b_e(;:t_:)_me a alave to

the thing imprisonec
within the throne. H1s w1[1
would be drained and he
would become a decadent
and effete shadow of the
Khirn he had once been.
Yet his llmbs began to

move almost of their own

accord, his feet slowly but

surely  carrying  him
towards the throne.

Once more, visions of an
eternity of corrupt
pleasure danced in Khirn’s
mind. Once more he saw
himself indulging in every
excess. The Daemon
promised him every ecstasy
imaginable and it was well
within its power to grant
such pleasures. He knew it
would be a simple thing for
him to triumph on its
behalf. All he had to do was
step outside and announce
that he had destroyed the
Heart of Desire. He was
Khirn. He would be
believed, and after that it
would be a simple matter

to lure the Khorne
worshippers to ecstatic
servitude.  or joyful
destruction.

And would they not
deserve it? Already he was
known as the Betrayer,
when all he had done was
be more loyal to his god
than the spineless
weaklings he had
slaughtered. And with that
the Daemon’'s voice fell
silent and the visions
stopped as if the thing in
the throne realised its
mistake, but too late.

For Khirn was loyal to
Khorne and there was only
room for that one thing
within his savage heart. He
had betrayed and killed his
comrades in the World
not remamed true 10
Khorne's ideals and would
have fled from the field of

battle without either
conquering or being
destroyed. '

The reminder gave him
the strength. He turned
and looked back at the
room. The reek of blood
and dismembered bodies
filled his nostrils like

The (Urath of Kharn
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perfume. He remembered
the joy of the combat. The
thrill of overcoming his
former comrades. He
looked out on a room filled
with corpses and a floor
carpeted with blood. He
was the only living thing
here' and he had made it
so. He realised that,
compared to this pleasure,
this sense of conquest and
victory, what the Daemon
offered was only a pale
shadow.

“In the name of Khorne

let the slaughter continue!” -/
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Khirn  turned and
brought Gorechild
smashing down upon the
foul throne. His axe
howled thirstily as it drank
deep of the ancient and
corrupt soul imprisoned
within. Once more he felt'
the thrill of victory, and
knew no regrets for
rejecting the Daemon’s
offer.

2487. Life just doesn't get
any better than this, Khirn
thought.
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By lain Compton o

Launching an assault is a decisive moment in any battle. If
everything goes to plan, you can often sweep the enemy army
before you in an unstoppable rout. If things go badly, you are in
deep trouble. In this article lain discusses the different ways to
use assault troops in your Warhammer 40,000 battles, and

lain Compton

| love assault troops. For me,
nothing is as satisfying as carving up. my enemy

and seeing him flee before me. Somehow,

blasting away at range just isn’t the same — you
need to see the fear in your enemy’s face and feel

the shock of impact as your blade meets his. My

favourite army are the Eldar. These perfectly
complement my preferred style of play which is to
strike very hard and very fast. They also have
This is lmportant to me because | like to be able tc
defeat my enemy with a series of swift, decisive
strokes, rather than by battering him down from a
distance, over a long period.

The reason that assaults are so decisive is simple.
In an-assault the loser must always take a Morale
check or fall back. If they fall back, there is a good
chance that they will be destroyed utterly in a
sweeping advance. By contrast it can take several
turns of firing to force a Morale check, let alone
wipe out a unit. So you can see that a game can
very easily be turned by a well planned and
coordinated assault.

But if assaults are
so0 great, why should
anyone bother with
shooting at all? Well,
the main reason that
assaults are not
always the best idea
is that if things go
wrong your glorious
charge will turn into.an
undignified scramble
back to safety. Bad
luck and bad planning
can both defeat your
army: faster than the
enemy ever can.
Rolling nothing but
ones to hit aside,
there are two very

highlights some of the pitfalls.

important things to think about
before you launch an assault.

Very Important Thing 1: Are
your assault troops up to it? |

can't think of many situations

where sending troops into
combat against a significantly
superior enemy will help your
cause. If you are outhumbered,
outgunned and under-equipped
then an assault is not going to
improve your position at all.
Make sure that each of your
units has a better than even
chance of winning its combat.
Luck evens out over a battle, but
as everyone knows, just when
you need it you suddenly can't
roll anything but ones. So play
the odds and make sure that you
can absorb a set of slightly
worse than average dice rolls.

The strength

and tt‘aining of
Space Marines,
combined with

{ the fury of

their patron
god Khorne,
the Lord of
Skulls. make

Berzerkers a
| truly



Dark Eldar Incubi

are lethal hand-to-

hand oppone

nis.

Not only are they

highly skilled in

the arts of war.

Ihcy are also well
equipped for their B8
deadly purpose with §ESS

power WC&PO

ns.

Adtpta Sororrtas ‘serapIum are just as well cqmpped as Space '\Iarmc Assault

Very Important Thing 2: What is going to happen
after the combat? Let's assume that your attack
has been a complete success, your men have
driven the enemy from their entrenched position
and now the few pitiful survivors are halfway back
to the Eye of Terror. Unfortunately your victorious
squad is about half a mile ahead of your lines and
surrounded by the entire enemy army, who seem
to be rather cross about something...

Both of these points can be neatly summarised in
one word — support. Support is an important
tactical concept in every area of combat but
especially in an assault
situation where the whole
battle may hang on one turn’s
fighting. You should support
during an assault by getting the
right men in the right numbers
to the right place — in the
immortal words of General
Clarke “Get there fastest with
the mostest.” Then support
after the assault by ensuring

that ‘anything which might threaten
your new position can be very quickly
neutralised. Always follow up your
successes. If your assault troops are
stranded and alone out in no man’'s
land, then any advantage that you
may have won will be very quickly lost.

Whatever your assault troops, the

army they come from will either be one

that isn’t des:gned as a close combat
army or the kind that is. In ‘an army that hasn’t
been specifically designed as an assault force, the
close combat troops can be used as an
emergency reserve, repulsing enemy assadults or
launching a daring raid on units your enemy has
been silly enough to leave out on their own. If the
whole army has been designed as an assault
force then your assault troops will be best used as
part of an overwhelming attack where you attempt
to break the back of the enemy army with one
decisive hammer blow. Whichever way your army
is set up, one thing remains the same — you
cannot commit your attacks piecemeal. Either
attack in strength or not at all. Anything less is a
waste of valuable troops and could potentially lose
you the battle. Remember the three Bs — be bold,
be strong and be sure. If you don’t think that your
‘assault is going to succeed (and you need o be
very confident indeed), then hold back or look for
a better target. A squad that does nothing all battle
is better than a squad which gets wiped out
achieving nothing.

Strrkmg Scorplons are just one of the Fldar Aspects that specialise in cIosr: comh.ﬂ They arc
equipped with ‘mandiblasters to soften up their focs before they get to grips.

squads, although they lack their bio- enhanced capabilitics.

“Last one to die’s an Eldar!”

Reported last words of Space Wolves Sergeant Cynewulf
at the Assault on Pons Stanforda

HLrL Chaos Spacn. \'Iarme% hau bccn ambusiud b) two E.ldar
squads - Striking Scorpions and a Guardian Storm squad. The
'f]ght will be blood}' for both sides.




Rough Riders are
some of the best
assault troops used
by the Imperial
Guard, Their
excellent mobility
combined with
their hunting
lances more than
compensates for
the fact that thcy
gl are, after all; onl)r
4 human

Secondly, keep them out the way until they are
needed. Very few assault troops have long ranged
attacks worth mentioning, so there will be very
little point in putting them in the firing line before

SHOCK ASSAULT

Most armies have at least one, and usually
several troop types that fill the role of shock

assault. These are. quite easy to spot — they are.
the ones carrying power weapons and wearing
jump packs. They are also usually the ones that
cost three times. more than your standard troops.
These guys need to be used properly if you want
them to be worth their points value. Here are a few
pointers to make sure that they do everything you
want them to.

Firstly, never attack assault troops. Unless your
assault troops are significantly better or seriously
outnumber the enemy, going toe-to-toe with other
assault troops will only end in tears. Your
opponent wants his assault troops to get into
close combat — make sure that they don't unless.
it's on your terms. '

they are ready to attack.

Thirdly, it is always better to charge than to be
charged. Even if the troops you are commanding
are not particularly good at assaults, if combat is
unavoidable you should grasp the moment and
take the initiative. The rewards are nearly always
greater than the risks.

Finally, keep your assauit troops moving, let your
opponent try to guess where they will finally
attack, and don't attack when he's expecting it.

There are many different kinds of specialised
assault troops available to a Warhammer 40,000
commander, these pages show a selection of
them.

These Reaver jetbikes are fast and deadly. Bike squads like
this make excellent assault troops regardless of their armament,
due to their great mobility.

53 I-i_ Space Marine Assault Squads are well able to take on almost any foe. They have - . : e
E an excellent range of equipment available to them. including jump packs for added
mobility and various anti-tank grenades for cracking open tough, armoured targets.

Thought for the Day: Your sword s the
Emperor's judgement upon the wicked. Always
make it your duty to carry out His sentence.

s
il

o)

" m
Genestealers are possibly the most feared of all close combat troops: Fast and inhumanly strong, they can literally tear their foes

w  apart. Nearly cverything in the Tyranid army has been bio-engineered for shock assaults.

L4
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Iz‘ne at.tbz's address.
v arf, ‘Games Workshnp Ltd, Willow Road, Lenton Lane, Nuttingham NG7

Do you bave a topic you’re passionate about or problem |
'nobody else'can belp : you witb? Be it gaming, painting-,-. other )

ﬂns month pamtmg in the dark, inspired scenery, a beard unleashed, |

spiritual gaming, beard twisting and scary Dwarf tactics.

INSPIRED
When I read Paul Shaw’s letter in White Dwarf
227 it inspired me to make some scenery for my
own Warhammer and 40K battleficlds. Within a
couple of days I had (with a little help) made a
sigge tower, mantlets, a crashed space cruiser
and had drawn up plans for a Chaos Warrior
fortress. I admit that they are not perfect but
they are perfectly adequate for a game. A
battlefield with some stonking scenery simply
cannot be beaten. ‘And the ‘How to make
Wargames Terrain™ book simply cannot be
beaten either, because it is absolutely jam-
packed with ideas. Have a go at making some
‘scenery yourself, it doesn’t have to be 'Eavy
Metal standard. Have a go — it doesn’t hurt!
Matthew Henman
Nuneaton
Keep up the good work Matthew. Be warned
thowgh, soon your house will be filled with
‘strange bits of polystyrene packaging...

TWISTING BEARDS
‘A comment on ‘Beardiness’ if [ may?
White Dwarf 228 had wvarious things to say
about beardiness, from the excellent letter from
Paul Todd, to thc thoroughly entertaining *win
atall costs’ game report. One fact camie through
it all — different people have different opinions
‘a5 to what being ‘beardy’ is!
The gentle and sportsmanly David Cain (Oh, I
did so want him to win) felt guilty about using
the Black Gem and Heart of Woe, but didn’t
worry too much about fielding Dragons against
us poor Goblin generals in his article on
psychology. Writers in the Dwarf are always
opposed to -beardiness, yet the supposedly
‘beardy’ game was played ‘in ‘a humourous
atmosphere’ and was ‘enjoyable’ according 0
the debrief at the end. It seems to me that the
only beardy people were Paul Sawyer for
passing secret information one way only
(setting up David Cain) and the normally well-
mannered Gordon Davidson (well mannered!?!
you've obviously never met him — Fat Bloke)
‘cackling in David’s ear’ — and neither of them
were actually playing!
Surely, it is not beardy to try to win, nor to use
'eqmpmcnt available to anyone? What is beardy
is winning at the expense of enjoyment, or in
my own definition ‘cheating without breaking
the rules’.
If t;ornebody mtcrprets the tules in such'a way

that his .own army has a higher chance of

winning, and will not -accept -others’
i.nterprbtations that is beardy! Chcering when

opponent fails is not. Accepting a rule that does

_you some good, whilst rejecting a rule which

doesn’t help you is beardy. Shooting from
cover, then saying your opponent-can’t see you
to shoot back is beardy. Knowing a rule when
your opponent doesn’t know it, and only
informing him when it suits you is so beardy
you should be exiled to the Chaos Wastes. And
18-year-olds going to clubs and only playing 8-

_year-olds, (and only then if they promise they
‘have never read the rules) then gloating when

you win, is so beardy that not only should you
be exiled to the Chaos Wastes, but also, while

you're there you should be forced to watch Paul

‘Sawyer eat his tea. '
Toften try to introduce new, young people to the
‘game, but who would want to continue playing

against a really beardy opponent? If you want
more, new players, eure]y fair play and a spirit
of mutual enjoyment is how to do it?
1 enjoy playing against someone who has
studied the rules and makes a hard army to beat
— as long as they are in it for fun and want me
o enjoy the game as much as they do. I have a
friend who does just that — and I have yet to beat
him { I hope by the time you read this, that last
statement will be out of date). By the definitions
suggested ‘in White Dwarf, he is very beardy
indeed. I don’t think he will like that suggestion
— he reads the rules carefully, and uses only the
means you have allowed by printing them. How
can that be beardy?
I like the way that both Warhammer and
WH40K are going — more troop-centred play
and less domination by characters and special
equipment. The wdy to ‘win is by being clever,
with good strategies, not beardiness.
Peter Cooper
Tabletop Club, Rochdale

Oh dear, the Battle of the Beards (WD228)
really let the cat out of the bag. We wanted to
show the other side of gaming, as there are
plenty of tourndment plavers out there. But we
agree totally that the use of clever strategies

'and ‘troops wu’i a!wajs wm om’ agmmr

-to win, use the rules to gwde you cmd you wcH

have really enjoyable games.

| "IN THE SPIRIT
I've just finished reading WD228°s Mailbox
and, being stirred, thought I'd reply to Paul
Todd’s star letter (To Beard or not to Beard?).

‘Much of what Paul says I agree with entirely. I

too would like to see the characters created in
Inferio! and Warhammer Monthly brought to

life on the table top. The card buiiding sets are

a must for ¢lubs on a budget, and it would be
good if you could make the older card buildings

“from the last Warhammer boxed sets available

too, as these make excellent courtyard buildings
for the fortress.

A friend and T started the Richmond (North
Yorkshire) Warhammer Club. over five years

-ago. During this period T've encountersd all

manner of characters who indulge in the noble

‘art of fantasy gaming and, to be honest, I don't

think any two approach the hobby with the
same idea of what is beardy and what isn’t. Our
club has a huge variation in gamer type, both in
age and in attitude of to kow to play, One man’s
cunning ploy is another's gross affront to the
spirit _uf the rules. Let me cite an example. ..

In WD220 David Cain used a Chaos army
against a Dark EIf force. In his force he used a
unit of marauders beefed: up by three characters.
Now in any other race’s army this would be
fine, but look at it from a Chaos angle. Each one
of those three characters has his own retinue.
The creatures, mutated troops, Daémons,
whatever, that serve, follow and die for them.
Now suddenly two retinues find their leaders
going off to fight in someone else’s relinue!
Imagine the mumblings in the ranks! Not to
mention the rapid election of a new leader after
the battle when a swift blade has dealt with the
disloyal one,

Dave is obviously a very honest and
sportsmanlike player, and nothing in the Realm
of Chaos book prevents him from doing it, but
some might have described his use of characters
in this way as beardy. The point is made not to
have a go at Dave but to illustrate how people’s

‘concepts of how the rules are interpreted is

invariably different,

I find the best way to approach a game is to
regard the fighting of the battle as the main
purpose of doing it, and the winning (or losing)

‘as a mere by-product of an extremely pleasant

few hours entertainnient. Even tournaments are
best looked at from this point of view. Having
been to the last three Grand Tournaments and
spoken with many of the other players lorking

around the middle tables, most have -agreed

that, like me, they are there for a weeckend of

‘games, laughs, and a few beers. It's good to

play and measure your skills against people
other than your regular circle of opponents. But
if you lose it’s not the end of the world.

It's great to hear Paul is working on starting a
club up. It’s hard work but worth the effort. 1
would however like to offer a word of advice,
Not everyone who enjoys playing Warhammer
is a mad-keen painting nutter. There are those
amongst us who cnjoy battling it out on the




tabletop but hate hunching over a desk for
hours at a time, picking out the: immaculate
detail on their models. To turn beginners away
from the club or refuse them the opportunity to
play because they don’t have a fully painted
army I believe is grossly detrimental. Instead,
get them in and let them see how good a fully
painted army looks. Give them advice on
speed painting, dry brushing and shading
techniques. Set aside a corner (well
illuminated) for them to have a:go at painting
under some expert supervision. But don’t deny
them the opportunity to get stuck in and play
if they want to.

Finally, my definition of beardiness is this - if

it ever gets to the stage where you (or your
opponent) has to say ‘but there's nothing in the
rulebook says I can’t do it’ then you're not
playing for the right reasons. '

Kevin Stace.

Richmond

We are great believers in playing in the spirit:
of your army. It’s a belief which might lose you.
a féw games. but is u!rzm’aie!y very rewarding.

acts like an Ork and piays like an Ork and i:s:
one of the most fun people to play a game.

against).

WARNING BEARD ALERT'

may 1 say that the Battleflect game in WDZ’ZS
is a little masterpiece (thank you). It is fast and
easy to play, and huge fleets can be used. I like
the Torpedo rules especially, and I find that
they are utterly devastating when fired en
masse. at one. ship (the enemy flagship of
course). | have a suggestion though: I think the
firepower chart (for working out the number
of dice you roll to fire, depending on distance,
angle, etc) is a bit unfair. [ mean, a two mile-
long cruiser is going to have a pretty good
targeting computer, isn't it? For this reason, I
think: that the chart should give a few more
dice to roll when you fire at a ship. Good game
though, and I hope that you put some more
stuff in White Dwarf soon,

Secondly, the new 40K game. The rules are a
lot fa_s._t.:r_ and easier to remember than the old
version, but they are. much more inflexible!
There is nothing I like better than making
special vehicles, troop types and characters for
my Imperial Guard army, but now I can’t.
What's worse is thc fact tha[ I now have - 10-

rules. Also, the new I.mpcrial Guard character

stats are utterly feeble! I mean, a Colonel has:

a WS and BS of only 4! In my opinion; and
probably a lot of other people’s as well, this
should be a lot higher (at least 5, if not 6). My
siege tanks, assault troops and my commander
are all useless!

Thank you for listening, rant over,

Alun Beard
Bridgend

Erm... thank you Alun, your letter has piqued

the mreresr of Andy Chamber.r and he will be.

we will answer one. of yom‘ quemom There
will not be a second installment of Andy's:

spaceship battle game. Battlefleet Gothic is
being released next month! Check out our
sneak. preview -of this: ace. game, included
within this issue.

SCARY DWARFS

How often do your opponents say something:
like: “Declaration of charges — my knights
agamst those missile troops. Your guys are
in BIG trouble...

my Dwarf army and you know what? T win
battles as a direct result!

make every unit count for something, and
this is especially true of defensive forces. All
too often there is no conveniently situated
hill to allow your archers a clear field of fi ire,
requiring them to be ‘set up in the main
battleline. Missile troops provide an ideal
weak point in a battleline which is very easy
to exploit. They are usually formed up in a
line; with no ranks, standard, musician or
leader. Against good shock troops, they are,
erm, dead. However, there is an easy way
around this, and three armies in particular
can gain from it: Dwarfs, High Elves and
Dark Elves.

These three armies have some of the best
missile troops in the game, on the grounds
that they can also fight in combat and win.
High EIf Lothern Sea Guard and Dark EIf
City Guard combine basic troops
(spearmen) with good quality missile troops
(archers and repeater crossbowmen). This
means that, at a slightly higher cost, you can
create a unit of infantry which doubles up as
archers. In a defensive army, this is perfect:
every unit in your battleline must count for
piE i = ek

— crossbows! Dwarfs are by nature slow and
stubborn, and- crossbews are the ideal
weapons for them. Furthermore, you can
arm them with light armour (automatic),
shields (cheap and useful) and (be:,t of all)
to charge by the seuond turn ()I combat they.
strike last and die horribly... But using my
method, you can have crossbows firing for

back with +2_<itrength'
If you get a unit of twenty plus a character,

with a Rune of Courage), you havc a

ranks (good for being on hills) and a unit of

few turns!

" It happens regularly with

the ﬁrst wup}e of 'tums thcn take the chargc.

frontage of seven (good for shooting}, thres.

Dwarf Warriors who can shoot for the first:

STAR
LETTER |

Other armies” missile troops can be perfectly
respectable in combat: Empire detachments.
let you combine shooting and combat units,

the Bretonnian Arrowhead formation gives
you. a decent rank bonus and stops you
having long, indefensible lines of archers,
while Goblin archers come in such vast
numbers. that they can simply overwhelm.
the enemy!

‘Fighting’ missile units are rarely the
cheapest in your army (Dwarf Crossbows.
cost as much: as Veterans!), but ultimately
save you pomts as they cut out the need for
a unit of warriors and a unit of archers, one .
of which will be useless most of the time
{warriors until they get into combat, archers
if they are. charged quickly). In defensive.
armies, every unit must count for something,
so ‘“fighting" missile troops are some of the

best umts around I personally take at Ieast
Dwarf mfantry Well l'e'd' '\'wth a Rune of
Courage, they are absolutely unbreakable
and can take on more or less anything. At 16
points a head they aren’t cheap, but they are

very effective.

Benedict Coffin, York

Thanks for the tips Benedict. Now the
Dwarfs are even more scary to fight! You
can easily apply. these tactics to.any of the
other: armies. Any .r,m:r that has a qu
musician becomes a serious threat on the
battlefield. And to help you on the way,
Benedict, a box of goodies is winging its way
to you., )

IN THE DARK

I am an avid collector of Games Workshop
models and I really enjoy painting them.
However in the winter I find painting difficult
due to the fact that it gets dark early. The room
I use for painting in has only one light in the
centre of the room and I find that the light isu’t
strong enough to illuminate the corner I paint
in. T have been considering buying a long-
necked lamp for my desk and I was wondering
if this would help. What I really need is a light
that will not cast shadows on the model I'm
painting. If you have any advice for me on this
subject then I would like to hear from you, as
lighting is a fairly big problem for me.
Grant Conroy
Inverurie, Scotland

Well we have no camroi over. Ihe wea:her (rwx
Metal team for advice. T hey rxmmmend a
100W daylight bulb (they have a blue tint} and
an angle-necked desk lamp, both of which
should be available from your local DIY store.
Hope this helps!

Well that’s it for another month. Looks like
Paul Todd’s letter (WD228) has really stirred
you oll up, What do you think? Do you like to
win af any cost? Or do. you mgoy playmg
Jriendly games where winning is not so
important? Drop us a line and let us know.

Remember this is Yyour page, yoar r:hance to.




VINDICATOR

A devastating weapon to strike terror deep into the hearts of the enemy, the
Vindicator is now ready for use in your Space Marine armies. Based on the Rhino
STC, this siege tank features the huge demolisher cannon, one of the most

powerful ordnance guns in Warhammer 40,000.

+++SUBJECTSEARCH:VINDICATORARMOUREDVEHICLE ADEPTUSASTARTESARMOURIUM -+
| +++ENTERCLASSIFICATION: VI/AA/283*A +i+

+++ENTERCYPHERCODE****™**.x* % 1.t
+++CYPHERCODEACCEPTED +++
+++DOWNLOADINGFILE+++
+++FILEDOWNLOADCOMPLETE+++
+++PRAISETHEEMPERORHAILTHEMACHINEGOD+++
FILE REF: VI/AA/283*A

SUBJECT: Vindicator Close Support -Armoured Vehicle
INCEPTION: ¢. 356-372.M31

ORIGIN: The first Vindicator prototypes were created during the third Rothern |

pacification of the Great Hcr:sy Faced with the need

| +++Query:?RothernakaRostern?+4+
+++CONDITIONALAFFIRMATIVE+++
M| #++Resume+++

t+4+for hc‘a\r)_r siege weaponry in the ‘twisting strects of
Stahlenberg, Techmarines of the Ultramarines Legion mounted
modified ‘macro-cannon breech and barrel assemblies inside
structurally reinforced Rhino APCs. These early Vindicators
proved highly effective in the dense fighting conditions in which
fhcy were dcpla_y:d. as. they carried far greater firepower than
could be mustered by Heretic forces within the confines of the
city. The Vindicators were instrumental in the rccapture of
Stzhlenberg and hence ultimate victory in the pacification as a
whole.

‘After Rothern I 2 more standardised version of the Vindicator

was cstablished, utilising the STC compatibiiity of the Rhino

| and the Leman Russ ‘Demolisher” sicge tank to create a dedicated
siege/support vehicle for the Adeptus Astartes.

IDENTIFICATION: The most obvious feature of the
Vindicator is the large bore demolisher cannon mounted on the
front of ‘the hull. This is surrounded by additional armour
plating and blast suppression rams. Internal pressure within the
hull sncreases dramatically during firing, posing a danger even to
genetically cngincered Space Marine crews. To compensate for
this factor, the hull incorporates two counter—cyclic cqualisation
fans for quickiy restoring pressure balance in the interior. A
remote sighting scope is also incorporated into the Vindicator's
deck, allowing for targeting of the demolisher cannon without
exposing the crew to the exterior. The sides of the Vindicator's
hull arc also extensively armoured. coupled with superior internal

‘the demolisher canson.

bracing sa that the hull can withstand the tremendous recoil of

ROLE: The Vindicator has two primary roles. Firstly. it is an
excellent infantry close support tank, ideal at bringing a
tremendous amount of firepower to bear in densc terrain In
particular, it excels at urban and jungle/forest warfarc, whesc
lines of fire are greatly reduced and its comparative lack of range
is no hindrance. Its second function is in siege reduction. where
its massive ordnance armament is highly effective at destroying
bunkers, fortifications and earthworks. As 2 secondary role, the
large Demolisher shells can prove very uscful against cnemy
armoured  vehicles, particularly transports and  reconnaissance
vehicles which fack the heavy armour of 2 battle tank. In onc
notable incident during the destruction of the Thessaly Regime,
2 lone Vindicator held up a rchel armoured column for cight
days. The Vindicator blocked a roadway through a narrow gorge,
positioned just beyond a blind turn, and dcstrcycd any target
which presented itself. It was eventually destroyed by enemy
infantry climbing the sides of the gorge and attacking it from
the rear. .

VARIANTS: A number of+++
+++RECALLERRORPROGRAMMEAMNESIA +++
+++REBOOTFROMSTART +++
+++REINSTALLFILEDATACORRUPTED+++
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AND TIME WILL TELL

By Jonathan Green
The bistory of the Warbammer world is possibly one of the most in depth and
detailed fantasy worlds ever invented. Over the next few pages Jonathan Green
explains bow the bistories of all the races can be used as an aid to playing
‘bistorically accurate’ battles. We’ve also included bis timeline for you to use as an
easy reference to the dates of major events in Warbammer bistory.

‘that makes it such a brilliant game to play, is the

detailed background of the Warhammer world.
Everything from its many and varied races to its topography
and geography has been recorded, but most stunning of all is
its historical background. Thanks to the tireless work of
scribes, toiling by candlelight in their scriptoriums in the
University of Altdorf, we know all there is to know about the
history and chronology of the Warhammer world.
These records date right from the time when the OId Ones
built their fabulous cities and temples in Lustria, through the
rise of the races of the New World, the Age of Chaos and the
Time of Woes of the Dwarfs, up to the present day. As a result
‘we have a detailed record of many of the events that have
rocked the world from the beginning of time.
And time itself can have a tremendous impact on games of

@nﬁ of the most outstanding elements of Warhammer,

faced battle against the cruel Dark Elves before the great
Sundering of Ulthuan because at that stage the race did not
even exist; Malekith the Witch-King and his followers were still
counted among the High Elves.

The idea for this article first seeded itself in my mind when I
read “The Oldest of Enemies’ article back in White Dwarf 208,
which presented the history of the enmity that has existed
between the Orcs and the Empire since before the coming of
the first Emperor, Sigmar. It threw up the idea of fighting
‘historically accurate’ battles in the Warhammer world. This
would be an alternative way of playing individual games, or
even whole campaigns, to that initially suggested in the
‘original boxed game. Rather than just picking random
missions, a scenario could be played out with a historical
‘theme.

In this respect I was also inspired by the excellent Warhammer
campaign packs, which actually present historical episodes
from the annals of the various races. The Grudge of Drong,
Idol of Gork, Circle of Blood, Perilous Quest and Tears of Isha
each deal with historical conflicts that, whilst not necessarily
of earth-shattering nature, are important to either the races
involved or the locale in which they are set.

A Brief Treatise on
the Nature of History

There are three basic elements that make a battle or a
campaign historical different to the standard randomly
picked, pre-written conflict between two armies of ‘equal
points values. These are the scenario, the special characters-
involved and the restrictions placed on the armies,

The Scenario

The scenario is the element which ‘can most obviously turn

-altering events from the past. By placing a game in a certain

period of history it immediately gives the -game a context,
creating a setting, a particular atmosphere and a background
for the events taking place.

There are many such periods in the history of the Warhammer
races that could be used to create an atmospheric backdrop to
a series of battles. During the Time of Woes, when the Slann
Mage-Priests of Lustria managed to shift the positions of the
continents, the World's Edge Mountains were riven by
earthquakes. The Dwarfs of the mountain strongholds that
survived the devastation found themselves thrown into
conflict with Orcs, Goblins and Skaven as their enemies tried

grim background for a campaign of battles between any of the
invading armies and the Dwarven defenders.

For those players who muster hosts of High Elves or their
twisted Dark Elven kin, the entire reign of Caledor the
Congqueror, which includes the Sundering ‘of northern
Ulthuan, would be fitting for a whole campaign. The Errantry
Wars in Bretonnia represent a time when the chivalrous
subjects of the king of that country came into conflict with the

‘green-skinned races. The Wars of the Vampire Counts
‘chronicle the struggle of the Undead armies of Sylvania versus

the Elector Counts of the Empire.
Flicking through any of the Warhammer Armies books or

‘Campaign Packs will provide you with a host of battles to re-

enact and a plethora of ideas for historical scenarios. But don’t
‘take my word for it; have a look for yourself.

These are all the
Warbammer
campaign packs
released so far.
Together they
contdin five
campaigns
tnvolving eight
Warbammer
races.



Special Cbaracters

Just one mdmdual can. embody everythmg about a pamcular
race that makes it fascinating ro play. But as you delve into the

history and background of thesc individuals, one thing
becomes plainly obvious. Apart from the odd exception, these

characters haw: not been around for ever and are very li.kely to

was led by Magr_ms the Pious, you shouldn t ﬁeld the Grand

Theogonist Volkmar or Tzarina Katarin, the Ice Queen of

Kislev, in the same force, as Magnus died iqng:hcfbre.ejther
were even born. On the other hand it means that if you are re-

creating the rampages of an Orc Warlord, during thc time of

against the Undcad you would be prevented from havmg the
Necromantic army led by Nagash. At that time, the Great
Necromancer was enjoying one of his ‘dormant’ millennia.

Equally, if you were playing a game based around a particular
- historical scenario, you could not include characters who
were not alive at the time. A game set during the time of the
Great Chms Iﬂcumon, when the Dark Eives and their Chaos
Master of Assassms, among l:he forces of the Wrtch ng By
2500 Shadowblade 15 still cmly 150 years old and events, ‘such

warrior malden of Bretonma Repanse de Lyom:ssc must have
been lying in her tomb for at least four centuries by the time
an allied force of Skaven and Undead sacked the Abbey of La
Maisontaal in 2491. - .

The Good, the Bad and the Immortal

There are some special characters who seem to have been

a.round since time ;mmemonai Asa. result they can appear in

energies ancl so live for another century or three.

These characters usual[y come from races that are partlcularly.

Elven a.f.ld. Dwarven races and the Slmn of Lustna The Phgh.
Elf Prince Tyrion, and his brother Teclis the Mage Lord, are

several centuries old, while Malekith, Witch-King of the Dark
Elves is over 6,000 years old (thanks in part to his mastery of
Dark Magic)! The oldest of the Dwarves have lived to a very
great age indeed. Kragg the Grimm, the most long-lived
Runesmith of his age, forged his first rune back in 892 by
Imperial reckoning,

The Slann

ancient of all hvmg creatures. All the Slann that are alwe toclay
were spawned in the time of the Old Ones and served the
ancient gods before they perished during the great
catastrophe, when the polar warp gate collapsed. Even the
youngest of the Magc-Priests are at least 7, 000 years old and

of time (aithoug_h of course thmt opponcnts are') This is due
partly to the great age to which some creatures of Chaos live.
Rumoured by scholars to be the longest hvtd of all llvmg

 due to where th_ey remde The Rcalm of C_haos L_tpclf 15 a,_ placc

where time and space no longer have any meaning. As the
warp gate. spews out the raw stuff of magic, the very earth is

hDSt‘i from thl‘i d:stor{ed version of the world come, back ycar.
after year, either apparently unchanged or conversely changed
beyond all recognition by the warped power which saturates.
that land.

Althnugh dccadcs have passed in the mortal wor]d, o those
secm_ a ma_rt:r of onlya few y_ears Therc, champmns frcm_l
past, present and future fight an eternal war that rages
between the Chaos gods.

‘While mortal devotees of the Dark Gods, be rhe:y Chaos
Marauders or Warriors, eventually age and die, as do the
different breeds of Beastmen, many of the soldiers of Chaos.
are the immutable creatures of Daemonkind, The Greater
Daemons and Daemon Princes are virtually immortal, able to
return time and again to thwart the plans of men and exact
revenge on an unsuspecting morta.l populace, centuries later.

Skaven

The Skaven, vile children of the
Horned Rat, are normally
considered to be a short-lived
race - those who reach old age
only living for around twenty.
etther by thc use of Warpcd
magic or thanks to genetic
differences, the Warlocks and
Grey Seers of the species live
considerably longer, to see
their devious schemes come to
fruition.

Undead

Those other dedicated
practitioners of Dark Magic, the
Necromancers and their ilk,

have also used the black arts to:
desperately cling onto the.
mantle of life, no matter how

maggot ndden and rotten it

convenient dependmg on whose side you’ re on, hecause of
their tendency to have already died once and 50 not have a
life-span as such. Until someone else decides it’s time for them
to be banished back into their graves, they’ll just keep
relentlessly churning out their world-dominating schemes.

- However, even these undying characters have their limits.

Although it seems that even the most feared Vampire Lord can

be brought back to life by a single drop of carelessly-spilt

blood, there are times when their remains lie undisturbed for

a few precious decades. For example, after the annihilation of
his army at the Battle of Hel Fenn, Mannfred von Carstein’s

bones lay in the swamp for almost four hundred years before

the artenuons of Hermann Schtzllman the Necromancer

the Suprerne Lord of the Undead himself has cn;oytd

centuries of death-sleep beneath his fortress of Nagashizzar.

Dark Elves

Other races and individuals have extended their life-spans
beyond their natural limits by sorcerous means. The cruel
practices of Naggarond’s Witch Elves ensure that their Hag
Queens can live on year after year, decade after decade,
century after century. Every Death Night their beauty and
youthful vigour are restored by their bloodthirsty rituals.

The effect of the corrupting powers of the warp on the already
long-lived Dwarfs was to produce the Chaos Dwarfs of the



Dark Lands, The kindred of Zharr-Naggrund respect age and
knowledgc just as much as their uncorrupted brethrcn and

- alt.hough only a.ftcr many centuries of labmu'

Legendary Figures
Although the Elven and Dwarven peoples would appear
immortal to men whose lives last only sixty or seventy years (if
they are lucky) in the Warhammer world, even they are
doomed to die. But among them there are those it seems
whose blessing (or curse) it is to never shrug off the burden

‘of existence.

The King and

Queen in the Wood
., Probably most
notable of
these, among
Elven folk, are the
Woods of the magical
realm of Athel Loren.
These demi-gods are

Elves.

Orion and Ariel are
immortal in a way quite
unlike any other
beings. Their
powers rely on
waning of the
seasons so that
in the depths of
midwinter they
appear to die.
‘Through the strange magic of the Oak of Ages, in
which they are then laid to rest; they are restored
‘and rejuvenated. With the first signs of spring they
emerge from the ancient tree totally regenerated.
Hence, although they have been around since a
thousand years before the founding of the Empire,
and may appear at almost any time in history, if the
battle takes place during the cold, dead months of
winter they will not be able to help the Elves of
Loren. Even immortality has its limitations!

Ariel, Queen of the Wood

The White Dwarf

Among the children of Grungni, one of the
ancestors of the Dwarf people, from before the War
of the Beard, has passed into the state of
immortality. He is Grombrindal, the White Dwarf
himself, who some believe to be the legendary King
of Karaz-a-Karak, Snorri Whitebeard.

Many sagas record the appearance of the White
Dwarf through the Dwarfs’ long history. He always
comes when his people need him most, when the

King and Queen in the

earthly manifestations of

Mage-Lord’s toyal servants from the depredanons of other
hostile races.

As has already been stated, none are freed from the
restrictions of time in quite the same way as the forces of
‘Chaos. This has never been more true than in the case of
Count Mordrek the Damned.

For some unfathomable reason Of fhelr own, the inscrutable

body is constantly rnutatmg inside his Chaos ‘armour and
although he has been slain in battle many times, he has always
been resurrected to 'f'ight a,gajn 3anc')ther-day!

short lived races of men. Most notably are two — thought, by
those who do not know any better, to be figures from
Bretonman folklorc ‘The peopie of that Country have beheved

Breton, the first king of Bretonnia. She it is who causes the
crops to grow and the sun to shine. She also protects her
peoplc from the ravages ‘of the foul begotten races of Orcs,

The Fay
Enchantress

One of the ways in
which the goddess

does this is through
her prophetess, the
Fay Enchantress. She
appears in legends and
fables, dating back as
far as the Da.rk Age of
offcrs mysterlous aid
to the brave knights
who need it. Although
there have been
many different Fay
Enchantresses over the
centuries, the essential
essence of what it
‘is to be the prophetess,
and what she
represents to  the
people of Bretonnia, is
‘eternal. So even though
Morgiana, the current
‘prophetess of the Lady
‘of the Lake, is just one
ina long Ime of such

odds are stacked against them, and without fail his
arrival turns the tide of battle back in their favour.

Ibe Venemble L’O?“d Kf’bﬁk

during a bart[e ‘even though they are already dead_ and I do
not mean those who have embraced undeath as a way of
life(?!). The most ancient of the Slann Mage-Priests of the
Lizardmen, from the times of the first spawning, have been
dead for longcr than even the mo«it long—hved Fives can

taken’ fmm their burial vaults to join theLr living kin in bartlc

same time the same Fay
Enchantress as the first
to ever serve the
goddess. As a result, if you are ﬁghtmg battles with the knights
of Bretonnia, your army may include the Fay Enchantress
whether it takes place during the days of Gilles le Breton or in
the reign of Louen Leoncouer.

The Green Knight

The Green Knight

Like the prophetess of the Lady of the Lake, the Green Knight
is another figure from Bretonnian legend. However, unlike
the Fay Bnchantress he is thc same kmght who has always



Some say he is Gilles le Breton himself, sworn to protect the
sacred places of the Lady for all eternity. Whoever he is, he is.

no longer mortal, that is certain. Hence he could appear in
vmually any campa:gn fought by the Bretonnians no matter

Ancient Beasts
Of course it is not only certain races or indivicluals within

may be aummoned in time of war do as wcll Probahly most

notab[e among these are Dragons The Dragons are an

spent mos_t of the:r time asleep unde_r r_he mqu_r;t_ams

There are other creatures of abnormal longevity. These
include the Great Eagles, wise and intelligent creatures that
live for many centuries, watching thc world fmm their lofty

“No, you may not ﬁght this day! T

Army Restrictions
Apart ffom the presence of particular special cha.mcters the
manifest them'.sehres' '11'1' ':éfms' of the troop Lypes and alhcs
available to its general.

In the same way that cert:;.m specml characl:e.rs cannot appear

race’s military devel_opmem_

The Lizardmen of Lustria were either brought to the
Warhammer world onthe starships of the Old Ones or
genetically-engineered from creatures already living there,
while the primeval reptiles which the Slann utilise in their
armies have been in existence for millennia. The races of the
Dwarfs, Chaos Dwarfs and all the Elven kin have been as they
are now for countless centuries. Even the forces of Chaos have
existed as they do now for countless ages within the polar
wastes, although at the same time they are paradoxically
always changing and mutating! It has usually been the shorter-
lived races, such as humans and the hyperactive Skaven, that
have seen the most changes.

The first true Skaven did not emerge from the tunnels of their.
Under-Empire until circa -1600 (Imperial reckoning), with the
order of Grey Seers not established until circa -1500. lience

the . Lmardmen before Lhen There were. not any members af
the disease-ridden Clans Pest:lens in the Old Worid between

that land with theLr p[agues 5prcad from thc overrun temple-'

city of Quetza. The deadly Skaven Doomwheel was designed

by the current Chief Warlock of Clan Skryre, Ikit Claw. As a
result there would have been no Doomwheels to support
* 8kaven armies before the Great Chaos Incursion.

mvested until the year 73, while the renowned orders of the
Knights Panther and the Knights of the Blazing Sun were not
created until thc times of the: Crusades in Araby and after the.

mfa.mous._ _S!:eam Tanks_ (_)f the Emperor : army were an
invention of Leonardo da Miragliano. He was the former Chief

Eagmeer of the Impt:rla.l Engmeermg Guild which was itself ;

forces were also likely to have been missing their Halfling:
solchers until they were gxamed thcn: own land in 1010 The

meeror 5 armles

It is interesting for historians to note that the Undead did not
walk in the dark forests of the Imperial state of Sylvania until
Geheimnisnacht 11111 The first of the Vampire Counts, Viad
von Carstein, still did not emerge until 1797!

There were no knightly orders, as we know them today, in the
fair land of Bretonnia until the tenth century by the Imperial
reckoning. The Black Orcs, so renowned for being the biggest
and strongest of their kind, did not come into existence until
-150 when they were created through the twisted experiments:
of the Chaos Dwarfs in the Tower of Zharr-Naggrund.

Re-enacting actual
historical battles

Troop type restrictions apply. more generally, regardless of
when those troops came into being, if you are re-fighting
actual chwmded battles You can only use those warriors Who

many other battles mentioned in the chmnologaes of each
race in the Warhammer Armies books. Any of these are ripe for
re-enactment. The only limiting factor on some of these
though might be the number of points involved (see ‘A
Gathering of Might' back in WD181)! Alternatively you can just
give your scenario an ‘accurate’ historical setting.

Making up your own
historical scenarios

Before st.u-tmg to create your own historical scenano you It

To hclp you with th;s 1 compa.red the various chronologies of
the races of the Warhammer world, from the Book of Days of
the High Elves to the Lizardman Timechart, and set about the
mammoth task of combining all the timelines from the

different Armies books.

the information you need for choosing the time and forces
that will fight in your own historical campaign.

NB - The only race that does not have its own column is the
Chaos Dwarfs. This was because, as yet, the Chaos Dwarfs do
not have- their own fully-fledged army book. And they have
been isolated for so long (with only green-skins for company)
that the brief historical outline of the race printed in the
compilation of articles from White Dwarf records only one
battle, against the High Elves, within the time period I had.
chosen for my timeline.

Conclusion
So there yDu have 1t - my personal approach to ﬁghting_

such hlstoncal elements to your games brmgs new challenges.
for even the most experienced of generals as they restrict the
armies involved in a number of ways: So why not test your
own tactical skills and have a go yourself? And of course, by
fighting your own historical campaigns, you are making
history yourself, adding a plethora of minute details to the vast
background of the Warhammer world and its many races.



Imperial  Bretonnia Chaos Dwarfs Dark Elves High Elves Wood Elves
Year
<1 « Barilé of Black Fire Pass. A Divarl
-and Human force defeat a massive Grc

0

‘104 - First Undead amucks by Setera
the Tomb King's flects:

211« New watch towers warn the
Dark Ebves of an attack by a Chans
army, which s then defeated,

(X7 - Following small incussions by

Chaos warbands, ECWELS Are
built along the border of the Chaos
Wastes and Niggaroth

“Z11 - The vwwarch towers warn thie
Dark Elves of an atack by a Chaos
army, which is then defeated

451 = The Black Ark Ultinvate
‘Oblivion and Settra’s Undead fleer
i Tilea.

700-900 - Bretonnian watlords
invade Athel Loren

997 . Gilles le Breton leads knights
of Bretonaia in twelve bardes apains

753 - Dark EIf slave-ships srirt
roaming the globe

F00-900 - Breronnian wartords invade
“Athel Coren

1 000 “the Cres dnd wing every one,

1001 - Louls the Rash is crowned
thic fiest king of Bretonni,
1005 - Lois the Rash sends ervoys
1o the King and Queen in the Wood

1080-1500 - The Chaos citadels
Infernius and Black Rock are built

1342 - King Guillime defeas the
Ores ar the Battle of Armandur

1449 - The start of the Crusddes
apainist Araby.
1£52 - Brerannian knights fight Gincs

and Goblins ac Blood River on the way
1o Araby:

1111 - The Black Plague. Skaven
“attwck Dwarf strongholds in grear
numbers,

11EZ - A High Eif punitive force to
Naggaroth is massacred by the Dark
Elvey

1125 - The Dark Elves invade the

‘Shadowlands and drive back the High

“Elves
1131 « The Dark Elves rebuild the.

Citadel of Anlec in the Shadowlands.
1133 - The Griffon Gare is besieged

by the Dark Elves.

1146 - The sicge is finally lifted by
Mentheus of Caledor.

1350 - A Trwarf army is defeated ar
the Battle-of the Fine Craps.

1122 - A High EIf punitive force to
Naggaroth is massacred b the Dack

Ebves

1125 - The Dark Elves invade the
Shadowlands and drive back the
High Elves,

1133 « The Griffon Gate is
besieged by the Dark Efves.

1146 - The sicge i fnally Hfred by
Mentheus of Caledor

1005 - Louis the Rash sends envoys to
the King and - Queen in the Wood

1500

devasmted. The Bartle of Herpiz

1501 « Ravapes of Gorthor HHochland s

i slain,

1501 - Mentheus is slain,
the Citadel of Anlec

1635 - The Banle of Castellet againse

raiders from beyond he sea

ET15 - Rastagrar, Champion of
Khiorne, attacks the Gobling of
Guashrak's fir,

1715 = Bretonnians defeat the Ore

horde of Warlord Gorbag

1501
the Ciradel of Anfec.

1703 - Norse taids against Ulthyan
begin wirh Magnus the Mad
besieping Lothern.

1670 - Batele of the Meadaw Glades,
An Imperiil army Is ambushed and
routed by the fofk of Athiel Loten



Empire

Lizardmen

Orcs and Goblins

Skaven

Undead

= The Bartle of Black Fire Piss. A human
mn; undér Sigmar and. their Dwarf alfics
massive Ore army: This Iurge'.s the way
founding of the Empire.

1 - Sigomar s crowned Emperor,

17 » Sigmiir destroys a Siemn horde (n m:
Middle Mountains,

‘rophecy-of Sotek dfsmvere:f in Chaqua,
Ihse of the Cult of Sorck

100 - Skaven Clan Pestlens abandons Quetza

and migratés back to the Ofd World through
the South Lands:

315 - Lord Tepec-lmd leads an army 10
Naggarath. The LDark Elves sire dﬂumd and:
the star siela onn:d: is

=X = The Barle of Black Fire Pass. The Orcs
‘suffer 2 rcsnumi;ndg defeat at the hands of a’
Hurnan aed Decard domy, paving the way for
the founding of the Empu:

17 - Sigmar destroys 2 Skaven horde o the
Middle Mountains of the Empire

€100 - Clan Pestens emerges from Lustria
and starts the firse Skaven civil war,

1-15 - Nagash heads towards the Empire o

retrieve the Crown of Sorcery, Nagash 15 felled

by Sigmar at the Bar:ledfmr River Reik

16 Krell, the only survivor of Nagash's army,
is defeated at the Baitle of Glagier Lake and is

gical tomb,

€100 - The ﬁrst raids on Bretanniz ! by 'iﬂ'[m

876 - The Yampire Luther Harkon is washed
upin Lustria. He creates the Undead realm,
{: Vampire Coast.

888 - Losteriksson lands inLustriz and

founds the colony of S.k:ggt Nr.\mc md.s inta

Lustria begin
891 - Norse Valkyries are expelled from

Skeggi and give risc to the legend of the |
Amarons

930 - Lord Xlep of frza s back Luther
Harkion's dttempt 10 penetrate the Lusthian
interior,

@TT « Gilles le Breton creates the land of
Bretonnia. Ores and Goblins retreat into the
Girey Mounains,

B76 - Norse raiders capture an Empire
merchant ship and unwittingly take on board
the hody of the Yampire Luther Harkon. He
reaches Lustria gnd tounds the Vampire Coast

2111 - The Black Plague. Skaven emege ©
rake advantage of the disaster,

our (hc Skaven and is elecred .Empcmr

1150 - Tbn Jellaba of Araby finds the hidden
Lizardman city of Zlatlan in the South Lands,

1492 . Marco Columbo of Tilea voyages
Lustria He witnesses the deféat of 3 Dark Bf raid
o Thaxtlan

1142 - Guillaume, the third King of
Bretonnia, defeats a large Cire domy at the.
Bartte of Armandur, driving the lase of the Orcs
out of northern Bretonnia.

1111 - The Black Plaguc. The Skaven make
massive incursions into the Empire

1122 - Count Mandred Skaven Slayer leads a
crusade ZEaingt the Skavch;

1124 - The Skaven are fnally driven helow
gropnd nthe Znpce:

1111 - The Black Mague is released by the
Skaven. In Sylvania Yarhal raises an Undead
army from the Bodies of plague vicrims and -
rres brack the Skaven.

11121124 - Vanhal builds the foricess. of
Vanhaldenschinsse and carves our 2 hu,
Uridead empire. For decades Vanhal, the
Skaven and the. meire fight each.other,

1L7S5 - Serra beads a birge raiging force
Against Bretonnia bueis d:ﬁ:am:l at stgc
120?—11&4 D:e:ex Helsnicht is driven out of
Middenheim. He deféats onc Impérial army
with his Undead bur & then beaten at the Bm.l:

1550 - The Crusades against Araby end.

1707 - Gorbad Ironclaw (nvades the Emplre
throwugh Black Fire Pass.

1690 - The: Cathayan Yin-Tuan escapes
sacrifice in Zladan,

€1705 - Gorbad Tronclaw defeats Crusher

Zogorh and unites the Ironckaw and Broken
Tooth tribes:

1707-1712 - Gorhad Ironclaw leads 2 huge
Waaaph into the Empire. He wins the Batele of -

Solland’s Crown and the Barme of Grunherg
but is at last defeated at the Siege of Alrdorf. -

\kaw:n.

1565 - Tobaro is recaprured b a mercenary
army and High Elf force

I681 ~ The M,ght.of:.he Festless Dead, Nagash
Teturns o h&'

TIMELINE



Imperial
Year

Bretonnia

Dwarfs

Dark Elves

High Elves Wood Elves

1813 -] The Red Pox rivages

force
Breronniaas and Wood Elves.

....... il
that-emerges 10 lobr warpstone from
the Northern Wastes,

ion of Nurgle

thruugh the Underworld (o l.he: h‘.lgh
Elf colony of Arnhelm in the New
. and mount raids.

AB13 - The Wood Elves aid the
Bretonnians dgainst the Skaven at
Brionne and Quenelles

2000

2006 - 4 huge plague fleet lnds in
Bretonnia The minions of Khorne,
led by Chios Lord Kharan, defeat the
Bretonndans ar the Bawle of
Lanentations.
2007 - The Banle of Couronne
Repanse de Iyonesse leads an army
againgt the Chaos horde. Chaos Locd
Kharan is slain,

2201 - King Louen Ore-Stayer
declares an Errantry War against the
Ores,

“EZSYT - The Affair of the False Grrail,
‘2300 - The doom of Mousilion.

2320 - The Skaven mount tads
againse the westeen pores.

2420 - King Charlen rénews the
Errantry Wars against the Ores

2491 - Undead allied with Skaven
attack the-abbey of Ly Maisontaal.
They are heaten by the Tue de
Quenelles and his knights.

Z006 - A huge plague fleet lands in

Bretonnia. The minions of Khorne, led

by Chaos Lord Kharan, defeat the
Bretonnians at the Barde of
Lamentanans.

2007 - The Bartle of Couronne, .

Repanse de Lyonesse leads an-amay
zga.mﬂ the Chaos horde: Chaos Lord

oW DfEMa]lJmfcn

2250-2300 - Chags ingursions and
raids grow more frequent.

2301 - The Great Chaos Incursion
The forces of Chaos assauit the endre
wortd.

2302 - The Siege of Praag. Chaos

* hordes defear thvo Kislévite armies

Praag falls in the winter

2303 - Banle &t e Gares of Kislew,
Magrnus the Pious defeats the Chaos
Tiowde.

2010 - The Banle of Hunger Wood
Dwarks and the Empire fight the
Vampire Counts of Sylvnia

Z205 - Drwarfs béqr 4 (roblin anmy at
the Barde of Black Falls,

2301 - The Great Chaos Incarsion.

230Z - The Greal War Against Chaos.
Karaz-a-Karak is artacked but holds
ot

2303 - The Dwarks send troops to
Kislew, where Magnus the Pous lifts
the siege

2321 - The Badle of Bloodwaser
Sound Dwarf Ironclads defear
Skaven fleet.

2420 - The Batle of Tron Gace. :
Goblin Wardord Grom defears a Trwarf
army fnthe World's Edge Mountains

2498 - Bale of the Jaws. Dwaris

‘bzt the Circs, The Chics then ambush

themm at the Battle of the East Gate of

‘Karak Eight Peaks but they fight their
wav throagh

- 2301 - The Grear Chios Incursion
Drark Elves invacde

EZ20Z - Orcs chased out of Breonnia
by the Errariey Wars try 1o hide in the
Torest but are averwhelmed by e
Wood Efves,

2301 - The Great Chaos Incursion.
lrivaan wath Chaos - Dark Elves invade Ulthuan with

allies. The Wirch Kirig is défeated ar the gha\os allies, The Wizch King is

Biitle of Finuval Plain

ot of Uldhian

efeared at the Bawle of Finuval

(E303 - The Dark Efres arc finally driven 2303 - The Dark Elves are finally
driven out of Ulthuan

‘2423 - Eltharion leads i highly
-surcessful raid against Naggarond,

= The Goblin king. Grodn the

“Baunch, rvages castern Ulthuan bue

15 defeated by Eltharion and 2 High
Elf army

‘2493 - The Bartle of Anurell's
“Jomb sgainst a Chaos Drwvarl 3y

2495 - Lichemaster Kemmler's
Undead forces amack Athel Loren in dn
anempl o mude Breronnia They are

. escapes

2500 2500 - King I.ouzu Lenncouer

crowned king of all Breronnia

2510 - The Banle of the Monoliths,
The Arch-Lector of Sigmar’s army is
utrerle crushed by that of Chaos !-nni
Archaon

2503 - Karak Azl is atacked by Orcs
Ted 'b)' Grorfang Rotgue The Orés win.

King T.Ingnm Ttonfist of Kurak Kadrin

2502 - Eric the Hedave and his
Norse reavers raud Cothique but are
defeared by a High EIf war feet led
by Tyrion.



Empire Lizardmen

Orcs and Goblins Skaven Undead

1847 - The Breroanian King Arances an.
expedition to Luserid - Huatl 45 rohbed . af s
sucred artifacts.

1786 - The Red Pox is released in Bordeleaus

in Bretonaia .
1797 « Viadvon Carstein hecomes the first.of |

the Vampire Counts of Sylvinia
1812 - Another outbriak of the Red Pox in i Ay Al
southesn Bretannia
1813 - T
and Quenelles bug are di.fum:( h} ersmmau
knights and Wood Elves

1850 - Second Skaven civil war. Clan
Pesulens atempis 1w sese Skavenblight.

ZOLD - Wars of the Vampire Counts begin
Iinperial and Divart armies battle dgainst the
Lindead .

2100 - Opposing Lizardmen Botions clash
over possession of the n:ummuﬁed relics of -

Lord Xhilipepa.

2345 - The Bartle of Flel Fénn. The last of the
evil Vampire Counts, Mannired von Carstein, |
is destroyed

2302 - The Grear War Against Clizos, Praag is
Besicged and fails in the winoer,

E303:
Armics

’-lagn..a the Plaus ciefeats. me Cbm\

3390 l'hc Ba-:]r_ ol Ruigarburg, Count

2010 - The Wars of the Vamplre Counts begin
2051 - Viad von Carstein is lain ac the Sigge of
Altdoef The Vampire C@unrs I‘sht nmmssl
themselves ¥

2200 - The Bartle of the Four Armies. Konrad.
von Carstein is stopped by the Empire.

2121 - Konrad von Carsteln fs finally defeqred

by an Imperial and Dwarf army at the Bartle of
Grim Maor.

AL the Baitke of Hel Fenn Mann.fmd i defeated
by e bperial allics

2201 - The start of the Errantry Wars by
Lauen-Cre-Slayer Bretonnia is cleared of Ores:

2302 - The GrearWar Against Chaos: Many 2302 - The Great Wa
e tribes are forced soudh in the Empire.  Skaven fi,ghl various Chaos armics .md ﬂmu: af
Some join Chaos armies while others atack.  the Empire and Kisley;

viLory at Biood Tiver -

2420 « Goblin Warlord Grom's anmy defeats
thie Darts ar the Barde of Iron Gare

2491 - Heinnch Kemmler finds Krell's burlal

2491 - Skaven ally with the Undead of
Lichemaster Kemmler wo.recover the Black Arc mound. The two lead an Undead Horde apainst
from the monastery of La Maisontaal in” * ©  the abbey of La Maisontazl in Bretonni: but are
Bretonnia. forced oo retrear by an army of Knights.

2498 - The Bartle of the Jaws. Dwarls defiat
Ches ar Mad Diog Pass, The Dwarfs are then
beaten st the Battle of East Gate-by the Night
Goblin Warkord Skarsnuk

2502 - Accession of Kairl Bz, the el
Emmpiror :

2510 - The Bartle of the Monaliths, The:
Arcie r-aif Sfgrmr's anmy 15 utterly ecushed
by that of Chaos Losd Archaon

Kirazakarak

2503-2507 « Gorlang Rotgut's Orc amy
besicges Barak Vare and fater joins up warh,
WasAagh Morghum to attack Karak Azl

TIMELINE
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Kborne, and bonoured bearer
Banner.

A Belphagor, the Angel of Destruction - a.
Daemonic Prince that bears Kborne's m r
and is gifted with the Whip & Axe of Kborne
and Chaos Armour:

W The Lost - fallen champions of Kborne
who bave mutated into mindless Spauwn.
Such is the reward of Chaos. '
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Introduced by Andy Chambers

] Greetings citizens, and welcome to Chapler Approved. As | write this, 40K is
| still reeling from the arrival of the Blood Angels Codex (due to a warp distortion
known as the Christmas effect, | am writing this last year, if you know what |

Jervis has been

working so hard
=t [ately that he's

run-out of desk

space and has
| had to start

Jsing the floor

(poor chap).

of serving the. Emperor, which began with their
Pritareh.
planetiis

between Earth and the: Eye of Terror. The Space
Wolves \recruit from the hardy, feral, indigenous -

peoples of Fenris, whose tribes constantly battle

for survival against each other and the deadly

The: Chapter consistently goes its own way with
little. or. no- reference to the High Lords. This
dangerous individuality is amply demonstrated by

the Space Wolves' loose’ interpretation of the
Codex Astartes and their unusual organisation into
twelve Great Companies. Within the Great
Companies, squads are organised according to
age and experience, ranging from the young Wolf
Scouts, to the impefuous Blood Claws; to the

battle-hardened Grey Hunters, to the veteran Long

Chapter because they incorporate some of the
wildness usually associated with the forces of
Chaos (shocked gas'?s all round) but without the

\!

3

h, the mighty Leman Russ. Their home
the icy death world of Fenris, which lies

| mean). Gordon Davidson romped (hacked and slashed) his way to victory with

tentacles. So, if Space Marines appeal to you but
all that doleful, monastic background doesn't, then.

and a preview of the Space Wolves army list which
will allow you to field a Space Wolves army in
games of Warhammer 40,000. The army list is
designed to work in conjuncture with the scenarios:
in the Warhammer 40,000 rulebook, but it also:
‘provides the information you will need if you wish.

devised yourself, or that form part of a campaign.

Using The Army List

The Space Wolves army list is different from other.
army lists you may have- already seen, Altholigh
the Space Wolves vary from a ‘Codex’ Space
Marine: army, there are more similarities than
differences. For this reason, and to avoid
unnecessary repetition, the following pages detail
the organisation and army list options that are only
available 1o the Space Wolves. Full entries for the

Choosing Your Army:
When you are choosing your army. you may make

choices from this list within the normal limitations

follow refer you to an entry from the Codex:Space
Marines list. If this.is the case, you may use the

rules here.




'speBn 9folyan BUISOOLD LaM Ainouy ouLIEN 808ds au} a3 ‘10w 10 s1I0d 000’2 J0 Sele v pasn e Auo Aews

SIAVEOLN ITOIHIA STANTOM IoVdS Aoty pue Auiie rod uaye) 8q Aew swayl 8sey) Jo auo
- . AluQ “usyna) 8yl jo dno sy yum peoejdsl aie Aayp

(Ajuo sisend auny)

‘|10 puODas aul o Ynsal sid 01 {ElS auny
8y} Jdsooe jsnlu 8 ‘gL B S|jol 8y Ji 1se) 2yoAsd e [joi-a1 Kew yejs auni (Kjuo s1s8ig eunyy)
B S8llie0 jeu iseld auny Y 'diem aiy jo sisbuep ay) jsuiebe wiy joejoid HeEetdia
yoiym Jomod jo seunt Aubiw Auew ylim paaled st l1els s)seid euny v sid 01 : uaney Joghsd

: yers suny. (Ajuo sisiorleyo uspusdepul)

‘(v 1+ ‘@'l) uodeam requod 8so[o (2uolIppE ue Buiey Sk Junoo sid g ad usjinp

usney Jaghsd e 'ineu el sisald suny *(1un yoes ioj Aje1eiedss |jo1) aal (fjuo sisend o)

uo 44 & [jo1 350 Asyl ss8jun ‘usAey Joghsd B Ulim js8lid euny e sepnjoul ! s A

18y} Awse sanjop doeds e jsuiebe sejni jeiseds nayy Buisn dn 19s Jou Aew sid o7 UIHDM oL L0 dig
siojejuul Auisus ‘pexoele st ay JI wiy 1ejoid [Im pue ‘ess Aal) jeum 98 HYIADHYM

ued 8y ey} 0sIselid SUNY oL} jo pesye Ay ueo Asy) "wened uleiq sseld
Suny B 0} paunye oie JByl Saimeald |eolUBLOSW oie sSusAeY laghAsd
iuaney Jeghsd

“9ABS BIQRIBUINALL +9 B YlIM JBIBSM BU] Sapiaoid )| “jlasully Joieam :

8y} Aq 1equioa ejbuls Ui UIB|S 'SUUS 10 JIOM BAISSEW B o) Sewoo jed siy | sid gz (Ajuo sis10eRYD JUBpUSdapUI)

Hod usjInm oXy 10 9pE|g 15044

‘Yibusilg §.Jesn syl 0} |+ SPPe pue ‘uodeam tomod e Se palesi) S :
S| 9XE 10 epe|q 1S0I4 ¥ 'Sepejq Mesuleyo lisy) 10} Yles} sy} se usyery| S_NOdVEM CIEI'.IHVH_ 315-"-‘9'
80} ey} jo sbuej dieys-puowielp syj esiin AsL) pue Isild UOI| JSISBW B
Ag peyeis-puey sem yoe3 usideyn senjopn 8seds eul Ag paumo suodeom
Jusioue 8y] lo pazud jsow sy jsbuowe sie saxe 15014 pue Sape(q 18014

-8Xy 15044 10 epe|g Js0id

ysim "UOSEO) BUIES B}
noA ji uin} s seheid Buisoddo ey ui pajeansi aq Aew USHNAR 8yl jo dng eul 10} SNUOYG |+ 8y eAla2al JoU 0p JNOULE JOJBUILLIE]
18U 8JON “UIN] Jey} JO 1S81 8U} 10} SNUOG %OBNY |+ B 186,907 UILIIM SOAOM Ul Si910BIEYD  SBAION| @okds ‘wayy uaniB eq jou
ooeds 8y jle pajesasl si dno 8y LN} 8y} UQ ‘pajesaal si i wing ayy Buunp Aew sjepow SeAJOA 80EdS 0§ pue Yons se sinouoy

| 2AouW Jou saop dna ey} Bupeaq [apotu ey se Buoj se 'auil Aue Je auop aq J01BUILLIB] 8Sn Jou Op SaAjop doeds ‘uomippe U]
Aewi siu) “epeq Jod 80Uo 1 [e8A8) Aew Ul eyl jo dno e Buueaq jepoury . : : i
:uaHn ays Jo dng [BPOL SWES 8U] 10} SWall 81Bd1jdnp 8XE}joU ABLU NOA

Jsij JeaBiep SeAjop 8oedS aul 1o Alnouly Buuely

‘suonduosep ieafiiem ssulepy soeds syl wou Jeuye ‘eabiep) Jo stued ool o1
2oedg X8poQ 8Ul JO }00ge|ru. 0000 JBWILBYIBAA Sl Ul paguosep se dn snjd ‘uodeam pEpUEY-OM] SUO pue uodeam pepuey
Ajjoexa uonouny aioy paisi| 10U swayl Auy “aweh au Ul SHIOM SBAjop) ouds -a/buis suo 10 ‘suodeam papuey-ejbuls om} o) dn
8y Aq pasn wswdinbe pesieioeds euj Jo [[e Moy 8quasep mojaq sajni ay | Yoid Aewl pieng) Jiop pUB SIBJoBIBLD SeAjo eoeds

HVIDHYM SIATOM 3DVdS AHNOWYY SANTOM IDVdS

"oseyd Bunooys Neyt L suodesm Aaesy Jooys 10 sy pidel Lupip A8y) se Buoj se aoueApe Buidesms, & aBieys-18unod Aew s|epop
“Buiyy 1o puiy yey 1o} pjo 1ig e aie Aay] se ‘abreya-seiunos jou Aew sBuey BuoT pue slybnoupesiq ‘s)oelY Jo Jaquunu [inj Jisyy Yiim uBiy jm | |8
1nq ‘Buibieyo 1o} snuog xoeny L+ oy} 8A1081 Jou Op 8B1eYI-181UN0D CYM S|SPOL JBU) BION AWSLS Y] UIIM JOBIUOD BSE]-0}-858q OJU! 106
0,9 01 dn eaow Aew pabieyo Ussg SeY 1Lyl JIUN B WOI] S|BPOUI JIOA UBISLUSS pue SSAop 20edS pebebusun ‘siyl Jussaidasl o] Auisua
ey} ebieyo-181uNod pue seajesway) premio; Huuds [ Asy pebieys Jj ‘esusiap jo. wiof jsaq ay) shempe Sl Joeye SSAop 90edS oy} of
' : abieyp-42unoy

4sjoeleyo Juspuadapul 10 UoIdWeYD PIENL) JIOAA B Ag pe) si yoed

8y} ssajun ‘Awsus eyl JO 9 UIUIM SI SI8pOLU Jiay Jo 8uUo ji 8fiieyo skemie jsnw pue (8|0l 18yl sn o0} papiosp BABY NoA i) AjeIun|oA 3oeq
12} 01 880040 tanau ABUI SINOJS JIOAA PUE SME[D POOIE '8|gnoi] ojul saAop eords JebunoA eyl 1eb ued epninie Buociispeay siy) sewswos
‘JequI0D 9500 Ul pasaquinuino Buiag o} sialipow ¥2ayg.
seloy aaebsu oy eioub Aew Ay "sppo syl 1eym Iayew ou Bupybiy uo dasy Jim pue ‘dn enb 0} USYM MO JeAaU SeAjop 8oedg By |
iy SPPO 34l JenieW ON,
[+€ B U0 Ly Osje [m
pue ‘S1e00idioal |jim slusucddo suog puesnol| pue sjebuy yieq ‘TOROMOH "SUOIBLLIO0) 853Ul 0 JByiie woly sdoos 1suiebe 1equios 8sojD ul
Bunybi usym ‘sjiyg uodeepn eanosdsal sjepow sy Jo SSaIpIehas '+ 10 ||0) B US 1Y (M SBA[OAL eoeds ‘uoifiaT] sulrey 89edg soeys) suog
puesnoy | ei pue ‘isideyd sunei soeds sieBuy e aul ulim spnej buoj eruusijiu pey eney pue ‘9bpnib e 19610} 1ansu seAjop aoeds eyl
pnadg pocig

"9U0 ISt BU) UBY] SS8| 51 11 I UsAS (04 PL0I8S 8Ly} J0 J|Nsal ey 3daooe jshil noA yBiu 1e Bunybiy usym
89S UED JIUN SBAJOA 80BdS B 18] Moy aujuiiaiap o1 Buijjos uaym so1p 8} [joisl Aew nok ‘siy) weseides o) “sjuejduir oeust jdnuios Jieyl jo-
Hnsei e Aipsignopun si siy L ueideuys sutieyy soeds Jeuio Aue o) Ueas Jouadns ‘SlUS JO JIOM B SE SiNOE Se Sasuss SRy SIAIOM S08dS BU L
sasuag s1nay

spod doiq ® Jeay ou mowy |jeys Aeuj Jod,

$ITNY 1VIO3dS

Jajdeys wassyip e Bunuasaidas Aune ue Ag ueyel aq jouued pue Awue sanjop) 8oeds € 0] s|qe|leAe ale Yyolym
deafilem jJo swie)l jo JBqUINU € 8ie 813y} ‘UORIPPE U] "SINOUOCY JOJBUIWIS). JO uondeaxa syl YHM ‘ssupiely aoeds
“Txepoy) Ul Ainowuy aunep 29edg 8yl wods Jeabiiem pue suodeam ayj Jo |8 0} SS9 Sy ALLIE SA[Of 20edS W



SPACE WOLVES HEROES

Points WS BS § T W I A Ld Sv
Wolf Guard 30 4 4 4 4 1 4 2 9 3+
Wolf Guard Hero 50 5 5 4 4 2 5 3 9 3+
Wolf Lord 75 5 5 4 4 3 5 4 10 3+
Fenris Wolf +10 4 0 4 4. 1 4 2 8 6+

Optlons- Th_e Space Wnlves Hero may be gwen any equipment aliowed from the Space Wolves

Armoury.

'SP'Ec_m_ o

nulebook.
Fenris Wo{i. A Wolf Lord may be acmmpamed by up to four Fenris'lan Wblvas The Wolwes can

RUNE PRIEST

Points WS BS 8 T W |1 A Ld Sv
Rune Priest 65 5 5§ 4 4 2 5 3 9 3+

Op.h_ons_- _The Rune. Pn_est_m_ay b_e _given any equipment al.!owed_from t_he_ Space_Wowes Ar.mo_ury-
They are allowed to take ‘Librarian only’ items.

SPECIAL RULES

independent Character: A Rune Priest is an independent character and follows all the special
rules as detailediin the Warhammer 40,000 rulebook.

'Psychne Power - Storm Of Destruclion The Rune Pﬂes! rrvay aﬂempt to use the ‘Storm of

Ragnar Blackmane, -
Space Wolves Wolf Lord

A Ld Sv

___Points WS BS S T W |
Wolf Priest 75 5 5 4 4 2 5 3 9 34
Fenrisian Wolf +10 4 4 4 4 1 4 2 8 6+

'Where other. Ghapters have bom Aporhecanes and Ghap!ams, the Space Wafves have Woff Priests.

of genencs) and cult leader (heav_v with the accumulated wisdom of ages)
Weapons Crozius arcanum and rosarius.
Opuons. The Wolf Priest may be gwen any eqmpmeni al?owed from the Space Wolves Armoury.

Njal Stormcaller, Space
Wolves Rune Priest

Ulric the S
Space Wolve
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Armour:
WS BS S Front Side Rear | A
4 6(10) 12 12 10 4 2

Poinis/Model
Dreadnought 85 5

Crew: One Space Marine

listed in the Space Marine Armoury: extra armour, searchlight, smoke launchers.

The storm bolter may be upgraded to a heavy flamer at an additional cost of +10 pts.

The Dreadnought’s close combat weapon.can be upgraded to a missile launcher at an additional cost
of w10 g ’ e : St

 SPECIAL RULES

Dreadnough, etc).
Old & Wise: Space Wolves Dreadnoughts, more so than the Dreadnoughts of any other Chapter,

Points WS BS § T W |1 A Lld Sv
Grey Hunter 16 4 4 4 4 1 4 1 & 3+
Sergeant 16 4 4 4 4 1 4 1 8 3+

resolute fighters, tempered by batile but as hungry for honour as any proud warrior of Fenris.
Squad: The:packconsists of 1 Grey tlunter Sergeant and between'4 and 9:Hunlers,
Weapons: Bolters, or bolt pistol and clese combat weapon.

do not count as a force choice:of _part of the s.quad:
TRANSPORT - RHINO 50 pts-

components.

warriors.. This: is. where the.
Chapler's Dreadnoughts slumber,

awaiting the calf to. arms from the:
Great Wolf.

A Dreadnought is. neither flesh nor

but a mechanical body driven by a
living mind. Dreadnoughts are:

ancient constructions, their. core
programs - and - mechanical.

‘created  many

|| different, each a testament (o the
|| many heroes who have inhabjted its
|, shell overithe centuries. -

! ‘The Space Wolves Dreadnoughts

years  or so. The older a
Dreadnought is, the harder it is to

 recover before itis ready for another
battle. Ll

et

Grey Hunter with
power fist and bolt pistol
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You may choose/ﬁomﬂny of the fﬁllowmg Fast Attack units that appear on pages
--"12-13 Q.f ﬂle-eodex Spa;é Marines army ||st.

Y

LAND SPEEDER SQUADRON: 50 PTS/MODEL

LAND SPEEDER ‘TORNADO’: 75 PTS EACH

~ LAND SPEEDER ‘TYPHOON': 75 PTS EACH

| ATTACK BIKE SQUADRON: 50 PTS/MODEL

Space Wolves Attack Bike

LONG FANGS PACK

Points WS BS 8 T W | A Ld Sv
Long Fang 18 4 4 4 4 1 4 1 9 3+
Sergeant 18 4 4 4 4 1 4 1 9 3+

The sergeant may be armed with one of the folfowmg weapons: power weapon at +10 pts; power fist
at +15 pts; plasma pistol at +10'pts. Long Fang Sergeant with

Transport Vehicle: The entlre squad may be maunted ina Rh;no at an additional power axe ;gnd_ bo."fef g

LAND RAIDER: 250 PTS EAGH

VIHDIGATOR. 120 PTS EAGH

Space Wolves Predator Annihilator
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GAMES WORKSHOP OPENING TIMES MON-TUES & FRI-SAT:
10AM TO GPM. 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 ring the store for details.

Want to know where your nearest store is and what’s going on there? Just drop in or give them a
call. Shops marked with a red circle ® also have a Games Workshop Gaming Club. Contact your
local store for details! For details of independent Gaming Clubs check out the latest Citadel Journal.

UK STORES

to find the nearest one to you.
ABERDEEN: Unit 1, 30/40 Kirkgate. Tel: 01224 621261

ALTRINCHAM: Unit 1, 17 Grafton Street.

Tel: 0161 9299896

AYR: 10 Arran Mall, Dalbiair Arcade (behind Hourstons,
dept. store). Tel: 01292 610673

BASINGSTOKE: 3 Potiers Walk, Wote Street,

Tel: 01256 466050

EEDFORD 10 Gre)rfnars Te: 01234 273663
BELFAST: 70A Castle Court {towards back of the
centre), Tel: 01232 233864

BlRMINGHAM
BLACKPOOL: BB;rIey Stre&t TE_I 01253 752056

BLUEWATER CENTRE: Upper Thames Walk, "-:’F'*-'"‘-‘G i

Bluewater, Greenhithe, Kent. SOON!

BOLTON: Unit 13, The Gate Centre.
Tel 01204 362131

Tal: 01202 31929

BRADFORD: 5 Broadway Tel: 01274 739353
BRENT CROSS: Unit F5, Lower mall (near Fenwicks};
Brent Cross Shopping Centrie. Tel: 0181 2024879
BRIGHTON:

7 Mile Pavilions, Nile Street. Tel: 01273 203333

® BRISTOL (CENTRAL}: 13 Broad Weir.

Tel 011? 925153

@ EIHISTOL {CH#BBS CAUSEWAY): Unit 129 (next to:
ME&S), upper level, The Ma!l at Cnbbs Causeway.
Tek: 01179592528

BROMLEY: Unit 8, Tha Mall, Bromley, Kent

Tel: 0181 48606?’3

CAMBRIDGE: B Bridge Strest, Tel 01223 313350
CANTERBURY: 5 |ron Bar Lane.

Tel: 01227 452880

® CARDIFF: 31 High Street, Tel: 01222.644817
CARLISLE: 2 Earls Lane, Lowther Street..

Tel; 01228 598216

CHELMSFORD: Unit 4c, Phase II, The Meadows
Shopping Centre, Chelmsford. Tel: 01245 490048
CHELTENHAM: 16 Pitville Street. Tel: 01242 228419
CHESTER: 112 Foregate Strest, Tel: 01244 311967
COLCHESTER: 2 Short: Wyre Street.

Tel: 01206 767279

@ COVENTRY: Unit 39, Uppar Level,
Cathadral Lanes S:‘\t_\p,.un:l Cenlra.

Tel: 01203227311

CRAWLEY: 11 Broadway. Tel: 01293 552072

CROYDON: Unit 35, Drummond Centre (outside at the
back of the centre), Kee[sy Road. Tel: 0181 6804600

DARLINGTGN 78 Skinner Gate. Tel: 01325 382463

© DERBY: 42 Sadler Gate. Tel: 01332 371657
i TER Unit 13, The Colennades.:

DUDLE‘Y Unit 36, Marry Hill Gentre, Briery Hill,
Dudley, Tal: 01384 481818

DUNDEE: 110 Commercial Street. Tel: (1382 202382
EALING: 52D 5t Saviours Mall (towards back of the
centre), Ealing Broadway Centre, Tel: D181 8400171
EASTBOURNE: 13 Terminus F!oad Tel: 01323 641423

EAST KILBRIDE: 4 Righead Gate
{at the back of M&S}. Tel: 01355 224660
EDINBUFIGH 136 High Street. Tel 0131 2206540

EXETER: 3_? Pnncess Hay_r Tel: 01_3_92_49_0_305_
® GLASGOW: 66 Queen Street. Tel: 0141 2263762

GLOUCESTER; 35 Clarence Street,
Tel: 01452 505033

GRIMSBY: 8 Wast St Marys Gate.
Tel: 01472 347757

@ GUILDFORD: 12 Tunsgate.

Tel: 01483 451753

i @ HAMMERSMITH: 161 King Street,
i Tel: 0181 B469744

HARROGATE: 29 Beulah Slfeet
Tel: 01423 564310

HARROW: 296 Station Road. Tel: 0181 861 2350
HEMEL HEMPSTEAD: 16 Bridge Street,

Tel: 01442 249752

HIGH WYEOMBE: Unit 28, The Baleony,

> The Octagon Centra: Tel: 01494 531454

HULL: 30 Paragon Street, Tel: 01482 589576 -

- IPSWICH:2nd Floge, Diabenpams, Waterloo House

Tel 01473 210031

. KENSINGTON: Shop 7, Lancer Square,

Kensington Church Strest, Tel: 0171 9377011

® KINGSTON ON THAMES:

33 Fife Road, Tel: 0181 5495224,

LEAMINGTON: 22 Park Street. Tel: 01926 435771
LEEDS (CENTRAL): 12-16 Central Road.

Tel: 0113 2420834

LEEDS (WHITE ROSE CENTRE): Unit 280 {near
Debenhams), White Rese Centre, Leads.

Tel: 01132723470 °

LEICESTER: 16/20 Silver Straet. Tel: 07116 2530510
@ LINCOLN: Unit SUA, Saltergate (on outside of.
Waterside Centre). Tel: 01522 5480

LIVERPOOL: 47 Lord Street. Tel: 0151 2581404

i @ LONDON (CENTRIKL} Unit F10,
. The Plaza Shi

opping Centre, 1st ﬂoorﬂﬁ 128 Oxford.
Streat, Tel: 01714 360838
LOUGHBOROUGH: 22 Biggin Stfee!

* Tel: 01509 238107

LUTON: 12 Park Street. Tel: 01582 417474 .
MAIDENHEAD: 2 Blandy House,

3/5-King Street. Tel: 01628 621854

MAIDSTONE:

Unit 6, 1-8 Pudding Lane. Tel: 01622 677435

® MANCHESTER (CENTR.M.R 89170 Ma:sden Court
(lower level near Argos} Arndale Centre,

Tel: 0161 8346871

MANCHESTER (THAFFORD CENTRE):

Na. 77, Festival Village, The Trafford Centre;

Trafford Park. Tel: 0161 74721214~
MIDDLESBROUGH: 39 Dundas Strast.

Tel: 01642 2540841

MILTON KEYNES: Unit 2, West End. Extansion, 504
Silbury Boulevard, Milton Keynes Shopping Centra (on
outside of cenira near M&S). Tel: 01908 690477
NEWCASTLE (CENTRAL): 63 Giay'ton StreeL

Tel: 01912 322418,

MEWCASTLE (METROCENTRE): Unit B14, First Floor
(near the Mediterranean Village. Tel: 0191 4610950
NEWPORT: 25 Skinner. Streel. Tel: 01833 256295
NORTHAMPTON: &7 The Friary, Upper Level (near
Sainsburys), Grosvenor Centre. Tel: 01604 636667

: NORWICH: 12-14 Exchange Street. Tel: 01603 76_?6“5:

@ NOTTINGHAM (CENTRALY): 34a Friar Lane.

Tel: 0115 8480651

@ NOTTINGHAM (HQ): Games Workshop HQ, Willow
Road, Lenton, Nottingham (near Central TV studios). -

. |PERTH:

Tel: 0115 9168410
BPEN
NOW!

& Fleshers Vennels. Tel: 01738 445840

. PETERBOROUGH:
- 3 Wentworth Street. Tel: 01733 820052

® OXFORD: 1A New Inn, Hall Street.
Tek 01865 242182
PLYMOUTH: 84 Cornwali Street. Tak: 01752 254121
POOLE: Un:t 12 Towng.ate Centre,

@ FORTSMOUTH 34 Arundst Street.
Tel: 01705 87626
PRESTON‘ 15 Mll!er Arcade. Tal: 01772 821855

RICHMQNO _Un|t8_ Wes_tmmst_e_r House.
Kew Road, Tel; 0181 8486122
ROMFORD: 12 Quadrant Arcade. Tel: 01708 742140
ST ALBANS: 18 Heritage Close,
High Street. Tel: 01727 B&1193
SALISBURY: 1b Winchester Street, Tel;, 01722 330955
SHEFFIELD (CENTRAL): 16 Fitzwilliam Gate.
Tel: 0114 2750114
SHEFFIELD {MEADGWHALL CENTRE)
|

: 9B High Street, Upper Mal
£ (next to entrance near. Bools), Tel: 0114 2560836

SHREWSBURY: 2 Bridge Street. Tel: 01743 362007
SLOUGH: 101 High Street'TeF Q1?53 5?58?5'

SOU'IHAH PTON: 23 Ea.st S'treet

i Tel: 01703331862

{ SOUTHEND: 12 Southchurch Road.

- Tal: 01702 461251

- SOUTHPORT: Unit K2, Marble Place Shopping Centre,

Tel: 01704 501255
STAINES: 520 Eimsigigh Centr @ (at back of M&S).

+ Tel: 01784 460675

: STOCKFOHT‘ 32 Mersey Square Tel: 0161 4741427

STOKE ON TRENT: 27 Stafford Street, Hanley.
Tel: 01782 205287

- SUNDERLAND: 258 York Street, (just off the high
 straet near M&S). Tel: 0191 5673646

SUTTON: Unit 26, Upper Mall,
Times Sguare Shoppmg Centre. Tal: G181 7708454

SWANSEA: 45 Princess Way. Tel: 01792 463069
SWINDOMN: 17 Fleat Street. Tel 01793 436036

THURROCK LAKESIDE: Unit 415, Level 3/Food
Court, Thurrock Lakeside. Tel: 01708 867133,

: TORQUAY; 12 Market Street. Tel: 01803 201036
i TRURO: Unit 1, Bridge-house, New Bridge Streel

Tel: 01872 320047.

- TUNBRIDGE WELLS: 44 Camden Road.

Tel: 01892 525783,

WALSALL: Old Square Shopping Centre

Tel. 01822 725207.

WARRINGTON: Unit 20, Time Sguare {near Curry's).

Tel: 01925 651984

® WATFORD: Unit Q14, Hadequin Centre,
Queens Road. Tel: 01923 245388

WINCHESTER: 6 St Georges Stfeet

Tel: 01962 865 0199

WOKING: Unit 3 Cleary Court. Tel: 01483 771675
WOLVERHAMPTON:

Unit 88, Mander Gentre. Tel: 01902 310466,
WORCESTER: 4 Charles Street. Tel: 01905 616?0?‘
\'OFIK TSa Lendal, Tel 01904 628014 o

IRELAND

BLANCHARDSTOWN: Unit: 249, The Blanchardstown
i Cenire {near the yelluwentran::e) Co, Dublfin.

Tel: 01 822 3868
DUBLIN: Unit 3, Lower Liffey Street, Dublin 1 Ireland.
Tel: 01 8725791

DENMARK

COPENHAGEN: IF!L—[JH{IP\HHOHG SADE &,
2.1

Tel++ 33122

NETHERILANDS

ROTTERDAM: VAN OLDENBARNEVELT PLAATS 452°
Tel++ 102 800 268
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27TH & 28TH FEBRUARY 1999:

COLCHESTER  CHECK OUT THE SPECIAL OFFERS
2 short Wyre Strect. AND MONEY OFF VOUCHERS FROM |
S e e LAST MONTH’S WHITE DWARF.
- GRIMSBY MAKE SURE YOU DASH DOWN TO
' e o) S THE GRAND OPENING NEAR YOU!

KENSINGTON

|| MANCHESTER
(TRAFFORD CENTRE)

3

PERTH STORE
OPEN NOW!

SHOPPING
: CENTRE
The new Perth store is open now!

The address of the new store is:
6 Fleshers Vennel, Perth, PH1.

wans Aey

Telephone: 01738 445840

From Queens Bridge head along South Street
towards the Town Centre. Fleshers Vennel is on
the right hand side a few hundred yards down.
Games Workshop is on the right about halfway
down Fleshers Vennel.
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Nighthawks Chaplain Ni_gr'zthawks Chapter Master ~ Nighthawks Librarian

and wearmg Dfmr‘e 5 fump pack I mode!led a beak orzto the he.lmer cmd
wmgs onto the shoulder paa’s F mah’) 1 ckaﬂged his weapons to. a.power

based on Azrael 1 removed the kead used rhe ﬁ*om af ;‘he Lton heim cmd
modelled on a psychxc hood in the shape of a hawk’s beak. I chose to re-
equip him: with a force sword made. from Mephiston’s sword and a
psycmmon fmm the old Dae?mm hunter !nqu:szfor Termmafor model. The

Nighthawks
Land Speeder
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Codex Chaos Space Marines introduces a number of new troop types for Chaos
Space Marine Lords to use, but none are more interesting and useful than the
Raptors. This month Jervis takes a closer look at the background of these carrion
warriors, and discusses some of the ways they can be used on the battlefield.

ORIGIN OF THE RAPTORS

Raptors are a debased form of the jump pack-equipped
i troops that fought in the Traitor Legions during the Horus.
' Heresy. At that time jump packs were a rarity, and they
! were usually only issued to elite: units of troops. These
~ earlier forms of jump pack were rather more: sophisticated
~ and efficient than the ones commonly used by the
~  Imperium in the 41st millennium, being considerably lighter
and less bulky, while at the same time having a higher
. thrust to mass ratio which allowed slightly longer and
- higher jumps to be performed. Such was their complexity,
however, that only the most skilled tech-adepts could
; attempt their construction, and with time even this: ability
was lost, so now all that can be done is to maintain those
packs that still remain. If it had not been for the discovery
of the STC for the jump pack currently used by the
~ Imperium (by an unknown tech-priest on the backwater
- planet known only as DH2), it is likely that the Raptors
- would have been the only troops using jump packs in the
| 41st millennium.
group. had all rumed_ to face rhe appr' ng Rapwrs, e)’es e
wide in horror. s

As ong, rke Rap)tars soarea‘ down ﬁ“om fke towe
low, their descent aceompanfed by 1, rcing
and screants ﬂf their: specmﬂy- modgﬁed armow:: piits

At the time of the Heresy, though, very few units of troops
.~ were equipped with jump packs. In much the same way

_that Terminator armour is still seen as being a badge of
honour, being a member of jump pack-equipped
assault unit was a source of pride and prestige. Such
troops, being rare, were employed only for highly
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you use them in,
especially as they are
available in  such
limited numbers, You
should therefore resist
the temptation to hurl
them out ahead of the
rest of your army, as
this will simply result in
them getting killed
piece-meal while they
are on their own. '

Instead you should try
to hold the Raptors
back and use them
only once the rest of
your army  has
engaged the enemy.
This will allow the.
Raptors to  harry
specific troops while
the enemy has its
hands' full trying to
deal with the rest of
your foree. They are
ideally suited to this
tactic, and it also fits in
rather nicely with- the
way they are
described in  the
background,  which
makes it doubly worth
doing (a victory won
using troops in a way
that they wouldn’t
really act is no victory
at all, at least in my
opinion!).

As for specific tactics
once you do bring

them into play, you'll ]

"

find that Raptors are %
very useful for
taking out enemy
units  that lurk
behind cover,
such as mortars
and Whirlwinds, which
the rest of your
army can't get at.
Alternatively you can
land them behind a
position you want to
assault so that their
heavy firepower can.
whittle  down  the
defenders and so you
can catch the enemy
in a crossfire if they
have to fall back.
Last  but by
no means least,
Raptors can also be
used to  seize
objectives or table
quarters in missions
that require such
things to be done..

Have funl'

RAPTORS

Designed by Mark Bedford:

“The day
will not save
them. And
we own the
night!”

Warmaster Horus at
the Gates of Terna

Aspiring Champion with povier weapon

Raptor armed with meltagun Raptor armed with plasma pun
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“Our
vengeance is
raging inferno
not even the
coldness of
the void can
extinguish.”

The Forces of Chaos

ST Ry e
Chaos Obliterators

par

: I’I_’-- Use t.h.i-s dafk tomes secrets to
“ burn the Galaxy!
Available now for £8.
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WARHAMMER ROSTER SHEET | Norm Molear's Tournament Army |
Modefs/Unit MIWS/BS{S|T |W|I|A |Ld|Swe Notes Points Value
Bretonnian Lord 4664 4 36 4 92+ Mmmapon:_ﬂm Blade (-1 Save) 159
Army General armour; Armour of Endurance
Lance & shield (6* re-roll)

Barded Warhorse 8/3/0/3/3 1 3 15| - Knight's Virtue, Virtue of the Joust
Comie de Mioray
Bretonnian Hero 45544243 83 Magic armour; Enchaned Shield 78
Heavy armour (+ save)

Knight's Virtue

Sir Henri Duart
Bretonnian Hero 45544 24 382 Magic armour: Jade Amulet
Rvy armour, shield $ lance (2+ Ward) 78
Barded Warhorse 8301331315 | Knight's Virtue, Virtue of Diseipline
Jean de Ross
Bretonnian Champion 44443 14 272 Knight's Virtue 410
8 Knights of theRealm | 44 | 3|4 |3/ 1] 3| 1| 7/2+ Unit has standard and musician
Barded Warhorse 8/3/0/3:3/131/5|- Magic standard: Banner of M

(+1 to hit in close combat)
Eduard de Bruis
Bretonnian Champion | 44 | 4|4 (3] 1/ 4|2 7[2 Knight's Virtue 346

9 Knights Errant 43/ 3/3/3/1/3/17 2+ Unit has standard and musician

Barded Warhorse 8/3(0/3(3 12315 Magic standard: Ervantry Banner
(enemy cannot stand and fire)

Rutgar
Wizard Champion 43344/ 2/4/1]75¢ Magic item: Dispel Magic Seroll 179
Halberd Magic item: Rod of Power
Barded Warhorse 8/3/0/3/3/1/3/15/- (store up to 3 Magic Cards)

Mounted Squires _

Champion 4414\ 4/3/ 14/ 27|5 155
5 Squires 4/313/3/3/1/3/1/7 5 Unit contains a standard bearer
Spear, bow § light armour '

Men-at-Arms
14 Men-at-Arms 4/3/3/3/3/1(3/1(7]|- Unit has standard and musician 28
Longbows
Squires
Champion 44(44/3/1(4(2/7]|- Unit contains a standard bearer 13
9 Squires 4313/3(3/1/3/117 -

Longbows

L st TOTAL | \stpim

was sufficient inspiration to get started. Each of the
Knights of the Realm were to be dlfferent sporting
their own unique heraldry.

By contrast, 1 wanted a more uniform feel to my

Knights Errant unit just as Nigel Stillman had done with
the Knights Errant in his army. But what colour scheme

would I use? It had to be bold, inspiring, uplifting and
enlightening. There was only one real choice for me —
I picked the colours of my football team, Partick Thistle
FC {currently langmshlng m the depths of thc Scottish

are a strlkmg sxght even 1f they dﬂ play like an
undernourished Ha.lﬂmg Blood Bowl team!
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Sunday mortung, sore head fee[mg a bit vague (Well

ohar_g_ed - nuff s_a_ld) ;

My last game was against a Chaos Watrior army, led by
a general with the mark of Khorne, on a Chaos steed,
escorted by a bod) guard of tlght Ogres. Whilst this lot
ough my army, I set

n hlS, and just about

c ne a reﬁpectable 3‘5_th overajl Bu more te the po nt
I had five very enjoyable games. The ‘Break Point’ rule
caused me some heartache. The rule goes; if an army is
reduced to a quarter or less of its starting number of
models then it has been broken and you lose the game
unless both armies are broken in the same turn.
Naturally, everyone kept picking on my peasants

because they were easy targets. But if it upset me in

three of the games, it won me the last one, so I
shouldn’t grumble

What's next for my Bretonnians? Well, thinking about it,

I should havt': taken an Army Standard Bearer. Not very

ARFAMMER

Bretonnian to leave him out, so I have started painting
one. I had hoped to finish him in time to bring to the
btudlo to be photographed but my two year»o_ld_ son

Peg'asus to fi_

Knights to pai Thes T gomg to h'we to wait —
having painted thu'ty sets of heraldry I'm takmg a
break from Bretonnians for a while.

My current Warhammer project is a
Dogs of War army, but I'm also
working on some 4( ;

(see right) with red and yellow-
armour... Hmm.
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Being an account of the mighty
and vain lords of Chaos that
assail the world in the service
of the\most vile-and loathsome
gods of Chaos.

From out of tht‘ﬁazsm north they come, the most. -
dreaded of all ’Iords of Chios. Puie evil _PCISinfltd
they march upon the Old World. Ieading the armies
of Chaos in thc destruction of the mortal realms.

Champmns of Ehaos is the companion volume fo the
Realm of Chaos boxed set. Upon its twisted pages
you will find full ruI,cs and background for twelve of
the most feared Champions of Chaos ever to walk
the face of the -Warhamm:r world.

These dread servants of Chaos are: Amon ‘Chakai -
Lord of Change, Azazel - Prince of Damnation,
Dechala - the Denied enc. Beastlord Khazrak the
AT ey One-Eye & Redmaw. Archaon Lord of Chaos
“Undivided, Valnir the Reaper, Arbaal the Undefeated..
Know ye now that the time Aekold Hclbmss Count Mordrck the Damned,
Of mortals ha.s conie : Gorthar the Cruel = BCZleGIl‘d of Chaos, Egrimm

to an end. Va)k Horstmann and Scyla - Sp:twn of Chaos.
== No Chaos Warlord shou,ld o to battle without this
Champions of Chaos durk tome. L

available now - £8. e
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S = \ S o you think you're worthy

enough to command the might
of the Space Marines? So you want to
build a Space Marine army but you
don't know where to start? Or maybe
: you'rf:. alrcady the proud owner of the
Warhammer 40,000 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?

10 plastic Tactical Space Marines,
5 plastic Terminator Space Marines,
| plastic Land Speeder,

3 plastic Space Marine Bikes

and a set of ruined gothic buildings.

{ Fear not. |
oy The Empcror knows.
W The Empcror i Watchmg

SPACE MARINE
BATTLE FOHCE .

Thc Ageof Battle Has

Available now for £40

Gitadel, the Citadel Caslle: Games Workshop, iﬁe'Ga{me_s Vicikehop fogo angi-Warhérrmm are-registered tademarks: of Games Workshiop Lid
© Games Workshap Lid, 1998 All ights regeived.

-




9y} Jes|d 01 JUSS 2i18M SOULBWIEIYM JO Seiuedulod
pue ‘sassaiuo} 8y} Buipusjep uew jse| sy}
01 paip Auedwod) Is| eyl ajieq [esuoisiy ayl Buung
'sjuiod 002'g 0} 8weo pey am spluelh] ayj ‘sjuiod
00S‘L Alesu Jo [B10] B 01 SWED SHUN 82104 99UdjaQg
JRWERAIN PUB SIolBUILLISL By} ‘YBnous AusiusAUc)

‘8]qISUSS palWass Se Way] Pajedo||e pue a|gejieae syun
ey} Joj sjulod no paxiom Aldwis pue speyo uonesjuebio
o0i0} noge Auom jupip em jybyes B 8q o} Bujob
Sem SiUl Sy "80i0} pluelA] Bupjoele ue jeyiebol ind usuy
pue 3|qe|leAR Blem JBY} Slopusjep auuelweln sy} jo
enjea swiod ayl Ino paxiom am pajuted seinieiuiw
a8yl pey am eouQ ‘wesl |elgi Are3, syl Ag
pejuied yms aiow awos }ob o} Ajgolu payse am
0S ‘MO| Ug B SEM UDIYM ‘B|ge|ieAR Sainjelui

JO Jequinu 8y} Sem peY am uoiepuwll 1Sl 8yl
1 op 0} Moy 1no ainbiy 01 pey i1snl am a1e8i08l 0]
juspioul [eouoisiy no pexold BuiaeH "mous ey} ul
uswispieny) [eliadul| pue ssullelIBlM BWO0S Janeq
0] spiuelf] 1o s]o| Jo} asnoxe |[eapi ue ‘0B noA eseyl og

‘(uawspient) [euadw))
80104 80U Jewen|n eyl jo suun pue Auedwod
181 8yl jo siojeuiwlal painowe Ajaeay ey Ag
paspusjep Ajgoial} 2i9m UdIUM ‘S8SSaIlI0) aYl UnLaAo
0} psidwane pue salods oneoAWl ul Sapis au) Wolj
Bunewuwn|d sweo splueiA] Jo seploy 1SeA ‘pulysq
wiodl I pelJey 19s)jojieq .SeuuBwWBIln BUl 8jiym
Aeq 1e 198|4 ealH ey) Buideay sem yoiym abbesoep
jo omlau eousjep Aiesueld  ejqepIWIO)
2yl 0} Aey elem B9say| 'S8SS8JlI0} BouUBlEp
Jejod sauuewel|n eyl punoe 1ybnoj siem sajiieq
1s20491) 8yl ‘uylowsaysg paweu-apoo ‘Axejeb
BU} Ul eAuIe O} Je8l4 SAIH PIUBIAL ISi) BUl yum
101]JU0D DJUBY) B JO BUBIS By} Sem YaideyD saulBwIEL|N
8y} jo puom swoy Aybiw sy ‘ebbeioepy ‘smouy Aiojsiy
000'0F Jewweysep jo juspms poof Aue se ‘moN

‘SsuBLUBIN JO [njpuBYy B pue SpiueiA] ‘pient [eladull e1em
s895Bq SIyM-mous yum pejured useq Apeeije pey yoiym SeiuLe 8y '8jjieq Jno 1oj S8ol 891 8y} punole winj
e bupje] o] Aoury B 300} pue 000 0F JoWILLIBLIBAA 0] JING PRY S8UO, YIB PUB Weyurlg usmQ 1Yl UiBLd]
promasr ayl paxi Auemnaiped spp wnjuusiiy 15ty eyl wolp Aiojsiy jo 89sid B uo paseq oueusoss e dn
Buprew 1oy sweu Aouej e jsni si yoiym ‘Wybiai [eaLiojsiy e sem ‘siepea. Buuinbul Aw ‘op o} pepiosp em Jeym

‘usuuld sewon| pue adioy] Ay ‘uosuyor siep ‘(siequieys Apuy) jlesAw bureq
am ‘pejoyo em ,joH ‘OH ‘OH,, , AeplH Aq auop y }8b Jsni, Joype punjo. 8y} Lonb , 4eA81BYM,, . JUBISHIP G
e Buiylewios op o} juem am Ing, ‘pajjdes em Ayblfy, Ao pip exoig le4 eyl jrodel sjieq e sn o, Apuy

*SaIyS oY} wo4y way) uodn jjej spiueif] se pjiom awioy Jisyj
puajap jsnuw sauilewiesljn ay3 ‘piodas ajyyeq s.yjuow siyy uj

‘Usulild sewiony pue adioyj] ABY ‘Uosuyopr siAiaf
‘sioquieys Apuy Aq jiodoay ojiieg 0000 2w yIes v

1334S 109

UYLV
v h e

-




Tyranids out towards the end of the
battle. We decided to represent this by
play_ing two games, one after the other.

In the first game the stalwart Space
Marines and Ultramar defenders would
attempt to stave off all of the 2,200
point rampaging Tyranid horde. If and
when (hopefully) the Defence Force
fell, we would play a second game with
the Ultramarines Relief Force
attempting to clear the surviving
Tyranids out of the fortifications. In the
second game the Tyranids would only have
the: units which survived the first battle, with
units keeping the numbers of models they
had left, models which suffered wounds
carrying them forward and so on.

This is what we wrote up for our scenarios
based on these ideas.

Tuomas and Andy in acuon on me ice plains of Macragge! Being

dead hard, Tuomas wears a T-shirt. Andy, however, feels the cold...

GAME 1:
ICE STATION HEBRA

An outpost of the northern polar-fortress, Ice Station
Hebra guards an entrance to a network of
underground tunnels connecting defence laser silos
and power generators. Ordinarily it is. manned by an
isolated garrison of Ultramar defence volunteers, but
prior to the arrival of the Hive Fleet these are
reinforced by fiffeen Terminators of the Ultramarines of
the 1st Company. At the height of the battle between
the Hive Fleet and the Macragge Planetary Defences,
long-dormant surveyor systems at the station sound
the alarm as the skies fill with the fiery trails of mycetic
spores plummeting earthward...

Set Up: See the terrain set-up map later on. The
Ultramar force must deploy within the fortifications of
Ice Station Hebra and place at least one unit in the
outpost on the other side of the fracture planes.

The Tyramds drop in by mycetic spore at the start of
turn 1, using the Deep Strike rules. Due to the nature.
of the assault, the Tyranids start rolling for the arrival of:
their forces on turn 1 instead of tum 2, as is normally
the case.

First turn: The Tyranids get the first turn.

Reserves: The Tyranid force starts in reserve but
makes its first dice rolls to arrive in turn 1.

Mission Objective: Victory goes to the side with the
last surviving models left on the table. If the
Ultramarines win there is no game 2.

Game Length: The game: lasts until one sade is
destroyed or has retreated off the table.

Special rules: If the Ultramar defenders fall back, they
will head for the bunker door at the base of the station
tower, which we assume leads below ground. Units
which reach the door treat it in the same way as
reaching the edge of the table and may attempt to
regroup at that point. If the unit continues to fall back it
is removed from play. Units which retreat underground
are diced for at the end of the game and will lose D6
models to the depredations of the Tyranids before the
relief force arrives. Any survivors may participate in
battle 2.

GAME 2: COUNTERSTRIKE

We treated this as being the same as the planetfall
mission in Codex Space Marines, with the Tyranids:
defending (obviously). We had another 800 points of
Ultramarines to form the relief force and ruled that they
could take extra troops or vehicles to reach an equal
points value with whatever Tyranids survived game 1.
To let the Ultramarines deploy bikes: or. vehicles we
allowed units which couldn’t deploy by drop pod to
come on from a random table edge at the start of the
game.

Note: The first time we played Counterstrike the
Ultramarines ended. up surrounded by Tyran.'ds and
the ground. Th.'s was rarher bormg and unfair on the
poor old Ultramarines so we stopped that game and
changed the scenario slightly. The Tyranids were
restricted to deploying inside the perimeter of Ice
Station Hebra or on the outpost over the fraciure
plates. The blizzard rules were not used in game 2 (we
assumed the Ultramarines dropped during a break in
the weather).

All that remained was to apportion the players to the two
sides. Tuomas played a lot of games with Tyranids when
we were working on the new edition of 40K, so he was a
natural for ravening alien monster duty. I'm starting work
on Codex Tyranids at the moment so | blagged the
chance to try them out a bit. Originally both Gav and
Jervis were going to command the defenders but as it
transpired Gav was still recovering from visiting a Danish

convention called Fanauc on the day we fought game 1,

so Jervis stood alone. The next day Jervis succumbed to
some gribbly virus and was off sick — another triumph for
the Hive Mind! (One glass of Babycham and he blames
a virus... — Paul Sawyer) Gav took sole command of the
Ultramarmes counterstrike force. So, the scene is set,

the players are prepared and all is in readiness; on with
the show!
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it was anyone else, Keyes thought, they'd be screaming

with the pain of frostbite.
Maxima considered Keyes for a moment more and then

stepped back. Raising his voice, the Sergeant

addressed the assembled platoon.
“The xenomerphs will altack soon. Lord Calgar has

surrender. Our glorious. fleet is at this moment doing

battle with the alien menace, and when it is victorious.
our warriors will return to relieve us. Men of Macragge,

citizens of magnificent Ultramar, you are called upon to
fight, and lay down your lives if necessary, in the
defence of our realm. Do so with courage, for even as
we stand here, the annals of history are being written.
Let your names be remembered with pride.” The

WARH ‘\T‘ﬂ MER’
450900

Sergeant finished with the customary salute of Ultramar,
a fist clenched across the chest. Without a further word,
Maxima turned around and strode easily through the
thick snow. back towards the bunker.

“Die to the last man?” Brennan whispered harshly, his
eye following the retreating form of the master. “That’s
alright for them to say, they're not really men at all.”

“Shut it, Brennan!” Defence Sergeant Doric snapped.
“It's their world as well, remember that!”

“Well, I'm just glad they're on our side.” mumbled Keyes.

Al eyes turned to the row of blue-armoured. Space
Marines keeping their patient vigil at the wall.

“Aren’t we all soldier,” Doric replied, “aren’t we all...”
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As night fell, several creafures approached through the

canyon — the heavy tread of their booted feet alerting the
Lictor long before they were near its hiding place. Its
feeder tentacles could identify three different scents. As
the sun sank beneath the lip of the canyon wall,

plunging it into darkness, the Lictor opened its eyes and

saw thin beams of light playing over the snowy ground
as the prey used their strange devices to compensate
for their poor night vision. The Lictor suffered no such
disadvantage and could clearly see each of the three
creatures walking closer.

As the prey came abreast of the Lictor, it released a
surge of chemicals into its blood stream, sending
burming energy through frozen muscles. In a spasm of
power the. Lictor leapt, its claws snapped outwards,

WARHAMMER'

AN AN

decapitating two of the prey in an instant. The third fell
to the ground, high pitched noises emanating from its
throat. The Lictor pinned the creature down with one of
its claws and bent closer, bringing its face in front of its
prey’s. The feeder tentacles struck, tearing through
flesh and bone with ease. They quickly burrowed into
the prey’s brain, seeking out the information the Lictor
needed. Quickly analysing the contents of the prey’s
brain, the Lictor discovered what it had been looking for.
Out of the canyon and away from the sunrise, the prey
had dug a deep burrow into the ground to hide from the
harsh weather. Many of the warrior prey were there. The:
Lictor quickly fed on the corpses of the other prey,
replenishing its vital proteins, readying itself for battle
once more. When it had finished, the Lictor stood up, its
gazing turning north. it had found the prey...
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W ‘ﬂ?‘?“:j MER & Tyl‘anid Invasion Force - Tyranid' Hive Fleet army

Unit SIS |T|W| 1| A |Ld|Save| Notes Points
{g| 2 Hive Tyrants 6 |36 |6|4|5]|4/|10]5 |lvlesble save, venom cannon/barbed strangler 205pts
- EJ Lictors 6106|4363 105+ lvolerable save, fearless 195pts:
- Wartior Brood |
- E 3 Tyranid Warriors S13|514(2|5]2 105+ |Clos combat weapons 96pts
Wasrior Brood 2 .
E 3 Tyranid Wasrioss 3135141252 |10[5+]Clost combat weapons Y6pts
: Wasrior Brood 3
—' EJ Tyranid Warriors S13 1542 |5]2]|10|5+|Devouress 105pts
‘ 4 Wartior Brood 4
s . ES'Tyranid;Wmiors; S13 5|42 |52 |10]5+ |Devovter, deathspitter, vesom cannon 127pts
_ Termagant Brood |
s n 2 Termagants 313|331 4] 1] 5|6+ Fleshborers 140pts
: " Térmagant Brood 2
2 Termagaots 3[3[3|3[1]4]| 1] 5|6+ |Flshborers 140pts
Genestealer Brood |
n 10 Gepestealers 6 |0 |44 (1|62 106+ |Raorshap clws (covst as powes weapons) - [220pts
Goosalr Brood 2 | |
ﬂ 10 Genestealess 6 |0 |4 (4|1 |62 |10|6+Ruorshrp claws (coont as power weapons) 220pts.
I Ripper Swarm :
n 4 Ripper bases (O[3 (33| 1|3 |10]|6+|Feuss, jaws (couat as close combst weapons) 1Bpts
.h '. Ho;migauut Brood
\‘! E:E 19 Hormagauats 413 (3|31 4|1 | 5][6+]Chs(oomtasclos conbat weapons) bounding lsp (" assalt move) | I14pts
Gargoyle Brood :
- ':'!| Il Gargoyles 31333 (1[4 1 |06+ Fleshborers wings (couat as jump packs) 110pts
| . 2: Carnsfexes 413(1016 (4|23 |10]5+|Iavulerble save, bio-plasma 210pts &
il 1 Zounthropes 313 (414242 |10[2+ | Warp blast, fearless 80pts  §
A 1 Biovores 3131314211 1 10 [ — | Spore Mines (special rules - sce Tyranid army fist) 100pts §

Al | TOTAL: 2206 points
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' BATTLE 1: |

TYRANID TURN 1

The skies of Ultramar erupted with flames as the mycetic
spores of the Hive Fleet penetrated the atmosphere.
Most spores landed safely, but one of the spores,
bearing a Lictor caught fire as it sped towards the
ground, and shattered as it hit the ice, spraying slime
and ichor around it as the Licter died upon impact.

Crouching over the shells of their spores, the warriors of
the hive mind opened fire upon the defenders. The huge
Carnifex that had landed inside _the compound

Guardsmen SIX Guardsmen from two squads died, and

the Colonel leading the Command Section was

L A0N

wounded. Despite the howling wind and snow, the first
Hive Tyrant ocpened fire with its Venom Cannon. With an
incredible show of luck the deadly bio-weapon hit the.
Predator, ripped its side open and caused a massive
internal explosion! The smashed tank took two nearby
Genestealers with it to an icy grave.

The other Hive Tyrant was not as lucky, and missed
altogether, as did the Zoanthrope. The fire from the
Termagants, however, killed one: of the Guardsmen in
the 2nd Squad.

Faced with the awesome Carnifex, the morale of the

Imperial Guard Command Squad broke, and they turned
fo run only to be caught in the
units. The second Imperial Guard
squad followed them and ran 5"
towards safety. The assault on
Ultramar had begun.

IMPERIAL
TURN 1

The Imperial forces moved quickly
to contain and, hopefully,
eliminate the initial Tyranid
landing. The 2nd Terminator
squad advanced. to deal with the

Tyramd Warriors that had landed
on- the bunker, while the 5th
Terminator squad was joined by
one of the UDF squads as they
swung round to engage the
Genestealers and Carnifex in the

outer compound. The 10th
Terminator squad moved over to
the right-hand side of their bastion
in order to get a better shot at the
Tyranid creatures outside the
compound.

Imperial fire whittled down the
Genestealer and Tyranid Warrior
soore a wound on the mlghty
Carnifex. In the assault phase the
2nd Terminator squad, led by the
Chaplain, charged the Tyranid
Warriors, wiping them out for no
loss, while the 5th Terminator
Squad and the UDF squad
charged the ’Stealers and
Carnifex. Although two of the
Terminators were killed in the
assault, the last Genestealer was
killed and the Carnifex reduced to.
a single wound. All in all it had
been a most successful 1st turn...

WARMAMMER'
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GAME 1 TURN 1
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TYRANID
TURN 3

As the blizzard howled on, the
struggle grew desperate, and the
Tyranids moved in for the kill. The.
Hormagaunts and two broods of
Tyranid Warriors landed next to the
isolated bunker over the river, that
contained the Veteran squad.

The Gargoyles opened fire on the
remaining: Command Section, and
took out one trooper. The Biovores
lobbed their deadly cargo amongst
the desperate Imperial defenders.
Four Guardsmen from the 1st and
2nd squads died in a way too
horrible to contemplate as the
Spore Mines tore them apart. The
rest of the Tyranid fire was far less
effective however, with both
Zoanthropes and almost all the
Tyranid Warriors missing their
targets. The Hive Tyrant with the
venom cannon managed to cut
down one opponent, while the
barbed strangler hit the 4th squad,
killing four Guardsmen.

The Termagants and the Ripper
Swarms assaulted the 4th Imperial
Guard squad, and though one
Termagant was cut down by lasgun
fire, the brave men were
massacred. Only one was left
standing, and as he turned to flee
he was overrun by the pursuing
Ripper Swarms — only a few bones
remained.

A Lictor attacked the 3rd squad but did not fare as well.
in a show of utter incompetence, the giant Tyranid failed

to even hit the puny humans, and only because it was

fearless did it avoid taking a Break test. The dual hive
mind of Pirinen/Chambers howled with displeasure, and
decided to turn the treacherous Lictor into a Termagant
after the battle.

WADRHAMMERD

=
1DADD
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IMPERIAL TURN 3

Things were looking pretty grim in the compound now,
but still the Space Marines fought on! The 2nd
Terminator squad moved towards the Zoanthrope that
was close by, failing to kill it with their storm bolters but
then hackmg it apart with quick eﬁlmency in the assau}t

remalmng Terminator and the surwwng UDF

troopers dealt' with the Lictor that they had
been fighting. Meanwhile things were hotting
up around the bunker over the river the

Tyranid Wamo_rs_armed with devo_u rers, kil Img
two of them.

GAME 1
TURN 3

TURNS 4-6

It was clear now that, barring a miracle, the
Space Marines couldn’t possibly hope to win,
so.they determined to sell their lives as dearly
as possible. In the compound, the surviving
Terminators and the Chaplain hurled
themselves at the Tyranids, gunning down
four Gargoyles on the way and annihilating all
but one of the Termagants in a single round of
combat. The combat between the
Veterans in the bunker over the: river
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ULTRAMARINE RELIEF FORCE

®

A

Termina-tdr--
Librarian

1st Squad — Veteran Sergeant
with auspex, 9 Space Marines
with flamer and missile launcher

2nd Squad - Veteran Sergeant
with power fist, 9 Space Marines
with flamer and missile launcher

Assault Squad — Veteran
Sergeant with plasma pistol, 4
Space Marines with jump packs

10th Devastator Squad — 5 Space
Marines with heavy bolter,
lascannon, missile launcher and
plasma cannon

Bike Squad — Veteran Sergeant
with power weapon and 4 Space
Marine bikers with plasma gun
and meltagun

REMNANTS OF THE TYRANIDS

Wounded
Hive Tyrant &£ Hive Tyrant
with venom (& ~2E with barbed
cannon strangler

2 Warriors with
deathspitter
and devourer

1 Warrior with
close combat
weapons

e

10 Genestealers

1 Zoanthrope

20 Termagants
f, Biovore.

4 Ripper Swarms

Biovore

2

1 Termagant

17 Hormagaunts

7 Gargoyles. a 5

MAKING CHANGES

Gav: The first time we tried out the relief force’s attack, things J
did not go at all well for the Space Marines. The bulk of the.
Ultramarines’ units deployed in one corner of the table, with the
bikes, Assault squad and Librarian further down the table to
sweep the far end clear of any Tyranids. As it turned out the

Marines were swamped by
Hormagaunts_ Rlpper Swarms, Termagants and Gargoyles in
the Tyranids’ first turn. Although these units weren't able to wipe
out the Space Marines on their-own, they did a splendid job of
holding them up while one Hive Tyrant and the Tyranid Warriors
could join the fray. The Bike squad bravely leapt in to shoot at
the other Hive Tyrant, only to be torn apart by the Hive Tyrant
and Genestealers The Assault squad and i_:brarlan found

a Ione Terma_gant who had su_mwed t_he_ first g_ame and_ were_toc-
far from the main fight to be any assistance. Needless to say, it
was looking like the Space Marines were going to get butchered:
in short order and some changes needed to be made.

fortregs then it was reasonable to assume they d be:
concentrated around that area. This would give the Space
Marines a little more room to manoeuvre, without being pounced
on by a horde of beasties in the first turn. We also decided that
the Space Marines would wait for the blizzard to abate before
they struck, allowing them to use their firepower more effectively,
80 the blizzard rules would not be used in the second battle.

TURN 1

As it turned out, everybody except the Assault squad scored
a HIT on the scatter dice and landed exactly where they
should have been. This gave the Space Marines a solid force
on one side of the fort and the Assault sguad to cause trouble
on the other side. As it happened, the Bike squad also turned
up with the Assault: squad, giving the Marines a mobile
‘attacking’ force and a defensive force. The bulk of the
Tyranids were on the other side of the complex, but the
Genestealers were still close and the Hormagaunts, with their
double charge range, were likely to be able to attack the
Space Marines in the first turn too. =

4 .
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However, their faith
in the Emperor was
strong and they
continued to fight
the seemingly
unstoppable beast.
The. Assault
Sergeant managed
to inflict two wounds
on the Ripper
Swarms before
being overwhelmed
by a living tide of
creatures that
devoured his armour
and flesh before
moving. on towards

1HOd

the bikes. In the
other close combat,
three more members
of the 1st Tactical squad fell to the combined attacks of
the creatures facing them, but their battle-brothers
fought back ferociously, s_laymg another Hormagaunt
and a Genestealer. The Tactical squad broke off the
them clear of many of thE.‘iF adversanes who cs_uld
simply consoclidate into the unit as it fell back and
continue the combat. The Genestealers broke: off their
attack and consolidated behind a nearby wall, their eyes
fixed intently on the Devastator squad, now that the Hive
Tyrant had arrived to finish off the Tactical Marines.

TURN 3

Now that the Genestealers were no longer in combat,

they became the object of the Space Marines’ zealous-
fury. The 2nd Tactical squad and the Devastators
opened fire at the murderous creatures with everything
they had killing seven of them in a storm of bofter she[fs

alwe The assault phase brou_ght ba_d t:dmgs_ for Andy
and Tuomas. In the fight against the 1st Tactical squad,

the Hive Tyrant threw all of its attacks against the
Veteran Sergeant, but failed to inflict a single hit... Once
more the Hormagaunts were unable to cause any
casualties, although none of their number fell either. The
Space Marines held firm, trying to buy vital time for the
Devastators to get more shots.

The Devastators
fail to gun down the
Genestealers and are

- overwhelmed in hand-
- lo-hand combat.

Fighting the Bike squad, the other Hive Tyrant managed
to tear through two Space Marines with its bio-weapons.
The Veteran Sergeant, chanting prayers to his Primarch
Roboute Guilliman, attacked once more. His glowmg
power sword cleaved through the Hive Tyrant's

midsection, sending its body tumbling to the ground in a
fountain of ichor. One of the Hive Tyrants was dead —
just one more to go! The victory was short-lived as the
Ripper Swarms engulfed the Veteran Sergeant’s
comrade and he roared out of the combat with the
Ripper Swarms following swiftly behind.

Flapping alongside the river, the Gargoyles aimed their
fleshborers at the survivors of the 2nd Tactical squad,
but failed to hit, as did the warp blast from the
Zoanthrope. The Biovore also targeted the Tactical
Space Marines, but its deadly Spore Mine drifted off
course in the arctic winds.

In the assault phase, the Genestealers charged into the
Devastator squad, while the Ripper Swarms flowed over
the Biker Veteran Sergeant and the Hormagaunts and
Hive Tyrant continued their attack on the 1st Tactical
squad Tuomas and Andy swapped dice- rolling duties for
turn, and Tuomas prove_d_ equal to the tas_k_ krllmg_ ths
remaining four Tactical Marines. Both the Hive Tyrant
and the Hormagaunts swept onwards towards the
Marines of the 2nd Tactical squad, feeling victory in their
grasp. The Genestealers only managed to kill one
Devastator, although neither of them fell to the
Space Marines’ attacks. The Bike squad’s Veteran
Sergeant managed to cause another wound on the
Ripper Swarms, but inevitably fell to the wave of
fanged maws engulfing him.

TURN 4

Not giving up without a fight, the brave warriors of
the 2nd Tactical squad poured bolter fire into the
approaching Hive Tyrant, managing to wound it.

Unfortunately their krak missile went astray and the:
end looked very near. In the Space Marines' assauit
phase the Genestealers easily cut through the:
remaining Devastators and advanced meaningfully
towards the handful of surviving Space Marines.

As the remaining Tyranids charged the Tactical
squad, the Gargoyles added fire from their =
fleshborers, killing one Space Marine. The
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IL ORDER 73* 0115-91-40000 MAIL ORDER ﬁ 0115-91-40000

| MAIL ORDER

e Did you know that Mail Order can get hold of any of the old
Games Workshop metal Miniatures?

Did you know, if you order miniatures we don’t currently
have, we’ll cast some up just for you?

Did you know that post and packing in the U.K. is sel,
£4.00 for first class, £3.00 for second class, no matter

how many miniatures you order?

”0 ANYTHING AT ALL - GIVE US A CALL

] \t o

= 0115 91 40000 =

Mail order is open from 7am
| to Midnight seven days a
week, including bank
holidays.

Alternatively you could fax
your order to us on:
-~ 0115 916 8002
Or post it to: Games
Workshop Mail Order, Willow
Road, Lenton, Nottingham,
NG7 2WS.

USING MAIL ORDER IS AS
EASY AS FALLING OFF A LOG!

Using Mail Order is as easy as falling off a proverbial log! If you
have access to a credit/debit card (either Access, Mastercard,
Visa or Switch) then you can place your order by phone... Just
nng the huge number above. If not then don't despalr simply

or postal order (ava:lab}e erm your local post oﬁlce) to the
address on the left...

See, as easy as falling off a log. Still stumped? Well then, pick
up the phone and call Mail Order, we're never too busy to help!

‘_ , Deutsch/Holland Mail Order,

DIESE LEITUNG IST MONTAG BIS FREITAG

VON 12 BIS 20 UHR OFFEN (Mez)
0044 115 916 8256

GEOPEND VAN MAANDAG TOT VRIJDAG
VAN 12:00 TOT 20.00 UUR Nederlandse tijd
0044 115 916 8255

IL ORDER 5

0115-91-40000 MAIL ORDER -

0115-91-40000
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ORDER @ 0115-91.Annnn man_nbnegp T3 0115-91-40000

WARHAMME

xwu“

S@fa @ baos Spawn Dechala, Plaguebearer Plaguebearer:
Designed by Trish Morrison, the Denied One. Champion Standard Bearer
Designed h).' Trish Morrison Designed by Colin Dixon =

Daemonette Champion
on Steed

Daemoneite Musiciar. Daemonette Standard Bearer

on Steed
Designed by Trish Morrison, Aly Morrison & Chris FitzPatrick on Steed

Designed by Michael Perry

‘Designed by Michael Perry

Oglab Kban's Hobgoblm Wo{fboyz Ghazak Khan, Hobgoblm General
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ORDER T 0115-91-40000 MAlLonDEn‘E' 0115-91-40000 M,

% SPACE MARENE DARK ANGELS
DRLADNOUGHT

5 - o e 5 ¥; : . 3 4 o
. e <l BLOOD ANGELS SPACE MAH!NES ; /
% A AL PREDATOR A .' A SPACE MARINE VINDICATOR A
- Designed hy;lflo_rma_n Swa?les‘&_ M'rke_ McVey < . Designed by Jes -Gncdwin-. Norman Swales & Mike McVey
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x SISTERS OF BATTLE SERAPHIM x

= DGSIgned by Jos Goodwin
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ORDER T 0115-91-40000 MAIL onnE.n ﬁ' mi15-91_4oooo M

In this month’s Chapter Approved, Andy Chambers give us an ‘in the works’
army list for the Space Wolves. Here are just a few of the models available
for the Space Wolves. There are plenty more in the Citadel Miniatures Space
Marine Legends catalogue. This includes all the current range and many
classic models as well.

BLOOD CLAWS £2 EACH
WITH JUMP PACKS £4 EACH
SERGEANT £4

x SPACE WOLVES BLOOD CLAWS x
WITH JUMP PACK £6

COMPLETE /&

e ] |l @ (@ RUNEPRIESTIN o
& @; [RON PRIEST @ sg COMPANY smwnmak " ® rerminaTor armour®)

-
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WARHAMMER 40,000

WARHANMER 40,000 BOXED GAME £50.00
WARHAMMER 40,000 RULEBOOK £25.00
CODEX CHADS SPACE MARINES £8.00
CODEX BLOOD ANGELS £4.00
CODEX SPAGE MARINES: £8.00
CODEX DARK ELDAR £8.00
NEW! KHORNE BERZERKERS BOXED SET £10.00
FABIUS BILE AND BODYGUARD BOXED BET £15.00
CHAOS SPACE MARINE RAPTORS BOXED SET £15.00
NEW! GHAOS SPACE MARINE RAPTOR ' £4.00
NEW! RAPTOR WITH ASSAULT WEAPON £4.00
NEW! CYPHER £6.00
KEEPER OF SECRETS | £25.00
KHARN THE BETRAYER £6.00-
AHRIMAN £6.00
ABADDON £68.00
CHAOS SPACE MARINE CBLITERATORS. £5.00.
DARK ELDAR SCOURGE WITH SPLINTER RIFLE £4:.t_]0 ]Of 2.

" DARK ELDAR GROTESQUES £6.00 for 3-
DARK ELDAR JETBIKE BOXED SET £5.00
DARK ELDAR SCOURGE BOXED SET £15.00.
DARK ELDAR TALOS BOXED SET £15.00
DARK: ELDA_F\‘ WARRIOR WITH BLASTER £2.50
" DARK ELDAR WARRIOR WITH DARK LANGCE £3.00
DARK ELDAR WYCHES WITH WYCH WEAPONS £3.00
DARK ELDAR RAIDER BOXED SET £42:00
DARK ELDAR JETBIKE SQUAD BOXED SET £18.00 .

NEW! SPACE MARINE VINDICATOR £20.00 -
NEW! SPACE MARINE LAND SPEEDER TORNADO _ £17.00
BLOOD ANGELS HONOUR GUARD £15.00
BLOOD ANGELS CHAPLAIN LEMARTES. £5.00
BLOOD ANGELS DEATH COMPANY BOXED SET £10.00
" BLOOD ANGELS BAAL CLASS PREDATOR £20.00
BLOOD ANGELS DEATH COMPANY CHAPLAIN £4.00
BLOOD ANGELS SPACE MARINE £2.00
SPACE MARINE TERMINATOR CAPTAIN £6.00

) SF‘AGE MAF{INE ASSAULT S@UAD BOXED SET £10.00
WARHAMMER 40,000 TEMPLATES £2.00
WARHAMMER 40,000 GOTHIC AUINS. £5.00 (per bag)
WARHAMMER 40,000 TREES | £3.00 (per bag)
SPACE MARINE BATTLE FORCE BOXED SET £40.00

SPACE MARINE TACTICAL SQUAD BOXED SET

£10.00

CORRESPONDENCE W  welcome
comments about White Dwar!, Games
Workshiop games-and Cliadel miniahures,
Al letars except subseriptions, and Mail
Order should be addressad o: The White
DOwiarl, Games Worshop, Willow Aoad
Lanton, Nofingham NGT 2WS.

Please mari your ervelope cleary with the
nam of the game you- ame wriing to Us
Bbout, f you want a reply you must enclase:
a seffaddressad stamped  envelope
(overseas readars should include IRCs).

We racaive an enormous amount ol mail.

We do read every letter, bul # may lake &
Iitle tie for us 1a reply i fou, 50 please be
patignt

You -can find Games. Workshop o the.
Workd Wide Web at the following Infernet
addrass; © hitpzliwww.games-
Mlhop com

SUBMISSIONS Al material subrfed to
s for publication is orly Accepted on the

it Sa, if you do.not wish o sssignconwgﬁl
In this - way, please do nal send us your
 submission, We'rs afeaid we cannot work in
any cther mayl

REG
Tolloing

all ragistersd frademarks of

Bowl, Chivalry, Ciladel, he Citadel loga,
el, Dark Future; Deathwing,

Games.
op, the GW logo, The GW.
_Genestealer, Sloftabase,
1, Spaca Hulk, Space Marine,
'I‘aliamén _ Tyranid, Whmamrner and

trademark of Marauder Mm-atures Lid,
Used with permission.

The following are &l
irademarks: of Games Workshop Ltd,
Adepla Sororltds,  Adeptus  Astartes,
Adephis Madaanlcus. Aakold Helbrass,

assummmnb\ﬁ the cup)mgh?ﬂ it ls by the

Workshop Limited. We also retain the | r@n.
10 adit andior amend all matérial a5 we see

ED TRADEMARKS Tha'
Games Workshap Lia. Armageddon, Blood -

property of Gamas Workshop Lid, 8

Amon 'Chakal, Arbasl, Archaon, Archan,

Aspect Warrior, Avatar, Azazel, Banna

Wavar, Black  Ligrary, Blnnd;.nngals.
Blondietter, ~ Bloodihirster, ~ Cadian,
Calachan, Celestian, cnamplans of Chaos,
Codex,  Count  Mordrek,  Gulsus,
Dasmonette, Dark. Eldar, Dark. Faager,
Death Zune. ‘Dechata, Digga, Digganab,
Birachon, Dragmek Bitzkarl, Egdmm van
Horstmann, Eversor, Exarch, Eye of Termor,
Faleon, Fasseer, Fira. Dragon, Fite Prism,

Flash Hound, Gargant, Gobbo, Golden -

Demon,  Gorkarnorka, Gorthor, - Graat
Unclean One, Gratchin, Grey Knight, Grot,
Haemonculus, Mead Haoncho, Hetlion,
Hunter Slayer, Immelater, Incuty, Infemo,
Joumal, Keeper of Secrels, Khazeak the
One Eye_ Khome, Knights: of the White
Walt, Knights Panther, Legion of. the
Dam

ned, 1
of. Change, Madbay, Mandiake, Man O'

Wer,  Marauder, * Mekboy, - Mordian,
Hectomunda,  Macron, ~ bob, Nurgle,

Predator, Psyker, Raider; Raptar, Halﬁrag.
Ravager, Ravenwing, Rabial Grot, Red
Gobdo, Scourge, Seyla, Sea of Blood,
Sentinel, Ser\rnnr Skavan, Smanssh,
ggnn, &ém Snotling, Saﬁ;sﬁwh;es,
nner, Squat, Squig, | orpion,
Sucrubis, smupmg ‘Hawk, Svbarite,
Tatlam, Tears of Isha, Terminator; Troll
Slayer, Tzeénich, Utiamarines, Valhala,
Vaknir the Heapar Vyper, Warhammer
Quest, Wairdboy, White Dwarl, e White
Dwarf flgure, World Eatars, Wraithiord,
Wych, Yoo and Zoanthrape, The Gitadel
paint pat s UK ‘registerad design N
2073130, Seatter dive are UK segistered
design No. 2017484
cuwmnm's AND 'IRAD!HIRKS

Copyright Games W‘ndeshup L1 1399,
All artwork. inall Games  Warkshop
pradiicts. and al Images contained therain
“have been prociced efther infolise or as.
work for hite. The exclusive capyright In the
artwork end- the images it depicts is.

‘Copyright Games Workshop Lid 1999, Al
mfus resanad.

Phone 0115-91-40000 to add any of these models to your collectio

AND HERE’S THE REST:
WARHAMMER

WARHAMMER BOXED GAME £50.00
WARHAMMER MAGIC £25.00

~ WARHAMMER ARMIES BOOKS £15.00
WARHAMMER ROSTER PADS - £2.50
NEW! OGLAH KHAN'S HOBGOBLIN WOLFBOYZ BOXED SET 215,00
NEW! HOBGOBLIN WOLFBOYZ £3.00
NEW! GHAZAK KHAN, HOBGOBLIN GENERAL £6.00
NEW! DAEMONETTE CHAMPION ON STEED £7.00

T NEW! DAEMOMETTE STANDARD BEARER ON STEED £7.00

" NEW! DAEMONETTE MUSIGIAN ON STEED £7.00
~ NEW! PLAGUEBEARER CHAMPION £2.50
NEW! PLAGUEBEARER STANDARD BEARER £2.50
NEW! PLAGUEBEARER MUSICIAN £2.50
 NEW! SCYLA ANFINNGRIM: £7.00
NEW! DECHALA. £6.00
LUMPIN CROOPS HALFLING BOXED SET. £13.00
WARHAMMER REGIMENTS _
SKAVEN CLANRATS BOXED SET £10:00
NIGHT GOBLINS BOXED SET £10.00
EMPIRE CROSSBOWMEN BOXED SET £10.00
EMPIRE HANDGUNNERS BOXED SET £10.00.
SOLDIERS OF THE EMPIRE BOXED SET

£10.00:

SKELETON WARRIORS BOXED SET £l

CHAQS WARRIORS BOXED SET £10.00°
CHAOS HALBERDIERS BOXED SET £10.00.
CHAOS KNIGHTS BOXED SET £10.00:
BLACK LIBRARY
GAMES WORKSHOP CALENDAR £8.00
WARHAMMER MONTHLY, Comic #13 . £2.00.
INFERND, Tales of Fantasy and Adventure #11 £5.00
JOURNAL #30, 96 pages of hardcore hobby - £4,00
FIREPOWER, EPIC 40,000 compilation £4.00
CITADEL MINIATURES
1899 CITADEL MINIATURES ANNUAL £7.50
MEGA PAINT SET £100.00_
HIGH ELF BANNERS. £5.00
DARK ELF BANNERS B £5.00 -

THROLLI16

This month’s issue of Troll, Mail Order’s
own magazine, is full to the; brim with
deals and crazy ideas, including...

* Hordes of Chaos Daemons!
» New Space Marine Vindicator!
* New Khorne Berzerkers!

¢ Cypher, Chaos Champion!
» Dogs of War Hobgoblins!
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Take out a
2 year subscription
(24 White Dwarfs) for £75
and we’ll give you a Codex up
to the value of £8 plus one
£10 boxed set FREE!

0115 91 40000,

SUBSCRIPTIONS

Take out one of this month’s
subscription deals, and you’ll |
get an £8 Codex and a £10.00
boxed set absolutely FREE!

Take out a
1 year subscription
(12 White Dwarfs) for £40
and we’ll give you a Codex up.
to the value of £8 absolutely
FREE!

Call us on

If you already have |
__asubscription then
% this is the time to?

' think about |
renewing it! |
Give us a call forf%
details of oversea:
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