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VAMPIRE COUNTS COVER ™
Art by Geoff Taylor

CAMES WORKSHOP NEWS

Mewshound lain Compton finds out what is going on here in the
heart of GW, uncovering stories of Ork pirates, Vampire Counts
and new Combat Cards. All the news and more, including
Mutterings from the Black Library and a glimpse into the future. —be ve

THE CAMES WORKSHOP READER SURVEY 48

WA
2

Fill out the survey, sand it in and you could win as much Games Now 1
Workshop stuff as you can carry! ;-l'ﬂmﬂal:lu
or the

CAMES WORKSHOP STORES ks

A new month with all new events! What's going on at your
local Games Workshop store?

x| MAILBOX bl

Your latters, your views and your opinions. ~ The Va

WARHAMMER WORLD W comm:

to the ¢
More upcoming Warhammer World events here at Games
Workshop HQ, including the Battlefleet Gothic Campaign
Weekend. Plus details of the Black Library Opan Day. Playinc

5 ~ ~ 5 o when ¢
FILES: SL;'\SUH FOUR 88 terrifyi
The recent Warhammer Empires event, run at Warhammer raising

World, was a great success. Jervis Johnson explains the ins,
the outs and the double dealings that took place.
The B

MAIL ORDER 117 knights
Sean something you like this issue? These pages tell you how digs ug
to get hold of it! You never know, there may even be a special

offer or two...
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One of

the Bls

Fat Blo
battle
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ADDD " Questions & army?

answers, new b & J White [
T [ DEATH 5 R S

TS fﬁ?‘ T S DEATH H summoning and the

e | . | Dark Lord Gav Thorpe gives Grey Knights - a : B e
= ) budding Archons a slice of his  gepretive Chapter - in“;un
dark tactical wisdom. creatad to fight the :

f Chaos. '
DEEP PURPLE 33 ﬁi-cm?nfnm c‘:::lsld . The e

Paul Handley of GW Nottingham  you want? P
store (now at Loughborough) _ Dark Angels 1
has a rather splendid Dark Eidar B U{SJIVIAPE.CE B 4~ Master of the EI':;: ;

RED RAGE 4] You can’t turn r'-i'.,k :'

around without tripping over one of Nick Davis’ muﬁelﬁg
i'

When we first saw lan Dearie’s  projects. This time he has turned his attention to the WH
Berzerker army Wwe were =0 plastic Gothic Ruins.
impressad we asked him to

Kruellagh the Vile bring it in. He did, along with [ {015 B .U o S o 1 OB | 96
' an entire battlefield he has Qne of the most beautiful, feared and hated of the Dark Eldar.}
constructed to fight over! We uncover an ancient transcript that sheds new light on this

- dangerous beauty.

§ BURNING RUBBER nge il
_Bikes, the cavalry of the 41st Millennium, are a potent weapon [ 1AL ® 0 1 08
™ In the right hands. Simon Shuker mounts up and takes a look  Thjg deadly tank hunter has been sighted in Dark Eldar armies

© lat their various roles on the battlefield. and Dark Lord Gav Thorpe takes us through its test run. -

.} COMPANY OF RAVENS 6/ M LOSS OF CONTACT WITH VIDIUM 99

" lain Compton takes a look at one of the specialised companies  |h0isitor Amadeus of the Ordo Xenos investigates fhe loss
gl | . of fiie Dark Angels Chapter — the Ravenwing. contact with the Imperial planet of Vidium. N
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something dark and sinister stirs in the land of Sylvania
= be very afraid...

Now that the Vampire Counts have burst frg elr tombs,
Vampire Lord Tuomas Pirinen explains whate®actly has changed
for the Undead. :

One of the mcl-st earga-and avil slghfs in the Old Wnrld
tha Black Coa#li-ts"a nightmare given form. :
4

The Vampire Counts have a whole horde of territying ature& 1_-:1 . j 4 e
command. Alessio Cavatore braves the night to bring ds this gulde | Blood Dragon
fo the dread forces of the Counts. - / ¥ Vampire knight

Playing with a Vampire Counts army can be difficult. However,
when commanded properly, the Undead are a highly effective and
terrifying force to face. Alessio Cavatore gives us his thoughts on
raising an unstoppable army of the dead.

The Blood Dragons are an age-old order of Vampire
knights. Tuomas Pirinen delves into thelr background and
digs up thelr anclent beginnings in the land of Lahmia.

Fat Bloke explains how the Warhammer regiments and WH40K
battle squads are the best thing since sliced bread (with
- bacon and added lard of coursel). Howe

- Fancy taking an Ogre mercenary general to lead your Dogs of War |
rammy? Or perhaps a dispossessed High EN noble? Exclusive for
White Dwarf, new rules by Nigel Stillman.

‘Nick Davis reporis on a record breakingly huge Warhammer battle
in sunny Scarborough. Dedication, that's what you need.

The evil forces of the Vampire Counts, commanded by Alessio
Cavalore, march forth to battle against the valiant soldiers of the
" Empire, commanded by lain Compton. Find ocut who will win in this
- glash of mortal enemies...

BATTLEFLEET

‘GOTHIC

DEAYNES FIGHTING
SHIPS OF THE
. GOTHIC SECTOR 62

The indispensable De’Aynes ship

guide turns its attention o the

- - crude Ork pirate fleets that

i : Q\ rampage out of the Cyclops
- g Cluster to wreak havoc and

pillage Imperial shipping.

Ork Terror ship

I\IL L

92149700594

Product Code: 602400002594
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THE WHITE DWARF BLOKES

Paul Sawyer, Fat Bloke
Vampire Count

Role: Commanding the Undead
rabble.

What are you working on at the
moment? White Scars commancd
group on bikes.

Nick Davis

Wight

Role: Defending the White Dwarf
tomb.

What are you working on at the
moment? Battlefleet Gothic
Impernial flest.

Graham Davey
Wralth

Role: Floating around and moaning
a ot

What are you working on at the
moment? The aca, new Chaos
bikes of course!

Simon Shuker
Ghow

Role: Eating human flesh between
bouts of running away.

What are you working on at the
moment? Finishing another 1,000
points of Tyranids and planning an
army of ‘African-style’ Lizardmen.

lain Compton

Banshee

Role: Scaring people with inhuman
noises (71 = Fat Bloke).

What are you working on at the
moment? Eldar cruizers for my
Battlefleet Gothic fleat (which is
doing very nicely indeed thank you).

Matthew Hutson
Lurch
Role: Baing slow and pondarous.

What are you working on at the
moment? Collecting a Vampire
Counts army based on Undead
Bratonnians.

Matt Nicholls
Vampire doesn't counf

What are you working on at the
moment? Collecting a Necrarch
Vampire Counts anmy.

Alias: Mew Boy, Gopher or “0Oi, youl”

Role: To discover the secrel of unlife.

HELP US!

Aside from the extepsive psychological help
the White Dwarf team obviously nced, we're
looking for a new face or two to help us put
together your favourite magazine...

The ideal candidate will have qualifications in
graphic design or desktop publishing, at least
two ycars eXpericnce in a studio environment

and a strong working knowledge of Apple i

Macs including Quark Xpress, Frechand and
Photoshop software packages. But by far the
most important qualitics the successful
candidates will have are dedication,
perseverance and a love for our games and
miniatures that borders on obsession!

So, if you think you have the qualities above
in abundance and want nmhing more out of
lifc than to work at the heart of the GW
Studio, then drop us a line at:

Human Resources, Games Workshop Litd,
Willow Road. Lenton, Nottingham, NG7 2WS

SR
LET ’EM ’AVE IT

The battle for the Gothic Sector takes a new turn {f
month. Lurking amongst the asteroid fields and @
distant reaches of space are the crude but effective shi
of the Orks!

All the ships from the Ork fleet list are released this month.
budding Warlords can take to the

stars in Terror ships, Savage
gunships and all the others —
inciuding the fearsome
Ork Kill kroozer!

P Ok Kill kroozer
by Dave
Andrews

= .
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World to war a L t martal in - wh.r
relea ahamm r

a5 Vampird 1 1
the pudes and backgrou you need t@ pl
any a:n%y of the Undead. c-'F H‘

‘Most Vampire Counts belongs to one df fou

{Von Carstein, Necrarch, Lahmia and Bload

/ with their own individual Bloodline powers

supernatural abilities) so you can really p
your Vampires. |

¥ The new, blood hungry
Ghouils by Paul Muiller.

+ Spirit Host by
Trsh Morrison — the

thi shades. souls and
|t spectras of the ¥ The Black Coach by Paul Muller and
=h dead

' Nar Swales. This creaking cart of
des, will seal the fate of most

opp itz if allowed fo charge.




CARDS ON SALE!
The hardened veterans amongst you may recall that  The first packs of Combat Cards are for Warhammer and
many centuries ago we used o make an ace game represent the forces of the High Elves, Bretonnians, -
called Combat Cards. Well they're back! (Cue Undead and Chaos Warriors, More Warhammer races Tr
moistness of eye and long sighs of fond recollection). are set to follow and if they prove popular we will do IN
With a completely new game, designed by none other :‘uir:j:mmer 40,000 Combat Cards too. Watch this Tr
than Rick Priestley, the new Combat Cards are a fast and Lo Ci
fun game for two or more players. The packs will cost £1.99 each. v
Each player chooses a pack 10 O
represent their favourite army, o
just as you collect models for a o
battle in Warhammer. Players 0
take tums sending forth a O
warband to battle, the O
toughest one winning |I O
the round. At the end of |I
the game the player |
who has won the most
rounds wins the game!
it's easy to play, but T
thera are still plenty of
tactical tricks to make V.
sure that the best W
player wins. :;_:
As each player has G
his own deck 1o B
draw from, you can B
play with three, 5
four or even more H
players. v
K
WORKSHOP, DEVELOPING
OUR JAPANESE BUSINESS !
a C
We are currently expanding our hobby into Japan and are looking for Japanese C
speaking sales people and translators to help us develop the business further. s
== = L D
" For Sales, the requirements are: For translators, we are looking for: C
Japanese speakers People motivated and driven by results -
~ People motivated and driven by results Good communication skills :;
Commitment and desire 10 win Japanese speakers :
Good sales and communication skills Desktop Publishing knowledge if possible /
Understanding of the Games Workshop hobby Understanding of the Garmes Workshop hobby .
" An understanding of the Games Workshop hobby is desirable but not entirely essential. If you are familiar with
tantasy and science fiction, whether it be through novels or films, and have the will to leamn, please get in touch. T
== S Iul
Interested? Send your C.V. to: I
Human Resources Depariment, Games Workshop Ltd, Willow Read, Lenton, Nottingham, NGT7 2WS. J

/! ¥ . - e . : 3 3 : . : Sl
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NEW RELEASES
THIS MONTH

EATTLEFLEET

 GOTHIC

This month's Battlefleet Gothic releases:

IMPERIAL

Transport ships (3 modals per blister) £5.00
CHAOS

Cheos Repulsive clasa grand cruiser (1 model per blister) TR0
ORK

2w Kill kroozer (1 model per blistar) £6.00
Ok Teror ship (1 mods! per blister) E6.00
Ork Onslaught ships (3 models per blister) £5.00
Ork Ravager attack ships (3 models per blister) £5.00
Ork Savage gunships (3 models per blister) £5.00
Ork Brute ram ships (4 models per blister) £5.00

WARHAMMER

il . .l " T

This month's Warhammer releases:
VAMPIRE COUNTS

Wamammer Armies Vampire Counls £15.00
Skeleton Warriors (plastic Warhammer Regiment) £12.00
The Black Coach (metal boxed set) E15.00
Ghouls (3 models per blister) £5.00
Blood Dragons Vampire on foot {1 model per blistar) £4.00
Blead Dragons Vampire mounted (1 model per blister) £6.00
Spint Host {3 models per biister) £5.00
Heinrich Kemmbar (1 model per bEstog E&.00
Viad and Isabella Von Carsioin (2 models per blister) £7.00
Krell, Lord of the Undead (1 model per blister) £6.00

WADRUAMMED

AN n/Dn

- This month's Warhammer 40,000 releases:
'|.EI'IADE

|5 Chags Space Maring bide sgquad (3 model baxed set) £20.00

'SPACE MARINES

| Dark Angals Meater of the Raverwing (metal & plashic boxed ey £20.00
;_I:-.EII‘H' Angels Space Mannes (2 models per Blister) £4.00

'DARK ELDAR

| Dark Eldar Ravager (metal & plastic boxed set) £17.00

| Krueliagh he Vile (1 model per blistar) £5.00

| Ay ¥
This month from the Black Library:
I. Warhammer Monthly 16 £2.00
 Inferna 13 £5.00
 Joumal 32 E4.00

L
T Y

Greetings from the Black Library.
And what news do we have for you
mortals this month?

Glory, glory the Redeemer!

From the distant hive world of Necromunda comes the rumble
of revolution! A great man is coming. With crimson robes and a
fiery conflagration, he crosses the Ash-Wastes preaching the
cult of Redemption from his amoured Pulpitek.

We have a real treat for all fans of comic action. lssue 16 of
Warhammer Monthly has the very first episode of an awesome
new story called The Redeemer. Written by Debbie Gallagher
and the legendary Pat Mills, with artwork honours going to
Wayne Heynolds, the Redeemer is a darkly humourous story
following the joumey of a Hedemptionist Preacher on the hive
world of Necromunda. Just check out the awesome cover art by
Wayne Reynolds. The Redeemer staris in Warhammer Monthly
16, continuing in three special issues through the summer.

Imperial Armour mounts Blitzkrieg

Now some great news for all treadheads. As some of you may
have seen at the recent Citadel Open Day, we are now making
conversion Kits for Impenal tanks. Hand-made from resin, these
add-on kits for the Leman RHuss and other
Imperial tanks are exceptionally
well cast and covered in
detail. They are available
exclusively to readers of the
Citadel Joumal, so to find
out more about how to get
hold of these superb kits
make sure you pick up

issue 32 of the Joumal.

Fre€booter

Finally, the Black Library is proud to announce the release of
the first issue of Freebooter. This bi-monthly newsletter is only
available to subscribers of Warhammer Monthly, Inferno! or the
Citadel Journal. Each issue is packed full of irreverent articles,
interviews, sneak previews, competitions, special offers and
more. If you want to get your hands on a copy of Freebooter
and be the first to find cut all the latest news from the Black
Library, simply subscribe to either Warhammer Monthly,
Infemol or the Journal.

You can find further details about Freebooter, and all the new
releases and special offers, on the Black Library ===
website at hitp:www.blacklibrary.co.uk 5
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NEXT ISSUE...

We spoil you. We really do spoll you, you know. Next
month there are some fantastic gaming delights for you
to get your trembling hands on.

+ First and foremost we'll be giving away a free copy of
Codex Assassins with every White Dwarf 235!

Not content with that, we'll also bring you the release of
Codex Orks, as these brutal green-skinned warriors
sweep across the galaxy in search of battle.

Battlefleet Gothic sees the introduction of the Space
Marine fleet as we bring you exclusive rules for the battle
barges and strike cruisers of the Adeptus Astaries.

The Undead forces of the Vampire Counts receive ‘fresh’
reinforcements in the form of the Necrarch, the
remarkable, new, plastic Zombie Warhammer Regiment
and even more troops from the grave.

Yep, we really do spoil you... Eversor Assassin

CODEX ASSASSINS
FREE WITH WD235!

The brilliant, new,
plastic Ork Boyz
by Brian Nelson

Masters of
| Dark Magic,
k| Necrarch The Space
} Vampires Marine fleet
make hoves into r i
i formidable view for ,-grf"‘
Battlefleet [
Gothic —
stand by to
repel
boarders!
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So Warbammer Armies Vampire Counts finally emerges from th Vampires
. : LES
murky depths of the darkness, and the question on everybody Ydmpires

lips is “what's changed for the Undead?" In this artid

-

Vampire
knighis;

Tuomas Pirinen explains the thought processes bebind the bool wwisted ar
and sheds some light upon the unstable minds of thand Lah
games developers.

This army is a completcly ncw addition w the
range of Warhammer armics, rather than a re-write
of the old Undead book The previous army list
included the Mummies of Nchekhara, Vampires of
Sylvania and the Undead legions of Nagash all in
one list. This was great for creating a generic
Undead horde but Lacked theme and characier.

In the new book we wanted 1w give players a
chance to make themed Undead armies, so we 0ok
a close look at the history of the Warhammer
world. Most Warhammer games are set in the Old
World, and we wanted to produce an army list
which would represent an army that the men of the
Empire or Bretonnia or the Dwarls or Wood Elves
might face. We found that the Vampires were the
main antagonists in the wars berween the human
nations and the forces of Undeath.

Concentrating on the Old World  Undead  also
allowed us to delve decper into the wealth of
Europcan mythology and tolklore, We found Dire

over the

Wolves, Banshees and Vampire Bats, as well|
many stories about Vampires (the most famous|
them all being Viad Dracul of the (Zarpﬂl:hiau _
This gave us a strong basis for a fully-fled Undead a
5 B o ) B &
characterful and powerful Undead army. g 5
and espec
There are still other types of Undead, of count this, as al
notably the armies of the Tomb Kings of Khenl follow th
and the legions of Nagash the Great Necromand charge re:
and we may deal with these in future publicans the playe
(check our WD227 for Nigel Stillman’s works his Unde
progress Tomb Kings of Khemri army list). R e

As the name of the book suggests, we ook a gal Cavalore,
look at the different types of Vampire, The W devised a
Carsteins already had a long and bloody histe a set of ab
but we knew that many other Vampire Lords lul point  ¢o
in the dark foresis and abandoned castles of § character
Old World, Thus we developed the backgrow a chance

and character for several other great and nof in a bl
Vampire families. After all, films, books, TV sef summon

and comics are full of many different kind$ specd and

Perhaps
the com




Vampires. 50 we wanted to represent the unique types of

Yampires found in the Old World. Thus were created the
Vampire families of the Blood Dragons, martial Vampire
knights; the Necrarchs, rotting scholars and Necromanders,
twisted and insane Vampires with awesome sorcerous power;
and Lahmians, seductive, female blood-drinkers with powers
over the mortal mind.

Che Rules of Night

Perhaps the greatest change we made was the dn'n..lrjpmq. nt oif
the common rules shared by all Undead. In the previous
Undead army list each and every Undead regiment had their
own set of special rules, making the army unwicldy o play,
and especially difficult for a beginner to use, The new rules fix
this, as all Undead creaiures (with the exceprion of Ghouls)
follow the same overall rules For psychology, Break tests,
charge reactions and so on. This means that in most situations
the player only need refer to one set of rules 1o detenfine how
his Undead warriors work in the game.

The other major new rules development was made by Alessio
Cavarore, who has just joined us in Games l‘.l-{_!.:._]npmt*nr He
devised A system to represent the different vampirc powers as
a set of abilitics which you can buy for your Vampires ar a fixed
point cost. This  allows players t@ tailor unique and
characterful Vampires to lead their :lrri'l.iq,a{::. as well as giving us
il chance 1o represent the archetypal pOwers of the Vampires
in a mbletop game. These pu'u.l.'rn"'"in'l."lmli.' the ability o
summon wiolves and bats, ht'ur,dnuntrf powers, supernatural

specd and so on. g
Fa

amplre Countg Hrn’u | |

The hackbgne of the new Jmn (P :II'IIt‘,I'll!.t'll'In i fh

I.Cj__,l.ﬂi‘.l_'i J'fLLlEtl:ltL'-u and Fomibyes HU']H[]ﬂt“tl 7y the pRck 1-F|- i
Ghouls/ 51:11.::ﬂng Dire Wolves agil Wiglits both moupgd $d

on foot, Vampire Bats give the amy so 1'I'IUI_E‘1-11EI'_'
SUppurt, and Banshees, with thélir }Z',ht'l"*"u,ﬂ‘l howl, dre g

slayidg heavily -armourcd n|:|pur1Lntl= .'

fyfle

ME T

The awesomme Black Cogch carries thee r:*aniHn‘-.. iof o gfcat a

ancient Vampire Lord. The/Black Coacly is one :_1-f ¢ M
powerful £lements L‘éf the ammy, and is simply a mugt for ;
Vampire Count army. Don't take mjy wgrd for it — Igok at

maodel and the rules!

As you can sce, the army inch.lr:lu:: S -'Ej":l] new unies and e

types which were developed and/playtested over a period

year, This is a gu-r_:d place to tx’hru*-. my cternal gratinude

Dravid Cain and his gaming group for tlﬁn._u' invaluable exten

I'li.l‘rlt"n-llﬂ and for their fe Ifb.u k. :..u!:gq_sunna idnd comme
-

The army of the Vampiref §ounts has much hidden strend
and subile power. "ﬂrHJh:. a budding Wiarhammer generil

find the army relatively casy 1o gef gp grips with, there is ;
plenty of scope for 1[]nt|‘rfr~'~.‘ feghy tactics and strategics
veteran generals. All the new oprfms in the army list .{iEﬂ“’

to invent and try odt radically t‘iiTIEn::':l stratagems and ph]\-'_,
and you will be LIPLHI'['!LI'I'ELI'!]:, fwith the new possibilities for
many months to come. / i

The Yampires are the linchpin of the army, and any Undead
general worth his coffin will make sure thar he has tailored his
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vampires to suit his tactics. You can choose cither
a Vampire Lord or a Vampire Count as your
general. The Vampire Count is a suitable general
for most smaller bartles (say up to 2,000 points)

while the Vampire Lord will be more than a match |

for even mighty Chans Lords in bigger clashes,
Lesser Vampire Counts and Thralls are perfect for
leading units and with their strong combart abilities
they can boost the relatively uncoordinated cfforts
of the Undead rank and hile.

The role of spellcasting is taken by Necromancers,
often servants or allies of the Vampires. They are
nowhere necar as powerful in close combat as
Vampires (who are arguably the most powerful
artiors  in Warhammer), but with their
Necromantic magic they serve a vital function
nevertheless.

Magic is vital to the Undcad. Without spells like
Vanbel's Dance Macabre and Raise Dead, the
Undead will struggle to match the manoeuvrability
of Dwarfs or the combat prowess of Goblins! A
good Undead commander should always keep his
Necromancers out of harm’s way, using their spells
to support the rest of the army

Due to its complexity and importance, we have
included a section on Undead magic in the book
which will explain and clarify many of the more
complex Undead spells.

Colours of the Night

The army is straightforward to paint, yet looks very
good on the batlefield. T've found that the trick o
painting this army is 10 conoentrate on few strong
colours which give the army an overall theme and
atmosphere. As Alan Merrert put it: you only need
to know how 1o paint black, bone and red to have
a really great looking Vampire Counts army! The
painting guide in the book itsell gives plenty of
advice on how to paint your army in an effective
and straightforward manner.

S

Che future
of the Undead

Owver the next few months graveyards and tomb
will spew forth a terrible host of Undead releass
These include Vampire Bats, Grave Guard
Banshees, Dire Wolves, Spirit TTosts and last, b
definitely not least, the terrific new plasi
zombies. In fact, all the troop types available in th
army lst are coming your way.

Forthcoming White Dwarfs will feature seves
articles on the Undead. While the special characte
section of the rulebook includes several famoe
Necromancers who can act as your general, unds
the standard rules your army will be led by
Vampire. Bui those of you who pref
Necromancers to Vampires should not worry. In
future issue of White Dwarf | intend to leaturc
variant army list, representing an Undead army le
by Necromancers,

Elsewhere in this issue we take an in-depth looks
the background of the Blood Dragons, and &
future issucs we will delve deeper into (B
background of all the major Vampire familics, an
the organisation of their armics.

As the Vampire Counts hook was worked on at th
same time as Nigel Stillman was working on
Tomb Kings of Khemri list, you should see no
developments for the Undead of the Southlands
the future too. But now | grow weary of scribin)
and will retire to my mausolcum. The army of
Vvampitre Counts is now yours to command, so§
forth. and show the pretentious mortals who real
rules the darkness!
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Che Black Cotgd

The Black Coach is a superb centrepiece model for any Vam pire : ' .
Counts army. The main body of the coach is undercoated with g
Chaos Black and the metalwork painted Shining Gold. We used . ¥

a wash of Brown ink to give the metal an aged look. The plumes :

on the horses and the curtains can be painted with Crimson

Gore, and the torches with Blazing Oranpe highlighted with

Golden Yellow. We decided o paint the Vampire and his colfin

separately, before putting him into the Black Coach.

Al The Vampire rests, wa iring
r - - -
to feed on fresh blood
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s a whole bost of terrifying nei
is guide- o all the troops available I
> an experienced Undead commander o
;} new for you bere.

Hr

commands the lesser Undead with the strength of hi
l!nﬂ rlnmnmnhc ris.

a lm of points iﬂ
atch. Counts are, m

Hl"l:'l[
' .' Warha.llll J ld}

h) hecaul ' e chea than Lo L
‘i«ll'mn[nrt,. h agile-fiective fighting on'th
¢an comsil ost the medigcre fight g
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pers. | f | |I :
| N
A | | Ih .
! \ AR
- s most inlamous § '.H 'au': i
Ory. Theirs are thd timlr garher a L

r-u.imhle as generals in small armies (up to aroun

blc foe in close combat. Thralls are relativel

> at their best inside a regiment of troop
of'your rank

a‘\_gl\l::‘lje model, you can create a Vampire Lord that almos

s 'h

arstely
hi '
leashl thed apainst the

itesin Vam i it
ldjin all i
& creatuf the night and

dare to ch: e them. Their anger is sudh that'cven the “"'-. .
flect fit| ﬁl.-lﬂ'l ent STOrmS and wirgdls' thy !II: stotirge the
heif irtr) wills $0 strong that they inspive ywe in their
wemjes ale, gmong warriors that have fodght them it
saidl thatf o it(a Carstein lin batde you need \to kill
im fwice§. | - \ y \

I
I i

aqon ] '-
tler ol the Blood Dragon are Il'll.l'r:ut‘l WAITIOrS
and sull folle e strict code of honour that was dictated o
themy byt rand Master, Walach Harkon. lhf:'l. strive to reach puiu.tmn in the arts of war and certais
in (e Warlfargmer world they have plenty of accasions for practice. They le:x}:. go tonbattle wearing the
ditionil @late armour, staifed with the blood of the thousands of cnemies dyey hcnximghlrn‘ﬂ ind
"lrarr:p is unstopiht

| pa:-t], In the heat of battle a Blood Drago
dp.nmg a yrail of red death through the © ﬁ ranks, in an atl
: J : _'|m' prove thiat heis the mighticst warritr 1—!4.I Most :‘33
i time this will end u:h a challenge berweehn th::l\{n ire and the
Ccnomy warrior. | \Very rarcly, \to the disappointm ol these Tindel
Eﬂllghtﬁ they meet somebbdy able to match their prnmhini. with lance 2t

sword, but IhL} do not despair, for they have all ETernit\lo comiinue the
'l. bloody s um. st. | \ "\ \

lood/ D

kn i!.;E]Il:.' ol th
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Almost all Liahmian "-.1rr1'p1n;’)}:1‘r female. This is lm.t'TJ.‘F rl:“ﬂ{_é‘-r_d

fact that)to ' get what they, wint they prefer subde manipulation #
complex plotsito the use of brute force. They ecretive and &ttﬂ}th'_r i
thety have refined thé ancient art of seductio the point that now i
cian bend the will of the most resolute and p men. Theirvulnerl

| semblance has fooled many gallant knights, buy iffp very determined 8
] expert enemy mandges o discover and corner them, theviwill suddenly $how their trie nans

THese creatures can move at blinding speed, and attack with savage ﬁ.mﬁ.m angl ﬁubq. patural strength, T8

makes IHEL‘I‘I very dangerous, because the atmack LﬂmL\.lt the most unexpected bl times, from a t::_arurf_ which, upf

that pmnt :lpl'.'ll.ﬂ.!"_d gentle and fragile.
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Necrarch

Another [amily of Vampires, the horrifying
Necrarchs, has followed a very different path
from the Lahmians. While the female hunters
tend to mingle into human society, the Necrarch
inhabit secluded towers and remaote ruins in the
middle of ancient forests. There they spend
their eternal undeath studying and exploring
the arcane art of Necromancy, surrounded by
the grotesque results of their experiments. T hey
become masters among their kind of that evil

o S o N

|

I form of magic, but they have to pay the price for this knowledge. The long exposure to pure
0| dark magic generates an unstoppable decay of their bodies, that through the
" centuries transforms them into rotten, walking corpses. They are among the

greatest blasphemies against life and their appearance is often so terrible as o
drive men mad with hormor

18!
| Ne¢cromancers
st Necromancers are mortal wizards who have umed o the dark arts 1o seek
d immortality and power, They are extremely dangerous individuals who possess a
1y great knowledge of necromantic magic.
]'"'IE Magic is the strongest and most vital point in any Undead army, but most Vampires
| do not excel at it. Therefore you need these living wizards to keep your army going,
|

with Vanbel's Danse Macabre, and Raise Dead spells to replenish your ranks,

-Wraiths

Wraiths are the spirits of evil men
who dabbled in the necromantic
arts during their lives. Desperate w
keep themselves alive, they used
cnchantments to preserve their spirits.
some succeeded in living bevond death, but
the willpower of most is not sufficient to
maintain a physical form, and over the years they
wither away to nothing,

Wraiths are very expensive, but they are
also the best regimental
Champions  you  can
imagine. Causing Terror,
) T _ : armed with  double
THis : "\ "'-'-:'|,'1,'|'1||'I" b4 banded weapons that allow no
. ' s armour  save and  almost
invulnerable, they are terrible

e RES.

Whght
Cavalry

These Undead knighits are  long-
dead warriors who are ted 1o
the land of the living by
necromantic magic. Iln their
rusted  wargear  Wight
cavalry are a grim reminder
to the proud knightly orders of the Old
World that cvery man is mortal.

-\."‘-

|~1‘ ; &
el Use them as fasi cavalry (they are guite manoeuvrable, by Undead
e, - standards) or as beavy Undead knighis (very appropriate for a Black Dragon army!).

I hi cannol raise them during the battle, but they can still be moved with Vanbel's Danse Macabre and the impact of
[ 1t .H-‘:'ghr lances ix stllﬂt’rbaf#?g thet your ofphonents will soon learn to _fﬁ?r ;




Gbouls 2)

Ghouls are the most repulsive
ol all lving creatures. The
are the descendants ol evil

insane men who ate the
flesh of the dead and wen
tainted and driven &
madness

Crhowls are cm cesom
Blocking unil, capable o

bolding powerful enemic
long enough fore ‘

decisive charge in th
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d Spll’l'f hﬂﬁt
- The dead do not rest easy in the Old World, Ethereal creatures and
23 spirits, shades and spectres of dead men return to haunt the land of
= the living. On certain nights, ghosts, spectres and spirits can be seen
1

hovering above the places of their death, shimmering with unnatural light.

They are the ultimate swarm. I bave seen three of them kill a Stegadon who
was univise enough to underestimate their ethereal invulnerability (it took
a while, but they rook it doun in the end). Anything without magic
wedpons or a very good rank bonus is in real trouble if confronred Iy
this incorporeal foe. If you choose them, go for it and buy at least two,

to build up your Wounds and Attacks,

B m Sw, e T, e

"

B8heletons

| skeletons are the long-dead remains of warriors

 fallen in ancient battles. A Necromancer
who tan perform the right rituals can
mise them from their praves to fight

. ORCE more,

They are not the
best  fighters  in
Warbammer, but they
are surely one of the
mast reliable troops. Their
Breal sirengih is that rhey will
mever flee, and the possibility of
replenishing their ranks means
they can engage the enemny in
d war of attrition where be is
at a big disadvantage (once
strick down. bis warriors

stay don).

Zombies

Zombics are corpses brought back to unlife by foul ACCIOMANCY,
Animated by the will of a dark sorcerer, they are slaves to his slightest
whim. Their necromantic overlords drive them into battle in their
thousands, using them to exhaust the armies of their cnemies.
Zombies are poor fighters, but they will never give up and will push
against their enemies in a huge engulfing mass.

An enenty unit surrounded by Zombies that can fight in the magic
phase and rise up again and again, to altack in cver Srealer
numbers, is bound to lose the combat eventually — and againsi
fear-causing creatures they will usually be forced to flee,

WARHAMME
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Vampire Bat

Also known as Fell Bats, the Vampire Bats o
Sylvania grow [0 MONSLIOUS proportions, som
with wingspans of twelve feet or morc. They ar
§ o nightmarish predators of the dark, silent and dead
= . ._and can only exist on the blood of the living — that(
L Tinmans being their favourite. The scholars of the Old War

-
£

.-'
o X

4
4 ) T L bt Wy perhaps an ancestor of these beasts drank the blood of
TN hi vampire and thus joined the ranks of the Undes
N o :
(L.l sHN Inerable it like skirmishers, fast cavalry or war machine

'L'é.'l.l-f.l- "mt-‘.rﬁ[.\::-‘

old to Fiwe pul

who ever lived. Their shades linger in the material wor
creams will bring death!
all who hear the

LR
.ut'ﬁ'ir their evil deeds. A Banshee's s

|I ] . oy
he | oo of .+:.i.a:':-1-.~1!:a‘.imr::r:.s cause they don't get Leadership bonuses to resist 10 is b
e the rapk bonus that i3 n n;;*::ggm destroy this ethereal foe in combat. Bansheess

b :iﬂ,{!a; bt no [y rhizﬁ e is scary enough for the apponent 1o do a ol
| ) \ \\ manoeuvring in order to avoid ther
I. . . . _

rd :

1%. men who were powerlul warriors d
s of pastages who were buried with
yrmour. They are summoned from their graves
'ﬁ_}ul‘ a Mgcromancer or a Vampire.

LR \
-ﬁu ward are a tough core infantry, bed
armotwed and,_ armed with spears, bealberds:
doublo-banded . weapons that cause mull
wounds. 11's great if you get them to fight an o
round of hand-to-band combat in the i
i pbase, when your enemics cay
fight back
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| Black Coach

This creaking cart of death carries its loathsome cargo into the
centre of the battle, bolstering the power of the Undead and
filling the hearts of their encmics with despair.

If a unit is charged by this awesome machine of
destruction, its fate is probably sealed. just be careful of
enemies that do not break and units with many ranks,

because the Coach will not last long if left alone in a
prolonged fight. Watch our for flyers and cavalry
faster than you, because if you let them charge i1,
the Coach will lose a
great part of its
effectiveness.

Krell Dark P+
Lord of Nagash

Heinrich Kemmler,
] ihe Lichemaster

Deinrich Kemmler and Rrell

Heinrich Kemmler was once a grear Necromancer, whose
& body and mind was blasted during a battle with his rivals.
SWhen he discovered the tomb of Krell, he made a pact with

against Sigmar. He was eventually defeated by Sigmar and
d'in & magical tomb. But Heinrich freed the ancient
mor, and since then the two have waged war against
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Diragon Order. Since the fall of Blood Kee
has travelled to all corners of the Old Wk
the hope of finding an opponent who can e
martial skills. —
Most opponents have < = i
\ . : = : Heliar" coimbar prowess and 3
o o : 22 acfomparving him as Wighleny
=3 : ... =4 Srkr = Guards—&ine such upru:nem i'ﬁ"
TR E | : B skitl sufficiently. Baron( o
7 1. IR = - U SR the realm of the Em o i
¢ ' s Tl e e death, his hegiseficroed, Beliar ded
; ¥ T S N g ' his damnation with Je#fi. Gruk i
master’s sidga# 1 Vampire Thisll

- B:::rd Beliar was once a knight of the B

- | =) _ b e ke el The Fe Wolves once terrorise
e TR b T - Tmpire but were hunted ddwn a ed
= o kLT, F ﬁ;ﬁ‘t i undeath they once agafin hun = lifing
- - A i - ' Beliar is not intgpfsted i querigd the ls
S R RSO he living. Ing€ad he (il his retinue of U

ord Belk against all opponcgeé iNle hope that one ¢
of Fier] will perfect his ski be able w rejoll
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At first glance commanding a Vampire Counls army d

seem like a daunting proposition — all those Skeletons

Zombies with low Weapon Skill and no march m

However, when commanded properly, the Undead ar

bighly effective and terrifying force to face. Alessio Cavatu <
mihrom gives us bis thoughts on raising an unstoppable army. 1

Aessio Cavatore

Plaving effectively with the Undead is not casy. If coordination between normal movement and £
you decide to use this grisly force, you have to extra movement you will get in your magic pha o T
accept that vour army, especially the infantry, will To achicve this you need o consider your :L‘tl:- ¥
be quite slow (they are walking dead after all, not in the coming magic phase while you arc sii
known for their speed!). This is compensated for the movement phase. In other words, if you s
by the Undead special rules (check out the effects to charge an enemy, you need 0 move your &
of Fear!), the powerful characters and, of course, into position in your movement phase, and Eﬁ fastest u
by the deadly Necromantic magic. This brilliant concentrate all your efforts on casting the 88 Coach) :
magic deck is often misused - | have seen many that will allow you to get into combat in the m& 4 ohile
Undead players rely on powerful Necromantic phase, Your battleline must be laid out to take i trying to
attack spells to win the game for them. Even if this consideration this close relation  betwe apack the
sometimes works, it does not make for an movement and magic, but of course LhEI'E4 the enem
interesting game. A more appropriate use of those many different general tactics wo stare from. — gape unis
arrack spells is 1o force the enemy to exhaust his . with a po
magical defences, so that you get to cast the spells Cbc (ﬂ_l_‘ngﬂ ﬂf th¢ Bﬂt - fank ch:
which interact with your troops, like Raise Dead The di: bel Fows the tactic T il

2 . th : i e diagram below shows the tactic T refer i :
and especially Vanbel's Danse Macabre. Pl Wines ofF the Bt e 1 aurite 2. ho But wha

gs of the Bat'. This is guite a balan everybod

The Danse is the key to using your forces at their battleline, where the most powerful unis B ope iy (e
best. It allows vou 1o give the necessary burst of distributed evenly, allowing you to react 10 €08 ohoce ene
speed to your units, when and where it is most moves while your troops advance, ~ the enem
necded. A good Undead general will be able to
cast his Vanbel's Dance Macabre a1 the right point
of the game, snatching the initiative from the
opponent and charging in. If you catch your
opponent off guard, the battle is likely to be yours.
It is wital that you manoeuvre with good

You have a strong centre based on rEEiliEﬂHé;f The Bat &
units {Skeletons and Zombics), containing B oeher TH
characters, with a screen of a few Zombies UI'# can he
sn) as protection in front of them. This centred powerful
advance slowly towards the enemy to delivers Ij' with vour
killing blow in the final turns of the game & :

: Finally,
central po

- Having s
Sirategy -
and lure

 lighting
present th
L0 resist i
(preferab
trap with
but over!
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and Bat 5
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don't fa
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: L units (Dire Wolves, Wight cavalry and the Black
‘Coach) are on both ends of the line, to form two strong and
mobile ‘wings'. Their role is to fight off fast cnemy unirs
ang o get to vour flanks, but you can also use them to
attick the encmy's flanks. If thqr manage to break through
€ enemy line, you will be in a strong position with your
EOre units advancing towards an-enemy thar is sull d:ﬁilmg
i 3 powerful Undead unit wheeling into position for a
ank charge! Not an enviable situation,

But what are the Vampire Bats doing so far .'lht:u,'l/::uf

Kly else? They have already been launched deeg’ into
I territory. Their role is a classic one for flying models:
& enemy skirmishers, attack war machine crews and stop
from marching,

e Bat Swarms and Spirit Hosts have a similar role to each
wher. They advance along your flanks o pfosect them, and
be moved in front of vour infantry tof slow down a
sl enemy, while you try to get in 'a_ltinn to charge
VOUr Core {nfantr}r, /

EIET

!
mam:E*r are placed in a
F.umf:ur{ where needed.

Iy, the Banshees and the Nec
4l position, ready to lan th

g strong flanks also hl_].pl"'ii.lli'l another very effective
i — place vour general in the central unit of Skeletons
the cnemy into the most obvious tactic when
g Undead: kill the general! You know that if you
sen 'dlls opportinity §0 your opponent, he won't be ahle
gsist i, and if you can draw the enemy into your centre
without losing your general) and then close the

with vour powerful wings uf cavalry, the game is

T
J ALN

/
an gencrals amongst you will have noticed that the /
5 distinctly faster than the right one, because Lrl'muh
I Swarms can normally move twice as fast as Zombigs
jakcictans. This is intentional, as now you have the

nf keeping your advancing infantry in a line or to
on the left if your enemy’s deployvment or
jon  dictates it You coul

t !r: this tactic quite 5o much hecauw it Jias 4 mapm*
kBiack - your slower flank will be unprotecté#d and mort
erable to outflanking ¢nemies.

/ J g
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L

' will by

ind good use for his

ot
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Che Bloody f

A very different approach s ‘The Hlu-::d}r Fan A F.u ouri
Blood Dragon armics {lg'/mvﬂlvt:. heavy cav Irg.r You Se
Take a look avthe diagram above,

of
e

Thi3 is quite a predictable t.u:r.u: =ncls’ to be a bit dll-or-
nothing, but certainly has is ad 5. Using your cavalry
(including the fearsome Black L::rm:l as shock troops, throw

them against the enemy’s core units in one simultanceous,
devastating charge. You'll need o buy jarmour for your
mounted Wights as they must perform /the role of hE:h\-'
cavalry in this plan. This is botycxpensive ard n:rlw because
your cavalry have ::nni.n_le(-mhlt striking power when they
charge, but if they fail o Break the gemy straight away,
they're in deep trouble. Cavalry Ja the staying power
needed in a prolonged’ fight and id usually overwhelmed
eventually. For this reason Twould) certainly avoid placing
my j{:nl:mj in the “first wave'. Even il your shocktroops are
beaten, the enemy will probably be locked in combat with
them for a while and this will buy precious time for vour
infantry 1o advance, Hopefully, when yvour infantry is in'a
position o charge, it will face an enemy that has been
seriously wéa?cncd by the impact of the cavalry and the

B.laq:k Coach

B-n;f very careful of enemy units trying to get around -the
exposed flanks of your advancing infantrv. 1f vour cavalry i
doing well] the enemy will probably use his own flanks o
charge ygiur ahmk troops, instead of going for a time-
' consuming encigtling manoeuvre. This will penerate 4 huge
melee in the géntre of the baulefield, where vour infantry
ore ﬂ'iﬂ.n happy 10 join the fray.

The
Vi
r|r|1

is 3 :_T"I:Im.L vou'll 'I-'I--I.EH;' all the points you invest in
nfanery; mmph because you don't ger to use them, At
your shock troops strike so hard that no enemy is left
hnn‘JeI‘if-Id for the infantry to fight Should this
10t o look too dlaappmmrd — YOUr opponent
- be a litle more depressed than you are! You
try to cheer him up by

l:m;.: but that his brave warriors i
light on in undeath, that
ur Necromancers are nol
icky and they will certainty

men. ..




KRmgbts
of Blood

By Tuomas Pirinen (story by Alessio Cavatore)
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Exclusive to White Dwarf, over the coming months we wand contro
be bringing you expanded background for the four Vﬂmpfrgmug,ht a
bloodlines in the Vampire Counts armies book. This month Tuomas e *"*'"*
of the Blood Dragons’ ancient beginnings in Labmia and
founding Vampire Lord, Abborash of the Blood.

theTo avoid d
and hard,
forbidden a

ambért de Lillaz was riding along a
nammow path in the very heart of the
Forest of Chalen. Under the dense
foliage the light of the day was reduced to
a grey haze, but following the tracks lef
by the one he was searching for was not
difficult. It seemed that no attempt at all
had been made to conceal them. Alas!
What an arrogant villain this must be
who did not fear the rightfal vengeance of
the knlghts of Bretonnia!

Only that moming, during his long quest
for the Grail, Lambert had passed through
a woodcurters' village at the edge of the
forest. The poor men living there had
pleaded with him to save them lrom the
"Red Knight of Chalon™. They told him in
despair of how this terrible warrior had
ridden into their village over the last four
nights to abduct thelr sons and
daughters. He was mounted on a huge,
black warhorse and clad in a blood-red
sult of armour. The device on his shield
was that of a coiled, black Dragon on a
red field. Lambert recognised him as one
of the legendary Cursed Knights of the
Grev Mountains, Certainly, he thought, it
was a trial ser by the Lady on his quest
for the Grall, and so he had entered the
dark forest.

In the dim light of the sunset, the path led
him o a clearing. And there he was!
Standing in the middle of the small glade,
his opponent seemed to be waiting for
him. His helm was on the ground, so
Lambert could see the long mane of thin,
black hair that contrasied so Intensely
with his pale complexion as well as with
his crimson plate armour.

“l am Lambert de Lillaz. kaight of
Bretonnia. Mount your steed and prepare
i fght, May the Lady give me the
strength to strike you down and pul an
end to your evil deeds!™ sounded the

proud challenge of the Cuesting Knight.

.-r'.f'l.

After a few seconds of tense silence, the
red knight spoke in a calm and confident
voice, *You should not be so0 concerned
about the fate of commoners, young
Lamberl. They are not worth what you
are risking. This fight is meaningless, you
have no hope of defeating me and 1 have
no intercst in  such an uneven
confrontation. Furthermore, | am already
gared with the blood of those peasanis
and I do not need to take your life. Ride
away. bay.”

A Nosferatu! At first Lambert was
astonished, bul then a deep rage fAlled
him. He lowered his lance and spurred his
warhorse, charging the Vampire, with a
shout of “For the Lady and the King!™ The
red knight did not move and Lambert's
lance found its mark. The shaft shattered
as the knight galloped by his opponent.
The Bretonnian was immediately Alled by
a sense of triumph. Every opponadt he
had hit like that had been skewered and
slain by the irresistible force of his lance.
Nothing could withstand such a terrible
Impact! Lambert halted his warhorse and
turned it around. '

The Vampire was still stapding. The lance
had penetrated his chest Juse under the
collar bone and the tip was now
protruding from below his shoulder
blade. The c¢reature turned slowly
towards +Lambert, pulled the thick,
wooden shaft out of his body and
dropped /it with an  unnamral
nonchalance, “1 told yvou that you cannot
win this combat, boy, 1 will not repeat
myself again. Now leave.”

“Perhaps vou are right, creature of m:.;r
night, perhaps | cannot defeat vou. Bu
am a knight and T will never break

&

code of honour. Death is preferable o |
his /

cowardice! Defend vourself!” Drawin
sword, Lambert artacked again. When he
reached the enemy, he swung his‘sword
in & wide, deadly arc.

Sir Cambert and the Red Rnight

]

! darkness, Lamberl realised thae ey

This time the Vampire
blinding speed his figh
grasped Lamberr's
easily stoppedthe ¢ : A
a second thecves of thefwo war e Kings
Looking into those two pools of Hﬁingdﬂms.

darkness, Lambért understood that Sdefend Nag
were powers i the world against Wearrible  ws
he was less ﬁ: nothing. hemri wa:
Then the 'Vampire unhorsed him'ithe Elixir

fung him like a puppet Into thegdnobles of L.

Lamberl/crashed against a trunsy

darl-m;:élg/ engulfed him. The nobles
back to

When he opened his eyes; the red ﬁ Pitan s
was in front of him, 2 sad smile o ,
lips. Lambert realised he had ernal life
thrown over the saddle of his own
He tried 0 move, but his i
averwhelmed by pain and his
didn't respond to his will,

“1 am sparing _'_-fﬂu'l' life, Lamber - hog
fought with courage. I'm |s&ving!
foresi; you have saved yomp pi

peasants, so your pride is' intact, NeSUpermatur:
vour magnificent steed take vou #0f the true
village, There you will rest and hésgreat Tem,

that you ¢an continue Your quest. Bcrims wer
complete i, you will become & g
interesting opponent and maybe Wi
have a fairer duel if we meel agaleF
name is Caleb, of the Order of the Btk
Dragon, and If you learnt somethisgintelligent =
tonlght's experience. vou will nol &
after me belore you are ready. Faml
well, knight of Bretonnia."

; gmongst
/After the Vampire disappeared irsBuard. Hafi
13

taught a hard ;
now did he understand thal hel
lacking one ' of the most ImpSs
knighlly virtpes. To reach perfectiot, :
see (e Grail/a Knight needed s fo drin

He ‘Praised the Lady For this revel When he it

and then ‘slipped once mome i
uy&x?sciﬂul.éness.
[ '




Il Vampires inherit the traits and
Hcharatteriﬁclcs of their Undead

forefathers. The Blood Dragon
Vampires are the greatest warriors
gmongst the lords of Undeath, for the
first of their family was Abhorash, the
Lord of Blood, and the supreme warrior
amongst the nobles of Lahmia. All of
these Vampire knights share some of
the blighted and tragic destiny of their
forefathers.

1he story of the Blood Dragons began
four millennia ago, far in the South, in
the land of Khemri. It was here that the
grealest of all Necromancers, Nagash
the Black, was born, and here he
Gieated the art of Necromancy, the
black magical art which can summon
and control the dead. His evil deeds

brousht about the creation of the
Vampires.

10 avoid death Nagash laboured long
and hard, and delved deep into the
fotbldden arts. He studied black magic
pand alchemy, and created a formula
dist ¢d from human blood which

Ented eternal life to its user, though
t:mbl-: CosL.

PEonE Magash reigned over Khemri but
W his evil attracted the wrath of

klng.-, who miled the neighbouring
nguoms. Undead legions marched to
nd H-':'I.gd.b]‘l but after a long and
ile war Nagash was defeated,
shhemri was sacked, and the secret of
MBE Elivir of Life was stolen by the
mobles of Lahmia,

SWHiE nobles of Lahmia took the Elixir
JRCE 0 thelr city and started
.-'_';t: menting with it. It gave them
jetemal life but also exacted a terrible
S0l The proud nobles became pale-
J- nned. and fanged like preddrors,
BUEY no longer cast a réflecrion in
jimogs or the surface of water. They
8Tied [0 shun the sunlight and during
e night they hunted for human blood,
gt alone could slake gheir horrible,
Supematural thirst. They were the first
ﬂ!t e Vamplres. They built the
@t Temple ol Blood where their
S were dragged to have theirylife-
fiuids drunk like wine.

0 &mongsi the citizens of ‘Lahmia
ey selected the best, strongest, most
pislligent and beautiful to join them in
ieirdamnation. There was a warrior in
ity of Lahmia, greatest
aptains of the king's
me, strong and virtuous,
Wasamatchless fighter, and he soon
iithe'eye of Neferata, the Queen of
i/ Thus  Abhorash
#1 before the mistress of the
{ Blood, and he ‘was given’'a

N0 drink in honour,/of his gqueen.
g0 hie lifted the cupglo his lips, his
EWas sedled and gimnartion seized
Milian ron grip as ¥ drank. His mind

¥ 4

was/

'

/supreme

————

lilled with visions of death and blood,
tor he had been given the Elixir of Life.
Soon the rays of the sun started to sear
his skin and he no‘longer felt the need
for meat or water. Instead a fergible
thirst for the blood of living men started
to plague him. Long Abhorash fought
the urge to prey upon his people, but
the Necromantic pgwérs invested in the
Elixir of Life were too strong, and
finally he succumbed. In a singlé night

women. He |
quench his ufinatyral thirsf. Only/ after
he had doneAhe déed did B¢ understand
what had happened.

i

It is said that Abhorash wept tears of
blood for the murdered dgn and from
rha[ day on he travelled ggfthe dysert to
‘prev upon the scatte d mads instead
of his own people. ygwed (o learn a
discipline / to kee raging thirst
under control, an tised the way of

the fwarrior to ness his great
strgngth undey

n will.
horash r:}#
e Vampir

les until he became the
ander of the Lahmian
/as given the honourary

/ }

armies. Efe'

title of the Lord ni"E-]n-::u:l and he busied
himself in bringing law and order to the
Kingdom. While Lahmia was In many
ways a city of nightmares where the
ivory-faced aristocrats hunted for blood
during night, there was at least order in
the kingdom. Laws were upheld and
bandits were keptin check. The officials
were s0 afraid of their irnman‘il
overlords that cormuption and bribery
became virtually unknown in Lahmia.

But the Vampire nobles of Lahmia were
above the laws set by Abhorash.
Despite his warnings they often hunted
for human blood in the lands ol other
kings. This finally raised the other
kingdoms' suspicions and Abhorash
could only watch as the arrogant
Vampires roused the rulers of Numas,
Zandrl and Rasetra against Lahmia.

Then came the day when the kings of
Khemri forged the grand alliance. Their
countless armies marched over the
World's Edge Mountains and thus war
came to Lahmia. For many long vears
Abhorash led the defence of his
homeland and won many
battles. But inch by inch, the
vast armies of Khemri forced




Abhorash

back. Finally
the gates of Lahmia itself were
broken, and the ancient tombs,
pyramids and high spires of
Lahmia were toppled. Even the
great library was burned down.
Street by street. building by
building, the Khemrian soldiers
fought thelr way towards the
Temple of Blood.
Here Abhorash led the
bodyeguard of Queen Neferata
in a last, hopeless defence of
the Temple of Bloed, but as
fires raged all around him he
was forced to retreat. As the
great Temple of Blood
collapsed, the keening cry of
Abhorash echoed throughour
the city. He had lalled as a
warrior, and his beloved city
was no more.

Abhorash was irreversibly
changed as he saw his
beauriful city razed and his
people slaughtered. He vowed
to be the enemy of all mankind
for eternity. He tumed his back
to the lands of the South and
fought his way through the
blazing streets. While the other
Vampire Lords collected as

many treasures and riches from
the ruwins as they could,
Abhorash ook only his
weapons and armour with him
o exile, Four of his Vampiric
minions followed him as they
fought their way through the
siege of Lahmia.

Few of the Vampires escaped
the pursuit of the vengeful
Khemrians. Abhorash did not
join the other immortal
aristocrats in thelr exile. He
forsook their company, cursing
them for their arrogance which
had brought the armies of
Khemri to the gates of Lahmia.
Abhorash despised the other
Vampires. To him, their lack of
control made them little berter
than animals.

The Lord of Blood headed north
with his disciples, seeking a
sign which would give a new
purpose o his existence. After
many Yyears he came to a
mountain with a pinnacle
wreathed in fire. Abhorash was
strangely drawn to this lonely
mountaintop and, ignoring the
advice of his [ollowers, he
decided to scale the face.

As Abhorash reached the
summit, a blood-red Dragon of
immense size emerged from the
crater and descended on the
Vampire Lord. At the prospect
of testing his martial abilities
to the full, Abhorash drew his
sword. For an entire nlght
Abhorash and the great Wyrm
fought and in the end the
Vampire was victorious. As the
Dragon lashed in its death-
throes, Abhorash seized iis
throat with his Ffangs and
drank deep. Intoxicated by the
blood of the Dragon, Abhorash
cast the broken carcass ol the
Red Dragon down from the
mountaintop and emitted an

exultant cry of victory. He
search had ended. Afig
drinking the blood of th
Dragon, Abhorash no longs
craved the vitae of men. He ha
[ound an escape from the curs
of Vampirism. He had becomg
the ultimate warrlor, a ma
with the strength and powes
of a vampire, who had no nes
to hunt for blood.

Now he bid his vampii
minions to go forth and hon
their martial skills, so whe
their prowess equalled his ol
they could also escape W
curse of vampirism and becan¥
free of the predator Insid
them. Thus he told his curss!
followers: 1 will watch you an
when 1| decree that you an
ready, | shall call you. Then &
bid his warriors go forth and
perfect their martial skills anl
find others worthy of joinig
his immortal warriors.

Since those days Abhorasks
immortal sons have callg
themselves Blood Dragons ¢
the memory of the g&
Dragon vanquished by the
mighty sire, and they hag
sought to perfect their mani
abilities in order to be worly
enough to rejoin with thg
master. |

To this day the Vampires 8
Abhorash's bloodline belit
that somewhere, in a dark 2
shadowy corner of the wod
where the face of sun is new’
seen, Abhorash waits for 68
return of his immortal sons 8
his mountain home.

The Blood Dragon Vampies
took names and guises wh
would not raise suspicions
studied the languages mi
spoke in different corners @
the world.
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Of the Blood Dragons, many became
imfamous in the kingdoms of men.
Wialach of the house of Harkon, the
favourite of Abhorash’'s minions,
travelled north, to the land which men
called the Empire. Here he entered the
gates of the Blood Keep and
challenged the entire order of
lemplars to battle. One by

one he slew the knights and

their men-at-arms. To

those he found worthy he

gave a

his blood and gifted

them the
immortality.

He reigned over the Undead knights
until Blood Keep was razed by the
demplars and witch hunters of the
Empire Though the knights of Blood
meep are by far the most famdus of the
vampire knights, they are by no means
the only sons of Abhorash. In the lands
of Tilea, Estgligf’ Araby and Bretonnia
there are legends of 'i.-'amplre
Kalghts. Fhe/most infamous of them
was the ngndan Red Duke, the
sSeourge of Aquitaine, This mighty and |

el Vampire Lord rose in the land of /

betondid, and only after the fierce and
Sbloady Battle of Ceren Fields did the
ofiler of Aguitaine yanquish the
“Undead legions of theRed Duke, But
though his army wal destroyed. the
Red Duke escapedffand was never
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caught, and many believe that he still
lurks in the mountains or LI.ELC?{I:ES
forests of Bretonnia. Agd who cag say
where else Blood/Dfagons can be
found? F'Ll.']'h:l'[':'b in I!'rt:w: guise ol § proud
hermit warrior fiving high /in the
mountains, pLﬂLclmg his / martlal
r.lim.ipli.nr:":- Hpw many mawh!e?s
assassins hidefivory skin ang the fahgs
of predators Yehingd their pyasks? How
many lejghl.!'.rt- of fhe secligded templar
orders arg, In realiy, immortal
creatures of darkness? Blood Dragons
can be found guardipg/places like
bridges and fords, chal -:l{ ing El'l] who
pass by to test thelr /mggie and hone

ftheir combat skill od Pragons
strive for perfectio they' practice
different fighting unceasingly.

But the rage insi
themd peace. Th
brgbding angd
trdgedy of th

od Dragons are
tmeated with the
en greatness of man.

(=
Unlike the ‘iolis Vampire Lords of
ALylvania, Bload Dragons never

;n__,-:',llﬂ supremacy over

em rarely gives,

entire nations. Nor do they try to raise
lmgc armies, preferring forces
consisting of Wight men-at-arms to act

as hideous parodies of the retinues of

mortal nobles. The principles and
Ideals of the Blood Dragons are more
concerned with the martial prowess of
individuals, rather than attempting to
create empires.

But when challenged to come (o war,
the Blood Dragons are terrible In their
wrath. Though less powerful than
many other lords of Undeath in the art
of Necromancy, they can still summon
Undead hordes to fight for them In the
field of battlg, and their prowess In
combat is second Lo none,




nw rﬂunﬁy. Iise
themn as fusi cavalry or
ﬂgru#-r lﬁaﬂnm#ﬂng-
 Undead knights (very
appropiriate for a

Bat Stharms are perfect
to stofy the best enemy
1enits for at least one
turn, to protect the
flanks of your battleline
and to take care of small
enemy units, like the
crew of war Mﬂﬁﬂiﬂ

Blood Dragon army!).

Vampire Counts are
suitable as the generals
of smaill armies (uf 1o
2,000 prsinits) anel ave a
good choice if you don'i
wendt 1t spend 500
Potits on a single
model,

-\.E-..-"\--\. 7 el 2 3,

Banshee. This ethereal
spiril is ome of the
most poteerfid
creatures in the
Vernfuire Counls army
- its bow! can easily
devastate wnirs of
“weak-wilfed iroops.
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Ghouls are an
sawesome blocking
unil, cupable of
bolding powerful
- enemics fong enonpl
for m&fa’ﬁ e
Ejﬁﬁjﬂ;}m by
another Undead unit

e whoosing magic
Nampire Lord

for attack spells

utl), because they
ikely to pel close
ABe enermry very

e

Skeletons never fleg cnda =
Necrowtancer can raise new Skelerons
Lo bolster thetr unit strength. engaging
the enemy in a war of atirition where
he is at a big disadvantage, Uiits
come with a vartety of wegpons. and
armous, and this wnit is comtnardid
by a Wight, a beavily drmonred leaifer

Necromancer: This
miartal wizard is
usefnl to keep your
ArNLY BOring with
Veimbel s Danse
Meaceabre and bas
spells to refilenish
yor ranks.

1 Bis wnll of Skelerons
is feed By a Wraith,
one af the best unit
chammpbions in the
artity. Ml is ethereal,
causes tervor and is
armed with a dowble-
banded weapon,

An enemy unie thet is
surrounded by a
regiment of Zombies,
which fight in the magic
bdse and rise again to
attack in yreater
numbers, risks evenrually
tosing the combar.

Sl five-strong wnidls of
Dire Wolves can oniflani
the enemy and take oy
rank bonyses from opposing
“regiments ensaved in
_combatwhile larper poacks
cent rush forieard and
etbtack the enemy becd-on,
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%ark Eldar are one of the most twisted and cruel races

| - D the Warhammer 40,000 universe. They arc ewvil, pinat
”&R?“t‘ﬂM HR raiders who strike without warning, killing or enslaving all #

stand in their way.

‘ DARK
ELDAR

Diark Eldar Warriors
contains: 16 plastic

Dark Eldar Warriors &8
Designed by i
- GEary Moray % : v ;
® i A 4 S i
T
DARK ELDAR Dark Eldar Wych squad: 1 Succubus, 1 Wych with ass
weapon and 3 Wyches
REAVER Designed by Chris FitrPairick
JETBIKE SQUAD e
Dark Eldar Reaver jatbike
. squad; 3 Reaver jeibikes,
. 1 Succubus, 2 Wych
torsos and 2 assault
Weapons
Designed by Chris FitzPatrick
DARK ELDAR ELDA
e SCOURGE REAVER
= SQUAD JETBIKE
- Desigied By Gary Movioy &
Dark Eldar Scouwrge rwﬂal.-'ﬂ ey W ¥

S B allE

sguad: T Scolrge
*, Sybarite, 4 Scourges, 2
.+ splinter cannons and 2
® ' dork lances

‘% Designed by Gary Morley

- :,-t.?“’"

.-:-'i “4

DARK ELDAR T

i Besigned by Mark Bects

“~  ELDAR
~ ; RAIDER

P . ®  Dark Eldar Raider
pr ' : contains: 1 Aaider,
T e 4 plastic Dark Eldsr
i - Warriars
o 2K Designed by
’ il : Gary Morley &
_ PRI Sa . Tim Adcock
DARK ELDAR RAVAGER
Dark Eldar Ravager: 1 Raider plus Ravager parts

Designed by Gary Morfey & Tim Adcock ¥ 3 » ; DARK ELD/
BATTLE FOR

Drark Eldsr Balik i
coniains: 20 plasc
Dark Eldar Warrion
Davk Eldar Rards,
Reaver jetbikes 4 1
Warhammer 40,069
sprue (enough
companants tomy
Jungle frees)

Designed by Gay b
Tivn Adcock é
Drhaws Andrmes
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Iy Kabal Lord
Cay Thnrpr

fighting force.

This month's release of the Dark Eldar Ravager sees the
forces of the evil ones all but complete. | thought | would
mark this momentous occasion with some sage advice on
Dark Eldar tactics, now that all the tools of destruction are at
your disposal. As you will see, |'ve broken this down into
saveral sections, detailing how to be victorious against the
othes major races of the 40K universe. First up though, a
few reminders about general Dark Eldar strategy.

OVERALL TACTICS

summed up briefly, the Dark Eldar ammy is best described
as Fast but Fragile. Never, ever, ever forgel this. Fast but
Fragile. Fast but Fragile (repeat ad infinitum et nauseum).
Whatever your mission. whoever you are facing, and
genarally regardless of what's in your army, the Fast but
Fragile approach is the best. Put simply, this means you are
going to have to oul-fight your enemy, not out-shoot them. If
you 5i1 about trading shots with the whole opposing army,
you will come off worse. Even against Orks (yes, even
against Orks, that's what | said), This is because your
enemy will gither outnumber you or be tougher and more
armourad than you. So, waddya do?

fou don't fight them head-on and all at one’ time. You pick
on them bit by bit, obliterating them a piece.at a time. You
sneak up through whatever terrain there is and then
pounce, everything in your vile host smashing into a small
parl of fhe enemy army al once. Then you either carry
(hrough, now having a distinet advantage, or you melt away,

(  WARHAMMER

ADNDDD ?

DEATH

With the dreaded Ravager released this month, the Dark
Eldar have almost all the tools they need to complete
their evil tasks. Kabal Lord Gav Thorpe gives budding
Archons a slice of his dark wisdom, on how to meld the
destructive forces of the Dark Eldar into an effective

hiding from reprisal. Another important thing 1o remember is
that winning the battle doesn’t always mean killing the
enemy. Il you're playing a Cleanse, Night Fight or Recon
and the opposing Imperial Guard force is camped in its
deployment zone, you don't have lo charge into their
massed guns, Oh no, you're smarler and sneakier than that
(if you're not, you won't win many gameas). You duck and
dive, keeping out of sight as much as possible, taking the
odd pot-shot with your dark lances and splinter cannons,
annaying the hell out of your opponent. This will lead to one
of wo eventualiies.

The first is that your opponent gels so annoyed that he
slarts attacking, moving oul from his defensive position to
get lines of sight to your sqguads and so on (or trying to
complete the mission himself). If he does this, then you've
got him. Your piratical force is much more adept at fighting
on the move, whilst Space Marines and Imperial Guard are
better firng from a static position. Once you have your
opponent moving about, his army will also begin to split up,
squads will get isolated and =so forth. This is when you strike
hardest, when the enemy units have lost the support of their
comrades, when you can perform a sweeping advance
without plunging towards every single unil in the enemy
army. And if things start to get a bit dangerous, just pull your
squads oul and quit while you're ahead. There's no such
thing as cowardice in the Dark Eldar language, just
enlightened selt interest.
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lw . Wyches. supported by a Beasfrmaster and Warp Beasts, charge info the Imperal guard ranks.
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A Dark Eldar Raider squad assauwlfs Eidar Dire Avengers

The other possible result of your slinking around is that your
opponent will do nething. He'll be scared 1o move from his
well-delended position, leaving you free lo roam at will. It
this happens, you've got him as well. Il you're playing for
table quarters, for example, then you'll have three and he
has one (or even none il you're super-sneaksome). Like |
said, you win the game even if you didn't kill the enemy. Al
of this can be boiled down 1o one phrasa - fight the enemy
on your terms, not his. Move around a lot, make feints and
swiftly reposition units from place to place. Bafile the hell
out of him and then while he's chasing shadows (well,
Mandrakes), give him a thorough kicking. You have an
extrame anmy, so use extreme plans. Mass your forces,
move vast distances, never do anylhing half-hearted. Could
it be simpler? Well yes, but thal doesn’t matter because
you're a cunning, shifty Dark Eldar Lord, not some half-
witted Imperial Guard dullard.

Another top lip is what to do with your Raiders after your
units have disembarked from them. Some people have
them hanging around sniping at enemy lanks with thair dark
lances, bul this isn't always the best thing. Many players
can't resist taking a shol at your transport, so many Raiders
are taken down after they have. ditched their unit.
Unfortunalely, this means that if the squad gets into troubla,
they have to get oul of it on foot. A much better proposition
is 1o drop your troops and then hide the Raiders nearby so
thal they're ready to zoom in and quickly reposition your
squads in a later tum.

Oh, and always get a shadow field for your Archon. ..
FIGHTING SPACE MARINES

This can be tough, but is far from impossible. In all
likelihood you will outnumber your enemias. This means
thal you should try to move in such a way as to bring the
entirety of your force to bear on the Space Marines in ona
attack. If you throw yourselves at the Space Mannhes a
couple of units at a time, you'll be gunned down easily. On
the other hand, if the Space Marine commandar is suddenly
faced with a well co-ordinated aftack by Raider sqguads,

Mandrakes, Wyches, Ravagers and your Lord with his

Incubi, there's a distinct possibility that there'll be oo
L much for his forces to handle.

‘a.
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[Don't worry about how the coemy 1s going 10 kill
you, worry how ?'nu'n: going to kil the cnemy.
Forget and you will cod up fighting phantoms that ||
don't exist. and your encmy has already won !

Atfributed ta Nick Davis. Dark Eldar Lord
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Gav's list of good things to fight Space Marines with:
Disintegralors, biasters, Jots of Incubi (prolected by a
Raider squad or two o interpose themselves belween your
Lord’s Raider and the enamy), agonisers (ignarg armour
and always wound on a 4+). poisoned blades {2+ o wound
but armour saves allowed unfortunately). Scourges will
dark lancas, Talos.

FIGHTING IMPERIAL GUARD
Fighting Imperial Guard is a bit like wrestling jelly — you can
pull bits oft here and there, but there always seems 10 be
lots more around (by the way, | have nevar wrestled |elly,
this is pure hypothesis). The Imperial Guard are probably
the toughest foe to face with a Dark Eldar ammy, and |

heartily recommend that you on no account try to actually =

kill any of them unless you have fo (i.e. the ballle is decides

on victory points). If you do have to kill them, try to avoid the

bulk of thair fire and position yourself whara you can targe!
one or wo enemy units and therefore only one or two can
target you back (walch out for barrages such as those from
martars and Griffons). Kill the squads you can see and then
move on. In no situation should you ever, ever engage the
Imperial Guard in a firefight on ‘equal’ terms, Mevar, dya
hear me? If you're lucky, the mission will pul a lot of the
enemy army in reserve, in which case | suggest you try 1
kill as much as possible as it comes onto the tabletop. Allow
them to mass in strength and you'll have a hard lime.

Gav's list of stuff to kill lots of Imperial Guard:
Dark lances (1 just the love the way Guard players moan
that dark lances treal their Leman Russ front armour a5
121), shredders (for that big blast effect), Warp Beasls and
Wyches (Guard are hopeless in assaull, but make sure yol
don'l gel blasfted o pieces ir a sweeping advance)
Reavers. lerrorfex, Grotesgues {anything up to a heawy
bolter can be ignored, but waich for Sirength & muib-
lasers), desiructors, webway portal (placad behind cover by
the Sybarite of a Raider sguad).

FIGHTING ORKS
There's lots of them and they're Toughness 4. Oh, and
they'll rip you apart in an assault if you lat them. Having
cunningly just asked Andy Chambers what frightens him
most about fighting Dark Eldar, I've got the following
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ntormation. Firepower and mobility are the key. Yeah,
yeah, | know | said thal even Orks can outshoot you, and
that's still frue — if you take on all the Orks at once. Take on
a single mob with three or four of your squads at one time
though, and its an entirely different matter - shredded
Orks. If you're canny enough, there i5 no reason why the
Orks should even get into combat with you unless you
want them io. Generally, you won't want them o because
the vast majority of your fighters hit at Strength 3 in an
assault, making your chances of killing lots of Orks wilh
close combat very slim indeed. Don't fall into the trap of
Ihinking that to avoid the enemy you have to move away
from them. A good trick is to let the Orks come at you for a
couple of turns (killing their boyz with splinter cannons and
using dark lances against their armour all the while), and
hen nipping down each side of them as quickly as
passible, so that they have to turn round and come all the
way back again. This will stop you getting boxed against a
table edge and allows you to mowve around o caplure
territory (such as in Recon, Blitz. Cleanse or Night Fight).

Gav's list of weapons and wargear that kill lots of
Orks: shredders, destructors, scissorhands/poisoned
hiades, soulseeker ammunition, Ravagers with
disintagrators, Scourges with splinter cannons (woo-hoo
16 dice a tum!), Reavers (Strength 4 in combat, can rapid
fire their splinter rifles and buzz off 24" whan the
greenskins get close), Mandrakes (for annoyance valug).

FIGHTING CRAFTWORLD ELDAR

In my experience, any fight between two Eldar forcas will
undoubtedly be bloody. Both armies can deal out a lot of
damage when used well, and neither can really sustain
much damage either. There are two factors to consider
when fighting Craftworld Eldar, which sort of balance each
ather out. Firstly, the Craftworld Eldar do have some tough
units sch as Wraithlords, Wraithguard, Striking Scorpions
and Warp Spiders, while you only really have the Incubi.
Alzo, their vehicles are better armoured than yours. On the
positive side, many of these units cost quite a few points,
aspecially the Wave Serpents and Falcons which the
Craftworld Eldar raly upon for transportation. Conversely
your Raiders are very lightly ammoured, but they cost only
a hall to a third of the enemy’s transporls, so make the
most of them! The old Fast but Fragile lore still applies, but
watch out for fast moving enemy units as well — it might be
a good idea to keep a Warrior or Wych squad in a Raider,
neld back to pounce on any Craftword Eldar that move
about too fasl. In particular watch oul for Howling
Banshees sgquads trying lo get into combat with your
nCUbN.

Gav's list of horrendous weapons of war that kill the
misguided Craftworld Eldar: Pratty much anything reaily,
depending on what you face. Youw'll want blasters,
disinfegrators and dark lances for the heavy troops and
vehicies, whilst lofs of splinter cannons and shredders will
make a real mess of their Guardians. A good mix of
firepower and close combat ability is probably needed.

FIGHTING TYRANIDS

Tyranids are a scary prospecl, they've got some good
weapons and some really scary close combat troops.
However, have a look in your own army list and what do
you see? Good weapons and some scary close combat
troops plus lots of speed and manoeuvrability! There is no
reason why you should sil around while that mass of
beasties comeas tearing towards you, Use Raiders to move
around, making the enemy pay for every inch of table they
cross. You've gol some big guns like disintegrators and
cark lances for shooling down big beasties, plus splinter
cannons and blasters for chewing through the inevitable
horde of Hormagaunls, 'Stealers, Gargoyles and
Termaganis. Don't forgat that most of these creatures have
a low armour save so even Wyches and Warp Beasts can
do a fair amount of damage 1o them (except the 'Stealers
of course — just shoot the hell oul of them). Don't forget thal
they need 6s 1o hit Raiders and Ravagers in close combat,
s0 if you do get pounced upon, jump on the nearest Raider
for some safety.

Gav's list of the best things to blow apart bug-eyed
monsters: Raider squads with splinter cannans, Heavers
with blasters, Scourge squads wilth splinter cannons, dark
lances, Warrior squads with splinter cannons, disruptors,
Archon’s retinue with splinter cannons, Wyehes with
shradders. Did | mention splinter cannons?

FIGHTING CHAOS SPACE MARINES

All the comments that apply lo Imperial Space Mannes are
appropnate for their Chaos counterparts too. However,
bear in mind that the Chaos Space Marine army does have
some lighter units in the form of Daemons. so never forget
those splinter cannons. Warp Beasts are particularly
appropriate enemies for Daemons, and can make a bit of
a mess of them in combat as well.

Also, watch out for Greatar Daemaons

possessing people. If this happens,

get as far away as possible, as

quickly as possible.

Well thal's it for now. Remember —
Fast but Fragile.

The Dark Eldar are mured to terror and death.
taking a positive delight in the fliction of
pain and musery. Yet there 15 something which
fills their race with an uiter dread. that drves
them into ever more dcspitahl: acts of wanton
bloodshed and torture; the Great Eu:m}': the
One Who Thirsts. What the rclationship
hetween the Great Enemy and the Dark Eldar
is, it is impossible to Si:'!n'. Although the Dark
Eldar revel in thetr own wickedness and eval,
there 15 a desperation about them: an all-
mnr-uming horror that forces them to kill and
maim cach other, to fall upon their prey
without mercy. as if ther very survival
depended wpon the extrematy of the grievous
deeds IE'II.:_',' p:f{'-nrm.
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On a recent trip to our Nottingham store Fat

Bloke noticed a rather splendid Dark Eldar army
belonging to Paul Handley, who works in the store
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Warhammer. After years of collecting, painting and hard

gaming | fancied a change. It was at this time that Codex
\ Dark Eldar appeared. It was only natural that a twisted Dark
Eif general like myself would find the Dark Eldar appealing
~ | just couldn't resist the temptation.

it actually took me gquite a long time to get around to
painting my army of Dark Eldar {loo many miniatures and

~« never enough fime). But when | finally made the effort, it

only took about a month 1© convert and paint my core foree
of Drark Eldar,

The first thing | had to do was decide what colours | woulkd
uza. | wanled the army to have an overall dark and moody
ook o it, 5o this had to be reflected in the colours that |
choza. | took a cue from my Dark EW army. They already
had & strong look of dark blues, purples and melals. Mow |
love the finish you get from deep purple highlighted up, so
|decided to use Liche and Warock Purpla as my main
coboUrs,

! alzo0 wanled my bases to be different from the more
conventional green. | used gravel and painted them in more
ol an wrban colour of black, drybrushed with grey (they
perfectly match the gaming board in the Nottingham shop).
30 | set to work and the Kabal of the Broken Soul was born
ang ook shapae. Over the next couple of pages | will try to
explam the conversions and ideas that went into my army,

EROKEN SOUL TACTICS

| have mever metl an army general who really enjoys
revealing his tactics. We all like 1o keep these little aces to
wurselves. But with the menacing presence of Dark Lord
. Mick hanging over me, | feel | musl parl with some of the

Faul Handlay's comverted Archon and retinue of incubi

(he's since moved to the Loughborough
store). It didn’t take much persuasion to 3
have him bring it to the White Dwarf .-’7'-,7
bunker and tell us about it.
¢ all started with the Dark EH army | had bean collecting for

[ 1

lessons | have
learnt using this army.

The main thing about a Dark Eldar army is that they are
axtramely fragile. They are more ‘ypically’ Eldar in that
raspact than the Craftworld Eldar, So | try 1o keep
everything moving as fast as | can towards the enemy. |
have reflected this with my army selection, keaping it as
fast and agile as possible. My army has not got any
weapons that | cannot move and fire with. This halps to
keep from being pinned down. All my squads carry
weapons that are capable of taking out heawvy armour and
neavily armoured troops with ease (| have the full gquota of
blasters!). | then assign tasks to each parl of my army and
make sure they camy them out.

My Talos {a more recent addition) has the simple task of
ploughing forwards and drawing as much heavy fire as
possible away from the rest of my army. The Reavers also
have a similar job, although they usual charge straight al
the nearest heavy weapon squad at full turbo. Their
invulnerable save is a real bonus and it's really cool o
watch you opponent’s disbelief as plasma cannons and
lascannons bounce off them.

Reaver Succubus

| load my two Raiders up with a2 Raider squad and Wyches.
| try to gel them into the middle of the battle as soon as
possible, leaping ofl the Raiders and inlo an assaull or o
capture an objective. These are followed up by my Warnor
squad and Retinue, who also move up the battlefield firing
shots off at whatever is foolish enough to come near them.

20 my basic tactic is 10 go in with everything I've got, keep
the pressura on my opponent and don’t allow him to go on
the offensive. As long as you contrgl the battle you will win
the game! — Mow onto my anmy.
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Reaver jalbike squad

"NO..! Don't kill them
all, leave qust one
SUVIVOL.

The terror will be

sweeter when he finds

his {ricods and we find
them alll

."'I.TLI'IHI:I DE |III: ll:rl.'-]-'.c:: -':ﬂ:.i

e l '
/ deur&'d that afl my Wyches would b
{like the Dark EIl Witch Elves). This o
called for lots of converling. A lol of it jnsr.
very simple weapon swaps or limb b
make the most of the three different fem=
models available,

The hardest! thing was deciding the
scheme. | thoughl red was going 1o bo &
and then | saw the paint job on Chis Fi
own Wyches and | knew thal black wo
colour for me. Only the Succubus'
painted red so they could easily be pr
To keep with the theme of the rest of u"--'
in the army, my Reaver squad just fia
fermale as well, This took the long
my converted sguads, as the
torso swaps — but | am pi
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a My Archon is my
favourile conversion. |
wanted him to look
completely unigue (as
all Archons shouwld ba).

He is built from a
plastic Dark Eldar
model, using splinter
cannon amms, a sword
from a Chaos Space
Marine and the plasfic
Chaos Warnior cloak
and trophies.

| painted him in the
same colours as the
j Incubi bodyguard, as
this iz a very effective,
manacing paint job.

w sguad & Halder fransport

_ 'wanted my Warrior
_ ‘ squad (below) and ¢

B i _ Raicder squad (lefl) o

‘! - have a unigue look to

fhem.

Thair poses werg
heawvily influenced by
various action films,
comic books, computer
games and the ‘Ain'
Dark Eldar Brilliant Toa'
article in WD227,

To distingwish  them
from the rest of the
squad, both of my
Sybarites are melal,
This way my opponent
Knows the other
models ara just ammed
with close combatl
waapons for effect.

The Talos is the lalest addition o my
army and the simplest of my conversions.
I have always seen the Talos as a mass
of spinning arms, so | decided fo put an
extra set on if!
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exciting
things to
come out of
the Games
Workshop
Design
Studio over
the past few
months bave
been the Warbammer
Regiments and Warbammer

. 40,000 Battle Squads.

These remarkable, multi-pose,

. plastic boxed sets offer

| fantastic value for money — far

more so than collecting a
comparable regiment from
metal miniatures.

Paul Sawyer
‘Fat Bloke

In this article 'm going to show

- you just what an immense

saving you can make by basing
your army around the new

plastic sets, which, at £12 each,
are the greatest value for

maoney miniatures available to |

the Games Worksbop bobbyist.

With sets due to be released for
the core regiments of every
Warbammer and Warbammer
40,000 army, it will be easier
(and cheaper!) than ever to

. collect an army for use on the
battlefield, and that can't be a

bad thing, can it?

=% WARHAMMEF

BOXING CLEVER

5 fj To date, nine Wiarhammer Regiments and two Warhammer 40,000 B
Sguads have been released, with plenty more in the pipeline. In comgs

months we hope to bring you Ork Boyz and Eldar Guardians §
Warhammer 40,000 along with Ore Boyz and Zombies for Warhammer Tk
isn’t the end though, as we are committed o producing plastic boxed @
for the core units of all our armies, allowing you o quickly and o
elfectively build the backbone of vour new army, add to a veteran fore
simply collect great looking miniatures.

Let's take a look at what you get in the Night Goblin Warhammer Regimé
hoxed set. ..

& AN NRRANNUNEE. ]

The box conitains four

flastic Night Goblin

sprues, five new shield

sprues, a movement iray

aricd metal components

to make a champion,

standard bearer and

gong basher, The unit can

be made as archers or, as below, wielding
spears and shields.

To collect a stmilar unit from metal components would cost 126,50
you 're saving a healthy £14.50 which you can now spend on Fanali
which will dectmate virtually anything that comes within 8, along
with a few Squig Hoppers to really annoy your adversary — burrab!
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: lier, each Hr'uml.‘nt or B.:ll'l:lE "-qua:'i hox is rnll v:i.]m* hlr MONCY, .:|_1'1|:[ i"'-ll'lh. DARK ELDAR WARRIORS ™= B
Tﬂ-‘-TH: they are dead easy 1o convert. Now let's see what sort of saving.can be .
made on an army,
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Chans armour, shield and band weapon) 2000 faes
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10 mon

Chiaos Knights inc. standard bearer and hornblower . o e
Lagns armour, shivld, lance, sword and riding barded Chaos steeds) 00 s i g q:* e T
TR -, S
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's an enormous saving of £53, 5o you

add cven more 1o your fledgling force and really let vour enemy have it
With Regiments and Baole Squads currently available for Night Goblins. Emypire,
Kaven, Chaos Warriors and Skelerons in Warhammer, as well as Darck Eldar and
Khome Berzerkers in Warhammer 40,000, there's no reason not t© be

Nburr-Nell's Doomiblades:
a 1,500 point Chaos Warrior |
army for just £36!

- |
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Many moons ago, lan Dearie was happily playing historical wargames. But gradually he

began to fall under the insidious influence of Chaos and his soul became forfeit to the

Dark Gods. With two young sons eager to try their hands at wargaming, he decided to put

iogetner a Warhammer 40,000 army for them to play with. By then it was too late — he had
completely under the grip of the Blood God and almost before he knew it, had

(assembled a mighty World Eaters army to spread carnage and slaughter in the name of
the Lord of Skulls...

f-.:-: Dearie and his two sons, John and Sam, are a regular  Champion lightning claw. The others wers

Sight at the Lincoln Games Workshop store. Originally a equally straightforward, simply sticking lan Dearie
Nistorical wargamer, lan has become increasingly involved in Khém's head and Space Marine lightning

g Games Workshop hobby, to such an extent that he now  claws onte standard Chaos Terminater bodies, Special
funs his own WH40K gaming club! His World Eaters army mention must be made of one of them in particular however,
,h&enl:luill up over the past couple of years and is a great  lan thought about the idea of Space Marines becoming

#xample of what you can do to make an army truly individual, corrupted by Chaos after the time of the Horus Heresy and

R, B b decided to paint one of the bodyguard to represent a
JERE = RHilly collected for 2nd edition WHAODK, but o0 04 Dgslthwing Terminator, 'u'n'};'lglﬂISE armnurpis slowly
by Imjg tinkering it will scon be f ully compatible with lhe fusing with his body and warping into the twisted forms of
g o, I"I';'IE took one look at it and had to drag lan in Chaos. This Terminator, known only as ‘Deathwing’, is about
e (6 snaps! halfway through his transformation into a fully fledged Chaos
l0'siar the army off, he painted up Kharn the Betrayer and . Terminator.

pienly of Khome Berzerkers to form the backbone of the

pree. Kham was given a scenic base, resplendent with a

Coupte of dismembered Ultramarines, while the Berzerkers

Wee neavily converted. As you can see, the results are

gertainly impressive!

Whilst painting Kharn, lan decided to convert a retinue for
.:_:Z= came to the conclusion that what he really wanted
N33 & rock-hard sguad of Berzerker Terminators. Using the
fulgs from the old edition of the Chaos Codex, lan made
Nem up as post-heresy Terminators so that they could carry
& pair of lightning claws each. The first was the Master of the

Belrayer Guard, & conversion using Abaddon's body and
gining claw, with Khérn's head, plus the Chaos Terminator

upsthiy
; Il:r:?-.—.,i"_: .

£
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Once he had sorted out the commander, his bodyguard and  fire screen, S0 a8 large squad of Chaos Cultists
summoned. Like a lot of people before the ace Chaos

a good many rank and file troops for him to command, lan
started to look around for something else to get his testh  models were released, lan looked to the Necromunda r@ %
into. Two Chaos Dreadnoughts seemed to fit the bill quite for inspiration. After a bit of thought, he settled ugon
nicely! The first was a straightforward conversion — he simply Ratskins, as the range of modelling possibilities 5
stuck a Khomate icon onto the trophy pole. The second anormous and he loved the daa of adding things like gian
however was a lot more elaborate. rats and bits from the Skaven range to creale a .l
mutated and Chaotic looking unit. Attached to the unit c!
to make a close mmt:;t‘fg:iei?l:gusguhgigfi’:hmr:.r;atr:negg Bl e Boares ok Chaos Space Marine 10 lead f1éfl
weapons at all. As anyone whao has tried it will know, this is conyeriad iNe I from Space Wolves FUre Piog
not easy, as a1ll the close combat weapons are d&si.ned to ¥Ha: Siayur, Wlth- his helmet remodelied (0 look maore TS
fit on thi laft arm of the Dreadnou hit p:u some fairllg:l heav Ghant ook Terminator trophy racks and a Chaos SOTEA
modelling was necessary to adagt one for a right E;uandag backpack. were added 68 WEH‘ while a tail from a LIS
e . : . Spawn completed the conversion. 1
weapan. This is just one of the ways in which lan's army .

Berzerker Frenzy!

differs from the letter of the Codex — very Chaotic. Chaos ','
Dreadnoughts must normally have one close combat and  All the while lan had been steadily adding to his basic il |

one ranged weapan, but as a Knomate general, lan canbe  and file units of Knome Berzerkers and now he had buit )=
an impressive number of them. As there ware S0 &l '

forgiven for using this in his army!

The thunder hammer has been made by sticking the arm seemed only right to summon some more of the migsf
part of the Chaos Dreadnought thunder Nl o e Sampen of Chaos to lead them forth I battie. The SRS
shoulder part of the Chaos heavy plasma gun, and then was one that lan calls Talon the Torturer. A lot of bend®  Andy Fos
sculpting some extra armour plates from modelling putty 1o and filling was required 1o get the leg into a position 10 SE8for jan's f
cover the join. Trophy racks were then added from Abaddon on the Ultramarine helmet while he holds aloft the remails
and Warlord Queek and extra heads were added to give an the unfortunate Space Marine.
even more fearsome appearance — .incl.udin_g an Eldar A second champion is based on the Blood Angels Cal
Farseer's _helme't! A trawl tlhraugl:ju his bits box yielded some  Tyeho figure, while the third is lan's favourite conve
casualty figures and one in particular seemed perfect as 8  the whole army. This was based upon & Sister of Batl
gruesome decoration for the Dreadnought. Finally, the —lan feit that 4 female Chaos champion would be really g8
finishing touch was provided courtesy of a few inches of fine  This figure is known as Tabatha and has been built frol
chain bought from a model shop. Both Dreadnoughts were  jmpressive number of bits and pieces including Evel
painted in the classic Khornate scheme of red and brass, just  Asassins, Daemonettes and Khém the Betrayer. The &
like the rest of the army. is a truly unigue conversion.
The rot had set in further than had originally been i

A staff member in our G

Forwards for Lord Khorne!
By now the World Eaters were looking like quite a and by now lan
formidable force, but lan decided that what they needed couldn't stop aM
was a bit of cannon fodder to soak up soma of the enemy gven more Squad
his army. A @

gs are far too valuable to use as a
\ combat Veterans

| was an obviaus}
choice, followes
guick successiont
Terminator Souas
another squad
Veterans, [Nis
with heavy weap
The assault
ware built from &
selection of Al
including :

Wolves, Warhas

Chaos Wa et

even an Eldarl#

figures have bare heas
the unit a uniform fed
make them easy o iclen
the tabletop.

Even a mighty lord ofl
such as Kham would
difficult to command &
tearsome horde by hims
seerned only fair to add
more commanders. §
through Citadel Joum
came across a of

fire. Chaos Space Marin

Vo
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Foster, called Scyrak the Slaughterer. It seemed ideal  his own, so a bit more detail was added and a suitably
Hor lan's foul purposes but he still wanted to make it uniguely  impressive scenic base was built. lan's 'Syrack’ has his own
standard bearer complete with ‘pet’ Flesh Hound on a leash!

Finally, lan just couldn't resist adding the fantastic Juggemaut
of Khorne to the force and naturally the model features some
heavy conversion work. The ubiquitous Terminator trophy
racks are used and the left arm wields a fearsome double-
headed axe. The right arm is sheathed in a power fist and a
Chaos icon sets off the whole model splendidly.

More Blood for the Blood God!

Believe it or not lan still has a lot he wants to add to the army.
Mext up (and probably finished by the time that you read this)
will be the mighty Bloodthirster and another Dreadnought,
this time with tank-busting weaponry. lan wishes the stunning
new plastic Khome Berzerkers had been around when he
was starting his army (although he still intends to buy loads!)
as apart from them looking great, they are also much easier
lo converl!
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latest things that lan has added to the army.
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These fwo are the leaders of [an's Veleran squads. An amazing
variety of bits and pleces have gone Into each of them,
including Warhammer Chaos Warrlors, Sorcerers, Eldar
Guardians and various plastic accessorles!
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DOGS ' LAY SUVALE
OF WAR OF WAR

Lovx e CTERS ' CHA
CHARAC . . RACTERS
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MERCENAR
GENERALS

L
I
B
Continuing the fine tradition of bringing you exclusive rules in White :
Dwarf, Nigel explains how to choose mercenary generals of different races. fi
No longer are you limited to the basic Human general praofiled in 'lﬂ_
Warhammer Armies Dogs of War — now you have the option of leading your £
gold-hungry hordes with other races! vi
In any Dogs of War army you are likely to have must certainly be deeply suspect! However, il is possible :r.t
find many diversc races, united behind that some notorious generals began as  Bretonnisd um
their peneral by the prospect of war and loot. But what of the commoners. There are, however, several Arabian mercenary
general himself? Although many Dogs of War generals arc generals, which is not surprising in a land ruled over by
humans (frequently Tileans), there are many others of very warring Iribes of dubious loyalty. It is guite possible ford M
different origins, Some, of course, are also men, cither from Sheikh or Emir and his entire tribe to suddenly appear outof m
the Old World, or more distant lands. Others come from the desert and offer their swords to the highest bidder. Almos P
among the other warlike races of the known world, such as the all the corsair leaders are of course mercenary gencrals likel bu
Orcs, Hohgoblins and Ogres, or from the ancient races of the to change sides for a chest full of gold, Finally, let us net -4
Dwarfs and Elves. This article details mles for creating a forget the frozen wastes of Kislev and the brooding [jords al e
mercenary general of one of these races to lead your army. Norsca, from which have come some of the croelis e
mercenary generals the world has ever seen — warlonds whi =
Human Mttttnarf Generals learned their trade collecting the heads of Chaos Warriors and i
The majority of merccnary generals at large in the (ld World flaying Beastmen for their pelts. ::T:E
are humans. Most of these are from Tilea but not all. The
Empire produces excellent fighting men, many of whom find Dwarf METEEH”}' Generals ::;!
their way into mercenary armies to fight as dogs of war. Few Dwarts become mercenary gencrals, This is because ang il
Sometimes expertise and determination enables an Diwarf with the qualities of a general will be utterly loyal® well
individual to rise up through the ranks and lead his clan and ancestry. Dwarf mercenary gencrals are likely fo 868 SO
own mercenary army, Mercenary generals whose oulcasts for some reason, or cherishing some terrible 2RI and
origins lic in the Empire usually begin their apainst all their kin. What else could force a Dwarf ¥ dons
* career among the Border Princes, rather than in associate with the kind of treacherous scum who becoms gene
g & the Empire itself, except perhaps during & mercenaries? Furthermore, the payment of gold to hired sell with
time of civil wars, swords and the sharing out of plunder 1s something that wos
_ _ tear at the heart of any true Dwarl. Indeed then, any Dy
Few Bretonnian knights have i who becomes a mercenary general, must have a strange S
RECSARR: AL SILy EE.'.“:II:'IF" o tell. Tt would be wise not to delve too deeply. m
and the honour of thosc : Hur
i Orc & Hobgoblin Mercenary General§ Dy
Orcs live o ficht and rejoice in war. Hurlrﬂng st lemen Ore
fields strewn with the newly slain, wolves and crows i g
at Nesh, cries of anguish and the din of battle - these ais Hobh
things that Ores like. It is no surprise therefore, that there High
many Orc mercenary generals roaming the knavwin Wik Dark
Their only problem is finding mercenary regiments i
: enough to follow them. Few humans can bear o s Ogre
> camp with Orcs, and so Orc mercenary generals el m
lead armies of particularly savage, uncouth and prmiis “Wark
mercenaries such as. for example, Ogres.
' Elven
Hobgoblins also delight in war and there arc rurmoured i Dark
several Hobzoblin mercenary generals, Most of thee® .
rampaging in the east, but some are sad 1w be mi Cold
westwards, These are warlords of the nomadic Hobg Giant




undoubtedly been sent forth at the bidding of the great and
nightly fearcd Hobgobla Khan. and have gathered up various
followers among vanguished tribes and peoples. Others are
lesser Khans who have displeased or rebelled against their
gverlord and now seek W escape his wrath.

High Elf & Dark Elf

Merce nary Generals

‘The few High Elves or Dark Elves who become mercenuary
- generals are often exiles, bamshed from their realms for dire
nisdeeds or forsaking their kindred with a self-imposed exile,
-~ One or two have had the misfortune to be shipwrecked and
strunded in distant lands. Afier irying in vain to fight their way
- s the known world, they have been forced 1o sell their
- fighting skills in order 10 survive, Often the inhabitants of the
nds through which they pass are woefully unable tw
- distinguish between High Elves and Dark Elves and think they
lﬂ the same. Thus the High Elves are ofien blamed for the
wile cruelly of the mereiless Dark EIf generals, while cities
--"-I have been saved in the past by noble High EIf gencrals,
5- b open their gates in welcome to Dark BN generals,
paware of the dire consequences.

Ogre Merc enary Generals

: my Ogres follow the way of the mercenary. As u race, they
juut s brutal and warlike as Ohrcs, in S0IMe cases, more so,
i survive long enough to command an army of their own,
[ those who do are formidable indesd. A Tone Oyre
mercenary general can often cause an entire cncmy army to
mble, just by glaring at them at close quarters! Many
Emenary regiments cannot bear sharing a camp with Ogres
and certainly would not follow an Ogre general. Others,
speciully Ores, Goblins and savages of similar ilk, gather in
goves 0 Opre generals, ofien following them just for plunder
".i for pay (which would be erratic or non exisienl
2y). The noted histonan Ummler of Carroburg tells the

4 wing anecdote, which may be apocryphal but illustrates
o "ﬁt Ogre view of victory. A hugely fat Ogre general
v mveved the stricken ficld, took a sniff of the stench of victory
C idsaid, “bring me the head of the enemy general,” and it was
0 _'., it was very well done with garlic butter by the
. Beral’s best Halfling cook, and the general belched loudly
- Ldeep salisfaction,
H- L]
o Mercenary Generals Profiles
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Weapons & Armour: The general is armed with the
ecquipment described below.

General Equipment aints
Hurnan general Harid wecpon,

light armour, shield +3
Crre general Hamnd weapon,

light armour, shield +3
Hobgoblin general  Hand weapon,

light armour, shield +3
High EIf general Swword,

light armour, shield +3
Dark Elf general Sword,

fight armour, shield +3
Clgre peneral Hemel wweapon,

light armour +3
arf peneral Axe, beavy armour,

shield + 4

Options: In addition to his basic equipment, the general may
have other weapons or armowr which is appropriate to the
traditions ol has race, al an cxtra points cost.

General May have Points
Human [ipgrade to beavy armour . . . . . +1
R s ] i +2
L T s R S +4
T R A e e RS,
i T P RN e R M T
Cire Dowbie-banded weaponn ... ... +2
Hobgoblin I e T e +1
High EIf Fipgrade to lbilmear armour . . . +1
Rt S L e S o
L e R ]
BRvEgD: o R e e +4
Dark EIf Lipgrade (o beavy armour . . . . . +1
5 R S Aty S +<
Repealing crossbaow ... .. ...,.+3
Chore Double-banded weapon .. ... +2
Sl . SRR o L +7
Additional band weapon . . ... +1
Dwarf Dowuble-banded axe . ... ... .. +2

May Ride: The general may ride a creature appropriate to the
traditions of his race. The options available are listed below.

May Ride

General

Human general Warborse (+3 pis)
Chre general War Boar (+8 pis)
Hobgoblin general Cricared Worlf ¢ +4 fils)
High Elf peneral Elven Steed (+3 prs)
Dark Elf peneral Dark Steed (43 pis)

or Cold Cne (+10 prs)
Ugre general Nat mounted
Dirar| pereral Not mounied

Although it 13 not unknown for mercenary generals to ride on
chariots, monsters, wai' camels, war mammoths, Albion loch
monsters, giant starfish, five-tier palanguins or whatever, the
fame and dread of such generals has spread so fur and wade
that they must be considered ‘characters of renown’,
deserving of detailed description, history and special rules (o
go with them; as well as appropriately splendid models.
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Magic Items: The general may have up to 3 magic 1tems
worth up to 100 points in total. These are chosen from
Warhammer Magic.

Special Rules

Dark EIl general: A Dark EIf general will of course hate

High Elves and so may not include any High EIf regiments in
his army.

Dwarf general: A Dwarl general will obviously hare Ores
and Goblins and so may not include any Ore or Goblin
regiments in his army.

Ore general: An Orc general may 1gnore panic cauvsed by
fleeing "Goblins,

Ogre general: An Ogre general is big, brutal and causcs Sear.

(uirks of Character: Mercenary generals frequently “have
some dark sccret or quirk in their character, which explains
why they became great generals. Your general should not be
lacking such a quality so yon must pick one character trait for
your general from the list below.

Banished Exile { +30 points)

The character has been exiled by his own kind. Therelore be
hates his own race for shunning him. So for example, wa
exiled High EIf would hate High Elves. The weneral will not
include any regiments of the hated race in his army.

Cunning (+20 points)

The character is the master of low cunning and always uss
tricks in hand-to-hand combat, The effect of this is that he will
always strike first in hand-to-hand combal.

Vederan (+20 points)

The character is a grizzled veteran of so many battles that he
has superior fighting skill. He therefore gains +1 W5l
represent this.

Riood Fend or Grudge (+35 poinis)

The character has a long-standing grudge or blood feud
against a specilic race. This is probably because they o
double-crossed him, treacherously betrayed him or wiped o
his entire clan. The character hates one specific race of your
choice. The general will not include any regimenls of e
hated race in his army.

Rich & Greedy (+10 poinis)

The character is immensely rich and always demands B8
highest price for his services or keeps the lion's share of B
plunder. The result is that the pay chest is exceptionally b
and full to overflowing. This inspires cven more loyalty
his troops. To represent this you may re-roll failed Break 255
within 16" of the chest instead of the usual 12,

Charismatic Leader [ +2.5 points)

The character inspires exceptional trust and devotion from i
roops. They will follow him to the ecnids of the carth @

beyond! To represent this the general gains +| ld wp @

maximum of 10.




Converting a Mcrccnary General

While you can of course wse any of the standard commander
miniatures to represent the leader of your mercenary army, many
players like to convert a special figure. After all, a mercenary
general is not your average leader so why use an average
miniature? This page show a few examples of suitably impressive
conversions modelled by various staff here at the Games Workshop
HQ. Remember that as mercenary generals are mainly interested
in money, they’ll tend to be ostentatious in the extreme. Have fun!

P A& Both of these Cres are the creations of Stefana Gemi, the
winper of e WHAOK grand tournament, who now works for GW
Ralia, He likes the fexibility of being able to take his Orc wurlornd
either on foor or mounted on o War Boar,

o  Nelson, who works in
phar Sruadio, hay comveried
4 Topring Katarin the Kislev -

| Iee Queen into a Dark
Elf peneral, to lead
hig Dark Eif army.
Hevrever i worily
mutke a perfectly
Sine leader for a
METCENGry force.

B This ferocious Orne warlord wes
converted und painted by Keith
Robertson from the GW "Eawvy
Menal ream. A wide varicty of
different purts have been wsed
to  make this ambifiowus
comversion, Nofe the cart
wiheel wsed ax a shield
making the model
really impressive!

A This Humuan pencrod,
from  the extensive
collection  of  Jfolm
Stallard, wus painted
and converted by Stuari
Willis and is an ideal
model Jor uwse as a
mercenary general from
the Emyprire.




Bikas are possibly the most numerous
of all vehicles in the Warhammer
40,000 universe. They are used by
almost every race, excluding Tyranids,
Imperial Guard and Sisters of Ballle.
So what do we know about bikes
then? Bikes of all races can move
twice as fast as your average foot
troops (though some are capable of
moving faster), they improve the
Toughness of their riders and usually
carry twin-linked or even heav

weapons, Sounds fantastic doesn't it?
Well they are, but thay also have a few
drawbacks and thase have to ba
considered when you use bikes in
YOur army.

THE BASICS

il talk mainly about Space Marine
bikes, as they are the most basic
bikes available in the Warhammer
40,000 game. Firstly you'll usually be
limited to small numbers of them, as
they are a Fast Attack choice and they
cost a lot of points. Space Marine
bikes coma with twin-linked bolters
and, like all bikes, confer +1
Toughness on their riders. Apart from
the advantage of being able to assault
more readily due to their speed,
Space Marine bikers are not much
better than their brother Tactical
Space Marines at close guarter
fighting. Because of this, the points
cost spent on them is really wasted if
you just throw tham into close combat.

any peopla lina thair bikes up in front
of their army and send them off into
close combat because they kKnow
they'll get to the enemy quickly and
they want to Inflict maximum damage
as early as possible (ie. befora they
are wipad out). But this sor of thing
just makes your bikes into an easy
target for your opponent's entire army
—and bikes are too expansive to throw
away like that. Admittedly bikes can
be used in front of your army as a form
of shield (because they have
increased Toughness), but enamies
can shoot straight past them if they
have line of sight, and anyway this is
still not really what bikes are built for,

F

aANANND

BACKGROUND

A good way to formulate tactical
decisions aboul using bikes (or any
troops for that matter) is not to look at
their statistics and rules but their
background. Space Marines need to
use bikes to cover long distances fast
— they arg primarly reconnaissance
troops, equipped to be able to deal
with isolated enemies that stand in
their way. They are not equipped faor
assaulting the enamy in close combat,
as that is what Space Marine Assault
squads are for. Space Marines (like
many froop types) are equipped for
specific roles and il would be tactically
flawed of any commander to use the
Emperor's finest inappropriately. In
other words, don't throw bikes inlo
assaults unless you ara supremely
confident of success - it's not what
they are there for.

ON THE BATTLEFIELD

Space Marine bikes are mountad with
bolters that are capable of rapid firing
even on the move, and they get & re-
roll due to the fact that theyre twin-
linked. This makes bikes & very strong
firepower squad, tending primarily
towards an anti-infantry rola, although
in a scrape bolters are capable of
dealing with tougher creatures or even
light vehicles. Because bikes are also
highly mobila, they can easily
get into position to fire on

- ",f.-. S L B

and strafe them with boltes

whatever your particular bikes

Using your bikes on onae flank

maan that to one side of your squ

a table edge from which nothing
altack you, so there Is less thie
being bogged down in close &
or being ambushed. If you can
lines,

behind the enemy

opponent will be 1om between

froops back around to deal

threat, or continuing his

ignoring the bikes, Either
have gained the advantage!

The second tactic that bikes &
used for is as a sort of resenvel
rest of your army. By koapin

SHLE

bikes behind the rest of your o

even in Reserve) they can be

back 1o deal with enemias

attack is strongest. Their

means that bikes can rapidly
gﬂpﬁ in your front line (in the I
juard army this role is often i3
Rough Riders and Sentinels). Al
opponent will use his best trog
the weakest point in yvour:
(whaethar it be an isoclated sg

something vitally important

achieving a mission), bul

good reserve to react to the g

deployment and movements

him of the chance. The downs

this is that your very
axpensive bikes are

the most suitable target.

With this in mind we can
bagin to formulate lactics
for using bikes in batiles,
The role of your bikes will
be affected by thelr initial
deployment and so it is
important to decide what
role yvou wish them to fulfil
beforehand,

The first and most
commaon role for bikes Is
to use them as a flanking
force to get around the
side or back of the enemy




to lead the squad.

Th
ith a

After a long wait, the Chaos Spnne Maﬂm now }m@}n
completely new bike, sculpted by the talented m -
Jes Goodwin, Norman Swales and Dave An
bikes are available in a boxed set of three mo ol
variety of options to make bikers with. weapunrfuﬂ'ra
than the normal twin-linked bolters. These parls inciude
a chassis-mounted meltagun and plasma gun, :
additional bits to make a Chaos Space Marine L':hampinn** L

s
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g nothing hiding at the back of your
Ay when they really should be trying
ENgesioy the enemy and grab
Mecinves elc. The up-zide is that by
MEening the bikes out of ham's way till
ey are noodad wil anFu mean that
o Rave a pratty much intact squad to
Reoundar and attack the enemy in the

gecond hall ol the game. This
jVEntage lale in & game can far
r.'m'algﬁ he fact that they aren't

BSIANG up the kills from the beginning
TR spead of the bikes also means thay
@e 5l abla to oo off and grab

@tiechves if necessarny

e thind basic tactic for using bikes is
WUSE them as a shield and advance

with the rest -:|1 the army. As | said
earlier, this isn't really the dea befing
having bikes and doesn’t work quite as
well as it did in the 2nd ediion of 40K,
as the enemy can now shoot anything
they can see. Itisn't a tactic | I'.Z'I':"'HUT'FHu'
like but there’s no reason why yo

shouldn't try it. A befter [(and mo re
appropriate) idea would be to use them
as a distraction to draw enemy
firepowear, rather than as a physical
shield, Make the bikes a threal that you
know will distract your enemy or kKeep
him from achieving his objective, You
can even go as far as throwing the bikes
inte close combat — their increased
Toughness should allow them to tie up
most opponents for a few tums. This will

generally result in the destruction of tha
bikes, but the rest of your army will have
had an easy fime of it and you may
consider this to be worth the points cost
of the bikes.

EQUIPPING BIKES

When equipping bikes with alternative
weapons it is worth considering what
roda you want for your bikes before you
choose. Flamers are good agains
massed, poorly armoured troops ke
Imperial Guard, plasma guns are
excellent Space Maring killers and
meltaguns are the perfect anti-tank
weapon (note that other races often

i |".
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intend

a waste of points.

50

I've talked about S

gir bike sguar
unning strategees for

CHAOS BIKES

In terms ot shooting, Chaos Space Marine bikes work identically to their loyal
Space Manne counterparts. The re-roll to hit you get for the twin-linked
boiters makes them very reliable - you can usually bank on lour out of five
shots hitling their target. The 12° move of the bikes and the 24" ranga of the
guns givas your squad a huge reach, allowing them to attack targets all over
Ihe Balllehein — they don't need to commit to one definite course of action as
slower units often do. For this reason, in the early turns of a game | use my
bikes as roving suppon for the rest of the army. Thay move lo wherever they
are needed each tum, 0 add their firepower to thal of other units or to pick
an any vulnerable fargets,

It is in combat where Chaos bikers really have the edge over Imperial Space
Manne bikers. becausa the scythes and spikes thatl cover their vehicles give
Ihem an extra altack. This makes them excellent assault troops, especially
as their tast movement makes it casy 1o ensura that you gel 10 charge into
combat. They will then gel an impressive 3 altacks each and their Toughness
of 5 {(and power armour of course) makes them very hard to kill in retum —
Imperial Guard, Eldar and even Orks need 6s to wound them. Add in an
Aspiring Champion with & power weapon and you have a formidable squad.
Wail for a good opportunily 1o charge and they will beat most units that aren't
geared up for close assault. Bear in mind thaugh thal your expansive bikers
will usually be oulnumbsered. so combat otten lasts a few tums. even though
you are winning. To avoid this problam, you can always use the bikers fo
suppart the assaull of your main infaniry units, in a single. crushing attack.

One final tip: once your bike squad is reduced to its last few models il will be
much lass effective in combal, so instead of charging in, drive round behind
ihe enemy unit while another of your squads assaults from the front, If the
enemy falls back il will un straight into your bikes and be destroyed in a
crossfire (even if they are Space Marinas!). This tactic works especially well
il the assaulting tropps are Raptors, because their victims fall back
automatically if they lose combat!

Graham Davey (Chaos Lord)
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DARK ELDAR REAVER JETBIKES

Dark Eldar Reaver jetbikes are the fastest on &
battlelield. The furbo boost option {which allows e
to double their movement 1o 24%) allows (hem o
deploy and sirike almost anywhera on tha tabée T
makes the Reavers a really flexible force to use o h
battlefigld, You may think this also makes fe
excellent assaull troops, but | have found that I

spead and flexibility is therr besl assel. My Rsa

squads are nomally made wp of 3 1o 5 Reavers, 3

of which are ammed with blasters (Reavar jetbi
squads excel at tank-busting). | use ithe Heaver

one ol 'wo ways — either as strike craft or esie
depending on the enamy I'm facing.

Against numerncally small armies, such as Craftw
Eldar [misguided fools that they are) and Sm
Marines, | use them as strike crafl. | place the Res
on a flank and go in full throttle towards the boy
threat to my force {(nomally the enemy’s amou
heavy weapon sguads), Their invulnerable 4+ 5
should save them from the worst of the enamy
and if he is finng at them he won't be fiing al §
Raiders [foolish enemy). Once you have taken d
the enamy’s heavy weapons or anmaour suppod
can concentrale on secondary largels like ensmy -
units or additicnal amourad vehiclas. Althoudh |
tactic is generally quite hard on the Beaver jefb
and it is very rare that & squad will survive the L&
the confusion sown by them rmampaging around o'
enemy’s back line is more than worth it Your oppes
will direct his efforts to destroving them and |
about the rest of the Dark Eldar army bearing dos
Fiirr!

¥Vith
O

Against larger armies like Impenal Guard, Tye
and Orks, thoy get assigned an ascort g
Reavers are grouped together with the Raiders
one hard-hitting column. | place the Heavers &
front of this column and assign them a sguad o e
(normally the Wyches or the Lord’s retinue), B
the Reavers first job is to take the hits for the Fa
by making themsalvas a more inviting tarat Us
Turbe move fo protect the Reavers as me
possibie by giving them their invulnerable save
the initial exchange of fire is owver, tha omi
Reavers should be in a position to assault {he &
force, Make sure the Reavers hit the sames s
the Dark Eldar squad they are escording. v
that a neat trick is 1o use the Reavers 12" mos
and their guns o soften up targets behind the &
front line before pulling back for the a
Combining the Reavers with another sguad &
their effecliveness and makes them a gl mae =
on the battlefield than they could aver b
themselves.

Nick Davis (Dark Eldar Lord)




ORK WAREBIKES

s Tound that when using Ork bikes you need the maximum number of five in a squadron, as people will tend to pick on them. This is
\ecause most people know they are capable of completely decimating the enemy if given half the chance. In my experience Ork warbikes
:an be used in twa ways. The first is to hurtle towards the enemy as fast as
possible and attack before they are wipad out. The second is to use them
35 a shield for the rest of your Orks, as the cloud of fumes gives them
ard anything behind them a 5+ cover save.

imen warbikes go to attack the enemy, they can move up to 12" in the
mowerrenl phase, fire their twin-linked big shootas up 18" in the shooting
phase and then assault the enemy. Once the warbikes have assaulled
Ty will get 1o fire their twin-linked big shootas again in close combat
and they always strike first), making them exiremely destruclive in the
first round of combat. However, if they don'l kill the enamy in the first turn
then they will be bogged
down and forced to
fight normally, and
they tend to get
beaten up baecause
they ara nearly
ahways
outnumbered.

Warbikes are terrnific
against woak., low
Toughness
opponents like Eldar
and Imperial Guard, as
their Strength 5 big shootas will be wounding on 2+ and really doing some serious
damage. Space Marings are harder to deal with bul whan you consider that there
are less of tham and they cost a lol more, you don't really lose oul

| never really expect my warbikes to survive beyond lum two, as people will throw =
lot of firepower at them. Because of this | find the best approach is 1o use them to
destroy as much of the enemy as fast as possible, by speeding towards Ihe nearest
enemy before the warbikes are wiped out. Using them in this reckless sort of way
is very mppropriale to the character of the warbikes, whose riders are insane,
reckless nutters!

Alex Boyd (Ork Warlord)

GUARDIAN JETBIKE SQUADRONS

With Toughmess 4 and a 3+ save, jetbikes are one of the more survivable unils in the Craftworld Eldar army. However, they cost 25

points each, 0 sguads tend to be quite small or very expensive. The Guardian jetbike squadron relies upan shaoting to da its darmage,

unlike Dark Eldar Reavers which do mast harm in an assault. In fact, Eldar jetbikes are

pretty poor close combat fighters - with only Weapon Skill

3, Strength 3 and 1 Attack they're not likely 1o threaten any

but the weakest opponents (even massed hordes of

_ Gretchin can give them problems!). Unlorlunately, the

= jethikes usual armamaeant is a shuriken catapult, which only has

a range of 12°, meaning that to shool you are going to end up within

range of the enemy to move and then assault your squadron next um. To get

around this, you must ensure that when the jetbikes actually perform Lheir

altack. they do the maximum amount of damage possible — with help from

other units il necessary. Basically. you musl try 10 annihilate the enamy, or

reduce them sufficiently that they pose no threat to your jetbikes next turn

This, cougled with the jetbikes’ speed, means that Guardian jelbike squads

are ideally suited to pouncing on isolated enemy units, picking off the
stragglers as it were.

Another couple of points to remember: upgrade as many of the jetbikes as
you can to have shuriken cannons - Strength 6 and three shots is deadly,
and shuriken cannons can ba quite effective anti-tank weapons it you use the
jethikes' manoeuvrability to fargel a vehicle’s thinner rear Armour, Al=o,
remember that the sheriken catapults are twin-linkad, which allows you a re-
roll on your misses — I've actually sean paopla forget this, which 1o me is like
forgetting that Space Marines have bolters...

Gav Thorpe (Eldar Farseer)
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A TASTE OF =

PARTICIPATION GAME

When the darkness falls and even the gods
are asleep, our time is at hand. We are the
rulers of the dark, we are the predators of
the shadows, we are the aristocracy of the
’ night. Come hither and we will show you the
true meaning of terror.

g | On Saturday 29th May the forces
: of the Warhammer world battle the

r Undead legions of the Vampire Counts.
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) RETAIL MANAGEMENT POSITIONS

L *  CALLING ALL POTENTIAL STORE MANAGERS
AND TRAINEE MANAGERS

The Games Workshop recruitment team are searching for talented
people to drive our expansion programme forward,
and throughout June we will be at the following locations:

Manchester Arndale store Tuesday 8th June 1999

Derby store Tuesday 15th June 1999
Bromley store Tuesday 22nd June 1999
Cribbs Causeway store, Bristol Tuesday 29th June 1999

POSITIONS AVAILABLE
STORE MANAGER

THE IDEAL CANDIDATE:

Probably in a supervisory or management
position.

Has the ability to lead and command staff.
Possesses drive and determination.
Has retail sales skills.

* Can deliver quality customer service.

Y * Agood level of knowledge of the Games
n J Workshop hobly.

TSR =B  TRAINEE MANAGER

THE IDEAL CANDIDATE:

* Energetic, enthuslastic, ambitious.

* A good level of knowledge of the
Games Workshop hobby.

* Possibly a graduate or looking for that

NP iy, fe k first step on the management level.

The Benefits

* We have superb training for store managers and a well structured trainee manager programme,

* We provide competitive salaries, pension schemes, excellent levels of staff discount and all the
normal benefits you would expect from a leading International company.

* Unlimited prospects all over the world.

To Apply

T # Send your C.\,, stating why you think you are ready to accept the challenge Games Workshop
has to offer, and Indicating at which RECRUITMENT LOCATION you would like to attend, to:

ROB GRIFFITHS, UK SALES PERSONMEL DEFARTMENT, GAMES WORKSHOFP LTD,
WILLOW ROAD, LENTON, NOTTINGHAM, NG7 ZWS. e PN
e N [[I. o115 '.Hﬁ- EI'."I E- Feh'«ll. siu-ting@games- wnri:shnp,m‘\_ll P

BT NS e WW- - r‘ﬂ"“""’qT
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gamers, White Dwarf
line at this address:

box’, White Dwarf, Games. Works

Road, Lenton Lane, Nottingham, NG72WS ...
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or Games Workshop games,

hop Lid,
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Do you bave a topic you're passionate aboul or probiel -'ﬂnl,l:i?lu;
nobody else can belp you with? Be it gaming, painting, othel I'?ft]:nnwr:r:

drop us

"E'i-* -

GIVE ME MORE TROOPS!

I'm writlng in, in the hope of changing
some people’s views of characters and
troops. Thuse people who spend tme
devising devious combinations of magic
items could instead be spending it
painting another unit to bolster their
apmy. ‘This has many advantages o it. A

new unit gives you new optons, a flank
artack, a holding force, a decoy or
whatever cunning plov you can think up.
Also a ‘combat monster” style character
is left vulnerable to war machines and
magic. A character designed with scli-
prescrvation in mind might survive the
battle but won't have any great impact
on the game. On the other hand, a unit
of twenty warriors with basic arms, such
as spears, are able to absorh far more
punishment while still having a good
chance in combat due to rank bonus and
weight of numbers, 1f you feel that you
must take additdonal protection then
choose an item which can benefit an
entire unit — this way it works out to be
more cost eflective.
By taking less and/or morc appropriatc
magic items you will immediarcly find
that vou arc able to field more of just
about evervthing. For example, my 2,000
point Lizardmen army has in it: a Mage-
Pricst Champion, 20 Saurus Temple
Guard, two units of 15 Saurus (with
spears), two units of Skinks (onc 15 and
the other 12 strong), a Stegadon with 10
crew, a Salamander and 3 Terradons.
Plus all the units, bar ong, have a
champion, a musician and a standard
hearer in them. That is 84 models in all
and only a single, but well chosen, 25
point magic item. (ne of the first things
thar is noticeable about an army chosen
in this manner is that before the battle
has even begun, you are likely 1o have
already frightened your opponent by the
sheer number of troops that you deploy!
As 2 last poing T would just like 1o sy
that the arrival of the ncw, plastic
regiments has meant thar it is now
casier than ever to ake more
LrOOps.

Thomas Fitzherbert

A unit of basic troops will
always be more than a
meatch for a bero with a
shirty magic Wwedpon.

SNEAKY RAT MAGIC TRICKS

T'his piece of information is for Skaven
eyes only, 50 turn urn away man-things.
This is in answer o Gareth Hamilton's
pleas for help about Doomwhecls. My
trick is to equip a Grey Seer with the Seer
stone (each extra power card expended
increases a spell’s range by DG, and
then pray o the Hormed Onc for
Skitterleap. This means that you can cast
the spell on the Doomwheel without the
lightning feld affecting your Seer's
ahility to cast spells. indeed this is a lot
of elfort for a power one spell, but if it
works it can crush any encmy unit before
they have had a chance 10 mMove.

Even if you don't get Skitterleap) you can
increasc the riinge of any other of the
Horned Rat's spells.  This  works
cffectively with Death Fremz)y as it can
give the Doomwheel a speed of 6D6". |
hope this helps you 1o conguer the Od
world and spread the name of the
Horned Rat to the man-things.
Andrew Williams
Srafford

well this is a risky and condroversial
ploy to make. First you bave to rofl
quite bigh for your Seer Stone and then
you have ta bope the natural dispel of
the Doonmwheel doesn't work, Altbough
the Skitterleap spell doesn’l say you
can't wse it to transport war mtachines
we general use this rule of thumb. Any
spells that transport single figures
cannot be used on war machines fearel
that includes chariots). Any spell that
ceint fransport
regiments of troops
can fransport war
meichines
fincluding
chariots). Well, I
hope that

helps. ..

o 1he Doonuwbeel — no Skaver Wetrlond
should go into battle wi thoul one

KEEPING UP THE STANDARE

A unit secms almost incomplets ©
doesn’t contain a standard beares
banner really gives an identiy i
regiment, The unit standard i3 P
to inspire the troops to feats of heré
through loyalty o their colours. &
pole doesn’t guite have the same &
Yer when yvour talent at artwork rei
its peak in playschool, it 68
frustrating, But help is at hand.

Firstly, you could buy some readye
hanners from vour local store. Thes
available for most races. But if @
your unils to look more origindl
vou need o make your owil.

If you want to do this bt vour e
skills arc limited, then my advice
he 1o keep it simple. The simplest
is often used by the Bretonnin
which is just rwo colours, A o
other basic symbaol in the cenes
banner, with one or (wo sinpesd
the top and/or bottom edges
standard] also looks good. The o
the banmer arc arguably (el
important part that gives €
identity. When painting a SEbCis
the main colours of the anit s
banner reflects the unil’s chareEs

The other Wiy 10 make your s
is to cheat. Old issues of Whis
often provide ample artwork i i
be talored into a banner. Cus
part of a picture or using the |
remplate and painting oveer i &
ways of gaining original bann ;
being an art whizz.

Computers  maw contaim Mo
packages with ‘clip am 1
conraining pictures that coukdb
oy the size required. SCnpens
better — coupled with 2 cola
the potential o make banmncrs &8

1
troael tips there [ain, e fged
the artistically challenged |
Although i seems a great @ 3

upr your old White Dwarfsl




WHEN IS A HILL

NOT A HILL?
s all this malarkey about all models
thII bring able to shoot regardless
of e many ranks they are deployed in?
m referring (o page 91 of WD225
g stationed om a hill allowed both
inks of the Marksmen to fire.”
Fas I'm aware, the argument is that,
| peality, hills are not flat and are only
wq' Ior minigtures o stand on
IJ::_n sce that side of it but hills are
p of varving pradients and this
i plﬂ? havoc with the formation of
regment of archers,

many battleficlds a hill may just have
i a pentle rise in the ground, such
:I. sccond rank of troops wishing o
over the heads of those in the
tiel would necd to be several yards
hind. The: comvention of allowing onc
mnk of troops per ‘step” of hill is much
e realistic. The number of steps then
ents how steep and tall the hill is,
pwing lor 2 greater variety of hills on a
th more impressive battlefield.

£ other more compelling  argument
it allowing all models on the hill to
f 15 4 tactical one. Do vou deploy a
thin line of archers so as many as
e can fire? Do you deployv in ranks
i 2 stronger combat formation?
I shoot your archers and try to
enemy or reform and reoeive
vitable charpe? These tactical
(s are made redundant if if vou
"2 unit of 25 Wood EIf archers
ed on 2 hill {with the Banner of
Lo shiwt.
bemrn o the rraditional, and in my
1. more sensible conventon of
ik per sicp and do away with this
lels on a hill can shoot’

FRRAddrem ™

.l
e

".r'
e Rat (Skaven Warlord mistaken
e pin cushion alter the Batde of
King's Gladc)
. —wamd Wonod Floes in the
o it who wsed a regiment
nu!il'b several ranks? Well, Jervis
Blokee!’ Jobmison expleins. ..
TS &3 @ fine alternative to the way
§ db fowrnaments, but only works
ed” Bills, The benefit of the
n shoot' rule is thet a) it is
B¢, anel B i works with veery
bill smdd thus prevents those
i aebout bill types.

rase 'Narraive Campaigns' has
e d m exhaustion over the lasi
s and trying them out has
ome pleasing results and
e batles. But 1 foel thar your
k expanded even more by
i battles together 1o form
hlﬂ].m ZAME SYSLems.

"I; 0 wuched upon my many
ced ii.e Andy Chambers’
ampaign) but overlooked by the

ed 3

COUNTS AS...
The WH40K game is not an inflexible
st of rules. | have one thing o say,
“counts as”. This neat livde rule is used

to plug gaps until all the army lists and
miniamures are available (for example
lightning claws counted as power fists
until the Space Marine d@rmy list came
out). However, vou can also use it 1o
field all sorts of exotic voops. Let me
give you an example. ..

In past editions of the game, Space
Marine assault squads could be armed
with power shiclds ra long fime ago),
and | still have a squad armed with
them, Did | curse GW when | saw this
option was no longer available? Did 1
spend hours carefully removing the
shields to replace them with
chainswords? No, 1 thought these
power shields probably have much the
same elfect in assaults as a close combart
weapon, 50 1 mercly inform my
opponent they “count as” chainswords.
No messy altering of army lists, no

1 complaints from my opponent of

beardiness. This mle can be casily
applicd to all sorts of things - &
converted Chimerd  with  muliiple
rocket launchers could “count as™ a
Basilisk.

The “counts as” rule can be taken o
any cxtreme vou like, although overuse
can confuse vour opponcent. “Yes |
know it's a Tyannosaurus Kex with a
battle cannon, just imagine it's a Leman
Russ.” Actually, that's not a bad idea. ..
where's my scalpel? (stofy it now)

STAR "o
LETTER

As  far as

complaining about the [eebleness of
the Imperial Guard characters, 1
couldn’t disagree more. The new stat
ling is just right, IF vou've read all the
background since WD109 (when the
first army list came out), then you
would know that Tmperial Guard
characters have a habit of dying a lot
(admittedly they were often shot by the
Commissars - aren't you glad they
don't do that anymorc?). If vou think
about it, a Colonel is about as good as a
genetically enhanced, superhuman
Space Marine, so this guy must l‘n'::ﬂl}'

work out. T think a lot of people,
including Alun  Beard (Maifbox
WD231), have missed the point of

Guard characters; they are supposed to
leacd, not fight. You take them for their
enhanced Leadership. OK so there arc a
few characters in the background who
are exceptional fighters, but this is the
rcalm of the special character. If vou
want psychopathic killing machines
that lead from the front, take a World
Eaters army led by Khirn!
Trevor Tolhurst
Fife, Scotland
Hurrab! Your sensible wuse of the
“counts as” rile is an inspiration to s
all, it allows yvou to wse your own
converfed miniatures and vebicles. A
box of stufl is winging {13 way o you.

majority of othems. Nearly all the games
produced by Games Workshop arc
compatible with others, so why not have
a go yoursclfy

For cxample, a recent campaign of mine
started with a group of adventurers
(Warhammer Quoest) awakening an
ancient evil in the catacombs of a temple
in the Marshes of Madness. Retreating
from the marshes the adventurers fought
4 small skirmish (using the Mordheim
Rules) apgainst the Undead puardians of
the temple and fled wo the coast where
they joined a convoy of ships crossing
the Black Gulf to the Border Princes.
Pursuel by the now restless dead they
were engaged in a sca battde (using the
now sadly deccased Man 'O War rules).
Narrowly cscaping, they landed in the
Border Princes where they rallied a rag
tag group of mercenaries o defend
against an invasion by the Undead
(Warhammer Batule). The campaipgn
ended in a draw, so as a decider, the
remnants of the two armics faced off in
the time honoured tradition of a grand
gamc of Blood Bowl!! (bmwm... )

A rather tense gamc was ended by "Wee'
Jock McPherson's illegal use of a flame
sinnom, toasting 9 players (3 of them on
his own side) including the ball carrier
anel the ball. All in all it was great fun,
with an unusual ending, and allowed us
toy play all of our [avourite pames in one
campaipgn!

Of course the Warhammer 40,000
universe olfers even more combinations,
My next campaign will involbve Battlefleet
Gothic, Space hulk, Warhammer 40K,
Necromunda and Epic 40,0000 So if you
can’'t decide which games system you
wanl o use next, why not combine them
all into one large naccative,

Andrew Nash
Broadsiairs

Sounds like fun. Keep on gaming
Andrew — it will be interesting to see
what you do with the WHI0K games.

Well that's it again for another
month. Have von any comments Lo
make about the hobby? Drop us a
line and let us know.

Until next month. ..
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GOTHIC

De’ Ayncs Fighting Ships of the Gothic Scctor

_A brief treatise on Ork vessels known to have taken part in the conflict. By Andy Chambet

Ork Kill kroozers - Butcher (cf Butcha?), Krimrak’s Killa, Boomboss,
Slaughta King, Gork’s Grin

The Ork Kill kroozer identified as the Slaughta King led an invasion
force of Ok ships from the Cyclops cluster against the Moab system
late in the Gothic War. Doubtless the Orks hoped to seize the rich,
civilised worlds of Moab befora the Imperal fleat compiated
operations against the Chaos marauders plaguing the Sector.
Fortunately the fourth cruiser battlegroup, led by the Mars class
batlecruiser Imperious, had completed a recent cleansing operation
at Mezoa and was on hand o move into the system. After a three
weak hunt the battlegroup successfully engaged the Ork fleet around
the seventh planet, following a sighting by the group's Cobra
gquadron. The fourth cruiser group included no less than four capital
ships armed with Mova cannons — Hammer of Justice, Minotaur,
Lord Daros and the Imperious. It was anticipated that the combined
fire of these awesome weapons would be as useful in shattering Ork
attacks as they had been against Chaos vessels, However Admiral
Haines discovered to his great dismay that the Ork ships were made
of stemer stuff, and the Slaughta King led an outright charge against
his battleline without a moment’s hesitation. Lord Draros was boarded
and destroyed, the other cruisers all damaged and the mpenous
almost overrun by Orks. It was only the lucky destruction of mast of
the Ork escor vessals, due to a plasma drive overload on an Ork
I kroozer, that enabled the Imperial fleet to fight its way clear.

Gothic War Training Dogma

Ork Kill kroozers are built for a direct, head-on
attack and will seek to close the range rapidly.
At close range, the heavy guns which festoon
tha Kill kroozer's prow and flanks can cause
dreadiul destruction. Poor leadership makes

Ork Onslaught attack ship

Onslaught pattern attack ships form the mainstay of Ork escort
squadrons, being solid and heavily armed vessels for their size. The
Onslaught's gun batteries are exceedingly powerful (if unreliable)
but have a limited fire arc, which reduces them lo making strafing
passes and attack runs on targets

to their front. Onzslaughts are
vuinerable to attacks from
their sidas and rear, their
crude armour and
ghielding being
little  better than
that of ]
Cobra class
destroyer.
The prow of an

Typo'Hits
Escortf

Speed:
20

Turns:
a5

Class: Ork Kill kroozer
Armamemnt

Port Heawy Gunz
Port Gunz a0 ()1 Laft

Starb’d Heavy Gunz | 15 4
Starb’d Gunz 30 D&

Prow Heawy Gunz 15 [

Prow Gunz

Class: Ork Onslaught attack ship Points: 45

Armament

Gunz Battery

the manoeuvring of Kill kroozers fairly predictable, and the Orks
penchant for ramming makes such attempts vidually a cerainbd
Orks are naturally ferocious boarders and the huge crew of a Kil
kroczer poses a sarious threat to any capital ship. Those bearing Oi
warlords are doubly dangerous due to tha higher proportion ol
heavily equipped and experienced Ork
warriors aboard. Incautious Ork captains
will often leave their stern unprotected
in their headlong scramble to inflict
harm, henca wall-placed frigates or
destroyers can do a great deal of
damage to the lightly
armoured rear of an Ork
vessel. More axperiencad
Orks will tend 1o attack in
several echelons or
waves so that each
ship or sguadron
COVErs the
pracading ships
weak spol

Points:
Rngispd Firepower/Strength  Arc

iss Jo
Armour:

the notorioy
Onslaught is heavily armoured however, making it well capabiel blow an .
surviving a head-on encounter with even cruiser class wessann Cruiser's sh
combat Onslaught squadrons are frequantly tha first wave of ant these quns|
attack. They rush forward, heedless of risk, to rake enemy ships s The eripplin

fire. Escort squadrons can be blown apart in an instant in a heg
head attack like this. In the Gothic War, commanders soomn eam
to keep Onslaughts at amm’s length and destroy them wilh &
craft, torpedoes or long range fire.

Rng/Spd Firepower/Strength A

30 DE+1 Fromt




Ork Terror ships -
‘"Ammer, Klaw, Mork’s Blade, Deep Wound

The Terror ship Mork’s Blade was identified in an appallingly bloody
fght in the Quinrox Sound, mid-way through the Gothic War, A
convoy under escort from Eziam to Corilia encountered wrecks and
debns al the edge of the Corilia system. Proceeding cauticusly, the
eonvoy succeeded in evading several salvoes of deadfall torpedoes
before two sguadrons of Ork attack ships
pounced on the scattered vassals from the
cover of asteroid fields, Once the
Imperial ships were fully engaged with
the allack ships, Mork's Biade
emerged from behind a nearby
moon, on the unprotected flank
of the convay. The transports
in the convoy scattered
but as it closed, the
Terror ship launched
successive waves of
assaull boats. These
easily owverhauled
the fleging
merchantmean and
ravaged five
betore the
CONVoY escons
could return and

Bng/Spd Firapower/Strength

Armament

Launch Bav Assault boats: 0em
Fighta Bommas: 25em
Part Gisfz 30 D6 Luofi
Slart'd Launch Bay | Assault Boats: 30cm |2 squadrons -

b, Fights Bommas: 25cm
Starb'd Gunz 30

iolety is never a strong point in Orkish ship design, but it reaches
& @lllime low in the Savage gunship. Savages mount an array of
Mtn'mua Ork 'heavy guns' on thair bows — enough firepower to
i an escort ship to pieces with a single hit or knock down a
8r's shields and tear a substantial hole in the hull. A squadron of
guns.hlps ¢an np apart a capital ship in a few salvoes of fire.
m]pllngly short range of heavy gunz means that the crews of
J& gunships get faw firing opportunities, forcing them to use a
fid-on rush or ambush fo gel close enough to enter the fighting.

Bl of the tactics employed by and against Onslaughts apply to
es, only doubly so. Admiral Gorvan created special escort

RaFSFAS=

D6 Right
Prow Gunz a5 De+-2 Front
Prow Hoavy Gunz 15 ] Front

intervena. The one cargo ship which escaped the assault boats,
Qleg’s Triumph, was blown apart minutes latar by salvoes from the
prow gun batteries of Mork's Blade.

The convoy's escort leader, Captain Jerl, ordered an immediate
aftack on the pirate cruiser, bul discovered to his cost that Terror
ships mount a prow armament every bit as fearsome as those of Kill
kroozers. Al close range the heavy guns and prow batieries of
Mork's Blade blew apart three Sword class frigates in moments,
including that of Captain Jeril. Bereft of their charges and with the
prospect of a further beating as Mork’s Blade came about, the
surviving escor vessals disengaged, leaving the Orks to their spoils.
Captain Jerll was posthumously court martialled for the loss of the
COnvVoY.

Gothic War Training Dogma
Unlike most ships with launch bays, Terror ships do not tend to loiter
at long range while sending waves of attack craft against their
targets. More commonly the Ork assault boats and fighta bommas
aftack in close support of the ship itself, either assailing its victims or
covening its rear. A large proportion of Terror ships mount a prow
torpedo battery in place of their heavy guns, giving some relief from
close-guaner pounding but at the cost of encountering potentially
baltleship-sized torpedo salvoes. The poor crew quality of Ork ships

.Means they are slow and unreliabla at relnading their launch bays

(and torpado tubes). However, given the pronounced Orkish taste for
ramming and boarding, eagemess to close
with the enemy draws Terror ships into close
proximity with their enemies. Ork warords
often use Terror ships as their command

&+ front/ wvessels, their intimidating presence ensuring
S+ sidey that the launch bays are run with a modicum of
e efficiency.

Shislds

1 —

Tirres:

1

Ork Savage gunship

squadrons to seek out and destroy Savages In all of his
engagements with Orks, after the loss of his flagship, Repudiator, at
Moab in the Cyclops cluster, Well-
handled escort squadrons can
ably destroy the lumbering, short
ranged Savage, but woe betide
any captain incautious enough to

ba caught out by them. To let
thase ships open fire is to invite
destruction,

Points: 40
Arc

rk Savage gunship
Armament Ang/Spd Firepower/Strength
Gunz Battery | 15 4

Front

.I
I
i

Moles:




Ork Ravager attack ship

|
Ravager attack ships add a dangerous new dimansion o to launch torpedoes and then follow them up through the enamy

Ork fle the ability to launch pos salvoes ¢ g battleline before tuming and reloading for another salvo
torpedo gainst the enemy from |

Mixing Ravagers into squadrons of other ships also appeared a3 8
tactic favoured by certain warords, although command difficulties
mean that such mixed squadrons are often indecisive in fhei
allacks, As a final note it is worth pointing oul thal the poo

manoeuvrability of Ork vessels can cause them severe difficulties i

coerdinating torpedo attacks. During a raid at Tarantis, several O

ships were damaged or destroyed by torpedoes launched by el

own fleet. as they were unable to get out of the way in time. I

appears that Ork commanders will not miss out on an opporiunity & §
launch their torpadoes, even whean other Ork ships ara at risk!

them is an extra distraction most captains
could do without — as it is in the confused,
closa fighting which will follow, that

al. As with kroozers mounting

‘ e suffer

problems when reloading due 1o their

lined crews. This makes the
first launch of a Ravager squadron by
far the most dangerous. After that it is unfikely
that a Ravager squadron will have the luxury Claszs: Ork Ravager attack ship Points:

of being able o manceuvre into an ideal |[Froamits: LOLEL L RngfSpd Firepower/Strength
launch position before letting fly again. - b6

Havagers also mount some weapon batieries
firing forward, and a common tactic is for them Gunz Battery 2

he Chaos Repulsive class 50 release
cruiser hoves inta view In Amonth are
Gothic Sector this month T 2 are use
awesome ship, designed by Ano, but ¢
Adcock, is an all-metal kit whi Nelary assg
add some serious firepower [
- Chaos warmaster's fleet. Mo
e L L - the heaviest broadside batler
T the Ggthic Sector — firepower 14 to each side at the same time — as well asa:
_ six-torpedo spread and a considerable lance baftery, this ship will strike’
= - into the hearts of all those unfortunate enough to cross its path.©
= cruisers can take more damage and mount more weaponry I
standard cruiser, but are much cheaper than a bait
K, = Combining awesome weaponry and a robust hu
e e il Repulsive class is morg thap'a match for any eapl
e S in the Gethic S$ector arfd probably the equal of an
cds " «fleét of escortsl .

. Leff: Chaos Repulsive class
grand cruiser.
Designed by Tim Adcock.

. T
4 fransports




Ork Brute ram ship

Fust sighled in the Cyclops cluster early in the Gothic War, Brute ram
sips soon became a familiar -aight fo thg h:m-'j p q:E|:| CTEWS rjf
Hallefieet Gothic. Beine g

&hips, ed to ba an -"Irhn_-.h -Elﬁt'rTI_"t at a rr'|-.JrE.I
eonventional & essel. However this illusion was shattered when
o 5 3["' an I-"|. Hfllh:-'E I'I'I3:|I'_l an attack on H‘lF' Lo r|:.|l ”ah:l dur:nq | r-1||j

31,|_|h|j||l =214 r"'h :ll'll S
'"{.'IJF.:EI Twio '|T [|'|_-

8 Ork Brute ram ship Points: 25
Armament Rng/Spd Firepower/Strength Arc
i Gunz Battery

' released from the shipyards this

nih are two Imperial Transport ships.
& used primarily in the Convoy
), but they are also invaluable in

ary assaults,

- ] 3 i
P e -.sjﬁ;‘f in White
/= ' Dwarf 235!
ransports
by Dave Andraws. “

a virtually

'- —=

SPACE MARINE
ASSAULT!

. Exclusive rules for
Space Marine
Batile Barges

Pl - and 5!‘1"‘(&

= Cruisers only

three decks and seven guns before
exploding. Crippled, the Lord Daros
was forced to disengage.

Subsaguant examination of the
wrackage showed that the
% which attacked the Lord
Daros were incredibly heavily
with an estimated B0% of the ship being
solid ma section of the prow of
zal was also recovered from tha third deck — it
mounted a ramming ‘beak’ of solid
adamantium. Unbelievable as it appeared, the
Orks had bullt ships intended spe ly for
ramming and were agorassive enow
use them

Motes: Rolls 4
dilca wihan
Fafmming

B+ front' 4+
5|'I|FIII'.‘|=E

Turn:u:

Strike Cruiser of the
Ultramarines Space Marine Chapter

"BATTLEFLEET ———
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Following on from last month's release of Codex Dark Angels,

reinforcements have arrived to bolster the forces of this most

sinister of all Space Marine Chapters, as the incredible Master of

the Ravenwing screams down from the skies in his specially

modified Land Speeder. lain takes a closer look at the Ravenwing,
3 the elite Second Company of the Dark Angels, including a word
ﬁg with Jervis Johnson, author of Codex Dark Angels.

mutﬂlgin_ sart of chap, Codex Dark Angels
.JEI'I.'I'-‘| Johnson has very kindly agreed 1o set

8. 50, before | leap into my bit, I'll let Jervis
llt of & chat. ..

'= Angels are blessed with two of the most
."I and characterful units in the whole
er 40,000 universe; the mighty
Wing, and the fast-moving and deadly
Bwng. Of these the Ravenwing have been a
dlar favourile amongst players, and I've seen
Habulous Ravenwing armies over the years.
§6 of this it was unthinkabla that the
' 3 be left out of tha Dark Angels Codex —
ourse has absolutely nothing to do with mea
h ficld a F'.'a'n.-&n.!.-rnq amy myself, oh no..

l@enwing are unique to the Dark Angels

ke, Their role is to camy out lightning fast raids
Luling missions deep into enemy territory. To
B in these incredibly dangerous missions
e company i5 equipped with either bikes,
bikes or Land Speedaers. This makes a very
fving &nd hard hilting force, that can adapt
BiEkly lor a variety of missions.

I8 Intensive training as vehicle crews, the
g have secured a deserved reputation as
e fines! fast attack troops in the
i They constantly hone their skills to the
e they can perform amazing feats of skill

2. One of the most impressive is the
Wing Jdink'. This is where they throw thair
rom side to side as they hurle towards

their foes, making themselves much less vulnarable
to incoming fire vet without losing control of their
vehicles or affecting their aim.

We'd already included guidelines about fielding a
Ravenwing forca In the 40K rules, but | wanted to
make It so that a player could choose to use a
Havenwing army, rather than requiring an
opponent’s consent in order to do so, and this meaani
| had to coma up with rules that were fair and
balanced. The only way to do this was lo get
playing, so | quickly put together the special rules for
using a Ravenwing army and played a few gs

with it (I know, | know, it's a hard life being a games | W

designer, isn' it...).

The rasults were really interesting. and proved the ©

Ravenwing to be a remarkably well-balanced forca,
and great fun to play with too. You'll find that a
Ravenwing army is very powerful initialty, but has to
be used carefully as enamy fire can whittle it down
to size very quickly. In most games the Ravenwing
will take an eary lead, but the enamy will start to
‘el them back in', and the game will be decidad on
now well the Havenwing conserves its forces
through the battle’s latter stages.

L.-rlnl-lr'_-.f FE-:!.-:-G h:lr o tlng .'1 F|,1'.-1_-r|w|r'.g_] force.
The simple truth is that Ravenwing armies just look
greal, and have an indefinable glamour and 'dash’
which makes them wvery appealing to collect and
play with, Have fun with them!”

=am
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Choosing an all-Ravenwing army is, in many
respects, much simpler than choosing a standard
Dark Angels force, For a start you have far less
opions to choose from, and everything that you
choose is very similar in function and effect.

First of all you must choose the Master of the
Ravenwing as an HQ cheice. You cannot field an all-
Ravenwing ammy without him. The only other HQ
choices that you can have are Interrogator
Chaplains and Librarians, and these must be given
a Space Marine bike for an extra 35 points. Only the
Master of the Ravenwing may be accompanied by a
command squad. In the Codex jt states that the
Master of the Ravenwing may be accompanied
either by a bike squad or a Land Speeder squadron.

| This is bacause originally it was intended that you

could field the Master of the Ravenwing eaither
mounted on a Land Speeder or riding a bike.

. Technically, thara is no reason why a Land Speeder

couldn't be attached to a blke squad. The rules will
cope with the situation perfectty well but you may

| find that this limits the effectiveness of both — the

bikes won't be able to make assaull moves for
instance and the Land Speeder will be limited to a
maximum move of 12° per turn.

The only other choices that you are allowed to make
In &8 Ravanwing army are bike squads, attack bike
squadrons and Land Speeder squadrons. In a
standard Dark Angels amy, these would all count as
Fast Altack choices. In the case of a Ravenwing
force however, bike sguads count as Troops
cholces, attack bikes are Heavy Suppon options
while Land Speeders remain as Fast Attack. You will
notice that the Ravenwing do not have any Elites
choicas. Jervis recommends that in any scaenario
where you have a compulsory Elites choice —
Breakthrough missions for example — that you treat

_:_ Lands Speeders as Elites as well as Fast Attack

choices. The Ravenwing is not a regular formation
and as with any unusual army list, there will be
oecasions when you have to 'bend’ the rules a litile

to make your army fit. As long as players
this in a sensible manner, then you shouldnlEN
any problems. *:

Above is a sample Ravenwing army of aboul 385
paints, which shows the various squad hypsilh
kiw they fit into a force organisation char.

Ravenwing Tactics
The Ravenwing ara a tricky army to use ffet
Although each model will ba quite ham
because of high Toughness and a good |
save, they are also very expensive in poinle
they do fall the loss will be greater. The cf
model that you can buy for a Ravenwing am
45 points - the cost of three Tactical Space M8
Your Ravenwing army is going to lock
when it is arrayed on the tabletop!

By far the biggest advantage of the Raveni
othar armies is their spead. They can mans
aftack the enemy where and when they &
then withdraw before the enamy can reas
the theory anyway — in practice it isn't as &8
that. as Mark Bedford discoverad 1o hig cos

month's battle report. | asked him what lesss

learnt and what advice ha would give B
Ravenwing commanders.

"Now thal I've seen how devastaiiig 8
firepower can be on Land Speeder squs
would be lempled to field them as indis
rather than as a squadron. That way, W8
opponent shoots at tham, each of his 5
only be able to get one at a fima. Fis
individua! units will mean thaf you want &
include quite as many in your amy, b
balanced by the fact that they will be moe %
you can send them ai off in different &
you want to. The same thing appiias fo Al I

as wall "

As Mark discovered, it is very sasy o8

manoeuvrability advantage, especally 1§
drawn into a close combat. Every tmll
troops are in hand-to-hand combal &
turn for your opponent to pour in reink
and swamp you. Once you have beail
iz very difficult to break free and m
don't get your special "‘Ravenwing Jok
assaults.

The main thing to remember &
Ravenwing are a hit-and-run fore -

run. Don't be afraid to spend a tum g

the enemy's way. It's better lo wasel
firing than waste a squad.

Well, what are you waiting for? In &
the Emperor, Ravenwing Chaaarge!
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They shall be the pinions of the Angels of Death.

— From the ‘:._:ur-::l'l'l.un'g.' i:r[ fl.'l-:tpTilTlIl of the Hu'::nwin:g

ER OF THE RAVENWING'S LAND SPEEDER - |

Points | Front Armour_ Side Armour  Rear Armour _ BS
Land Speeder | 255 10 10 10 5

F

"l
|

Tha Masier of the Ravenwing's Land Speeder is unique, and was hand-craftad during the Harus
Haresy (=ing technigues that have long since bean forgaolien. A number of special rules apply 1o i,
28 dascrined b

Type: Fast, skimmar, Node that, as the crew of the Land Speader are wearing pawer armour, the
Fehidde does nol counl as open-topped,

Grew: Grand Master and gunner

SPECIAL RULES

Ravenwing; Special rules apply to all Ravenwing models, See the special nees al the: slar o
tha army list far details.

Bpecial Character: The Master of the Ravenwing musl be laken as an HQ unit for 8 Ravenwing
amy (36 the notes on Ravenwing amies in the infroduction and on taking & Masier of the

| Ravenwing In the Dark Ange‘s Haroea antry in tha arrny list). He may also be used in a standard

Deek Angels anmy as an HO unit, but in this cass he may only be used # bath players have
fgreed 10 1he use of spacial characters. Note that ha has no separate profile, since he Always
83 his spacial Land Spoodaor,

The Raven Sword: The Master of the Ravenwing recesves tha Raven Sword as his badge of

I ihce Crafted from the seme metearite as the Sword of Secrets, it allows the Master to make &

specil stiack if he moves within 2 of an enemy model in the mevement phase. He may make
& sirgle roll %0 hit as f he were making A chose combat allack on e enemy model with a
Weapan Skil of 5. The enomy may not strike back. If the attack hits it causes a 56 hit with no
#mour save allowed. The Master may only make one attack with the Raven Sword per turm.
#incking with this weapon doas nol stop ihe Land Speeder shooting in tha shooting phase.

LAND SPEEDER SPECIAL RULES

Shield of Might: Incorporated info the
Master of the Ravenwing's Land
Speeder |3 a devica that produces a
protective energy field arcund Lhe
vehicle, giving the Land Speadar a 4+
imvulnerabde save against any glancing
or penstrating hils. This replaces the
&+ save Ravenwing vehiclas nomally
recehve for Sinking'.

All-Seeing Eye: The Masters Land
Speeder includes very sophisticated
intelligenca-gathering devices. When
the Masier is aboard, he is llerally
hooked Inio this dewvica, giving kim a
huge array of data with which ke can
control and direct the operations of the
Ravanwing unils under his command.
In batlla, thes allows him o maximise
the fire of the Ravenwing unita taking
part, represanted by allowing the
Ravenwing player 1o re-roll sl of the To
Hit rolls for & single Ravenwing unit of
his choice in each shooling phase, as
lpng as the Master of the Raverwing Is
on (he tahle. Allernativaly, in any
misslon wsing the Might Fighting rulkes
the Haverwing player may double the
distance one unit may ‘see’.
Wesapons: The Mazler's Land Speader
l armed with 2 twin-linked heawvy
bolter, and a3 ftwindlinked assaul
SN
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Battlefleet Gothic Campaign Saturday 5th June 1999

GAMES WORKSHOP PRESENTS THE FIRST EVER
BATTLEFLEET GOTHIC CAMPAIGN. DUR PURPOSE BUILT
EXHIBITION HALL WILL BE LAID OUT WITH LOADS OF
GAMING TABLES, ARRANGED TO REPRESENT THE
ENTIRE GOTHIC SECTOR!

EVERY PLAYER CONTROLS A FLEET AS PART OF A GREAT
ARMADA, AND WILL BE ABLE TO MOVE FROM TABLE TO
TABLE, FIGHTING BATTLES FOR SUPREMACY OF THE
SYSTEMS IN THE GOTHIC SECTOR. BOOK YOUR TICKET
NOW TO DECIDE THE VICTOR OF THE GOTHIC CONFLICT.

i T = e

You will need a painted 1,250 point fleet, conforming to the
Battlefleet Gothic rulebook fleet lists. When you order your
tickets we will send you full rules and all the details of this
incredible day! Tickets for this event are available priced £7
through all Games Workshop stores and from Games
Waorkshop Mail Order (0115 91 40000).

Tickets on sale from 1st April 1999,

Entry strictly by ticket enly. Open 10am-6pm.

Tickets will not be available on the day.

Over 16s only, unless accompanied by an adult.
For more information phone Mail Order on 0115 91 40000.

GAMES WORKSHOP EXHIEITION CENTRE,
Dames Workahop HA, Willow Road, Lonton, Nottingham

ames Workshop presents the Warhammer World museum featuring awesome,
life-size Warhammer 40,000 characters in amazing settings, including Blood
Angels Space Marines, Ork dungeon, Space Hulk corridor and Chaos Space Marine
battle scene! As if that wasn't enough, come and see our great selection of massive
games displays including the Ultramarines Chapter, Massacre at Big
Toof River, the Antoch Plains and last year's mega display, the Siege

of the Emperor's Palace, plus lots more great displays!

ADMISSION £1: Guided tours of the museum are conducted most days at the HQO
store. Adufts accompanied by gamers under the age of 16 may enter free. VERY &
IMPORTANT! Betore you set off to visit os, please telephone the HQ store to ensure
that the Museum is open and that guided tours are available. Open 7 days a week.
Tel: 0115 916 8410. Warhammer World is a small but truly exciting museum; a must
for all Games Workshop fans! Remember most weekends you can also wisit
Bugman’s Bar for refreshments. Some areas of the HO will be off limits when the

MUSENM is open.

THE

GAMES
WORKSHOP
MUSEUM
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SUNDAY 4TH ]UL T

[ThE DOORS TO THE BLACK LIBRARY ARE
THROWN OPEN FOR YOU TO GET A GLIMPSE OF
SOME OF THE MARVELS CONTAINED WITHIN: A
CHANCE TO EXPLORE THE OTHER SIDE OF GAMES -
\WORKSHOP. TICKET PRICE IS DNLY £5 INCLUDING © .
A BLACK LIBRARY GRAB-BAG. TICKETS AND i
FURTHER DETAILS ARE AVAILABLE FROM DUR MAIL

» URDER HOTLINE ON 0115 91 40000 OR FROM YOUR

I.IH]M. GAMES WORKSHOP STORE.

EUNKER
fresents Warwick's awesome 'Dark Tide Rising” battle, displays
Irem cluhs all around the country and loads more!

;:r '_--"E] o .f e

Lome amd meel the artists and wrilers l.rhaw a ualrary of original
artwerk, lake part in @ lull comic strip improvisation where the

udience will guide the action. and don’t miss out on our first

trilusive ARTWORK AUCTION! Meet the writers and arisis from
leme! who will be available 1o chat all day!

jorge Weorld (@

3¢ your hands on the lalest large-scale Forgeworld creations,
rcieding the 140mm resin Imperial Space Marine statue,

Yehammer and Warhammer 40,000 battlelield scenery sels,
ird much more!

'sha part in 8 demaonstration of this exciting game, and alsa find
ol what's new from Hogshead Publishing.

1 Special Editions *
el your hands on secrel, special creations., including
nitzd edition T-shirts, Black Library character ligures

! fantastic resin conversion kits from the factories of
't Imperial Armoury, including the Leman Russ

i

inquisher, Destroyer and Congueror!

iilly, the day would not be complete without @ write,

lizipation and demonstration games, awesome deals
om Mail Order, the Black Demon painting competition
| Vehicle Conversion competition.

For more delails on the compelilions see White Dwarf 235,
enclosing @ SSAE to: Exhibition Organiser.
Warhammer World, Games Workshop HQ, Willow Road,
Lenton, Mottingham, NG7 2WS, or check out the Black
Library wehsite (www.blacklibrary.co.uk).




minialure took minules o converl
and painl, looks great and Is prabably i
my favourite model now, because it o S
was 50 simple and fun fo do. : .
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THE CHILDREN OF THE NIGHT.. WHAT SWEET MUSIC THEY MAKE. \ k

The Duchess Elysabet de Vastet was married to the former Duke of Couronne. A
vain and manipulative woman, she was easily lured into the hands of the Lahmian ™
Vampires by promises of power and decadence. Soon afterwards her husband fell

prey to her, along with their entire retinue of knights, squires and serfs. All were
playthings to her will. In the two hundred years since her Dark Birth she has risen |
i0 the highest rank of Vampirism and caused carnage amongst the forces of the
Wood Elves and the Empire, seducing the greatest of her enemies and adding them
lo the ranks of her army.

| used Dark Angels Green and white as the main heraldic colours of the army, to link it together and help
establish the theme. | must say thanks to all my lads (Vampire Thralls) for helping to stick some of the
Skeletons together and painting spears black. Special thanks to Sam Clarke and Stuart Witter, for the Black
Coach conversion (Stu) and paint job (Sam). Fangs for the effort, guys! J

E.
:
E
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Lady Elysabet was made from Lucrezzia Belladonna, the Green Knight's horse fkﬁ
(to keep the Bretonnian imagery going). as well as the head from the "
Vampire Lord's steed and the sword from the old Vampire Lord on foot. -‘f

® The whole thing was converted and painted in a day, which is the #
¥ way | like to do it! | used superglue to make the chain stand up in
| aloop to support the bat. The best bit, though, J_;
was when Elysabet was photographed for the
-_, -
M

bioodcurdlingly good, new Vampire Counis
f-ﬁ 1]'-

' book - the ultimate reward for any GW fan!

For the mounted Wight regiment | used a T

mixture of plastic and metal Bretonnians.

Amazingly, they took longer to converl and paint (
than my Zombie Dragon e

Plaguefang! =

My Wight Lord, “the Dead Knight",
Is based on the Green Knight with

the helmet wings from the reqular
é Wight cavalry standard bearer and

the lance arm from a Grail KnighL
As an afterthought. | used the horse
- head from the Green Knight on the

. whole regiment, painting the plumes
\ |I black 1o give a darker edge to the
l* Bretonnian heraldic colours and
. making the unit just a little
bit more special.

,4

g "* i Christine, former Sorceress,
. = _»  who was turned to Vampirism
S—— by Elysabet.

I was dead chuffed with this one! This is Plaguefang, a ::-
Zombie Dragon, slain at the battle of Sabet and raised by -'jf-’r_}"
Lady Elysabet to join her undead forces. £

It's basically the head, wings and back half of the plastic
Dragon from the Asarnil model and a whole packet of
green stuff! it took two days to convert and sculpt,
and an evening to paint. | painted each area
individually, creating the mottled effect by ‘l
highlighting Bestial Brown with Camo Green and (
then Rotting Flesh whilst it was all still wet — as it

the Dragon was a mixing palette with wings.
| contrasted this manky, rotting

colour with a nice, cold green — "
a mixture of Scaly Green and .
Hawk Turquoise. Now | just need to \ij

convert up a rider for maximum
effect. Surprisingly, the maost
important bit on this model was
the rock, which | found in my

garden. As soon as | saw it, | . 2 o
knew | could make a cool Dragon to go on it. Without the rock, -"H’--.-':;III vl S 1
the whale thing would be far less dynamic. Py = g L
o - ",' :-'&_" -_. 1 '%ih'- I"-"l-.-
By the way, this is only part of the whole Undead horde. v i P v w ' g e LY £
Come to Warhammer World and you can see the rest! 5, PR e R, € T
L'ltw 1‘ ¢ Ié‘;:‘ T __,{51. !
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By Andy Chambers, Jervis Johnson and Gav Thorpe

=elings citizens and welcome to this month's Chapter Approved. | trust that you have all been maintaining
jlance and purity on behalf of the beneficent Emperor of Mankind. If you have failed in this duty you should expect
fisit from the Inquisition soon. The advent of Cucﬁai Chaos has led to a disturbing increase in the number of Chaos

25 sighted over the last few months, and as if the creation of that unholy Codex was not enough to damn his
il for eternity, Jervis Johnson has also dared to pass me a number of clarifications to the rules for Chaos forces.
iserve and revile these missives, for though the lure of Chaos may be great, the retribution of the righteous shall
greater. Jervis also has some amendments to his Space Wolves army list, then we have rules for the Daemon-

ling Grey Knight Terminators, some more Questions & Answers and fi nally various house rules for you to try.

SPACE WOLVES UPDATE

By Jervis Johnson

Sy preview version of the %Eac:e
. arr%list was published in White
ted1, Inere has been a steady stream

#mis offering thoughts and gcomments.
jiese views have been ‘added fo the
pot, as it were, and are very much

Bled. Remember, we can't know
jou ihink unless you tall us, so if you

gl about something to do with
BUNIENE 3 great idea, then put pen to
and'sand it in|

iaw of your lefters have pointed out
W way the Wolf Guard rules work,
Taking characterful and fun,
ane Wolf\Guard Terminators very,
_ sve compared 1o Terminators
ore of less) the same characteristics
Biiha other Space Marine army lists.
WIS, add the following paragraph
B0 QuUard entry on the army list, just
B M8 Serminator Heavy Weapons'
p Ihis means that Wolf Guard
PEors will ba Blightly more expensive
iormal Space Marine Tarminators (45
BEs Oppozed o 42) and pay slighthy
B poents for Terminator  assault
ons, which takes into account their
= rilas and added flexibility.

WGuard Terminators: Any numbear u:l’\
.

usfl may ba given Terminato
MW 5 storm bolter and power fist at
"1 13 pis per model. Any model may
B8 s power fist for a power weapon or

ISRElT af o additional cost, or with 8

chainfist or lightning claw at +5 pls. Any
model may raplace ifs storm bolter with a
thunder hammer or lightning claw at a cost
of +5 pts.”

The other thing that some of the more
veteran Space Wolves players have noticed
is that | have remaoved the option for arming
a Sergeant with what used to be called a
special weapon® (s plasma gun or mefta
gun, etc). | did this because | thought it
unlikely that anybody would choose this
option ovar giving him a pistol and some
form of close eombat weapon, but judgin

by the feedback 've recaived, a numbar o
players like this added flexibility, and, maore
tc the point, 8 number already have
Sergeants all painted up and so amed.
Therefore you should replace the weapon
options listed for the Sergeant in the Grey
Hunter, Scout, Blood Claw and Long Fangs
packs with the version below. Note that the
cost of the plasma gun has bean doubled fo
Keep it in fine with the cost of the plasma
pstol,

The Sergeant may be armed with one of
the following weapons: power weapon at
+10 pis; power fist af +15 pls; plasma pisto!
at +10 pis; melfagun ar +10 pts; plasma L
at +12 pfs.’

WHAT'S CHAPTER
APPROVED ALL ABOUT?

Each month Chapter Approved takes
a look at the Warhammer 40,000
game and its rules, introducing
different scenarios, weapons. rules
and army list entries of all types,
frequently stolen from Codexes in
progress here at the Studio, It also
acts as a forum for dedicated 40K
players who have produced inspired,
well thought-out and just plain
brilliant additions to the game (as
arbitrated by that well-known model
of faimess and balance - me). If
you've got something good for
Chapter Approved then write in to:

Andy Chambers
(Chapter Approved),

Games Workshop,
Willow Lane, Lenton,
Nottingham, NGT 2WS,
UK.

Mote: Please don't include rules
queries etc. with your letters as the
volume of mail {and the fact that I'm
lazy) means in most cases | won't be
able 1o send individual replies.

i Iy = =
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ense suits of Terminator armour are the maost pr
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* These elite Daemon
hunters-are the scourge
of Chaos. Psykers of the
highest potency, their minds
hardened with piety and resolve,
they train endlessly in their
fortress monastery on Titan,
waiting to be called into action fo
battle the creatures of the warp.

Any Imperial force that is
involved in a battle against the
forces of Chaos may include a
Grey Knight Terminator squad.
These elite Marines are never
wasted against lesser opponenls
and may only be included to fight
against a Chaos foe. They are
always reserves, regardless of
whether the mission  being
fought allows reserves. Grey
Knight Terminators will nof
deploy until their enemy has
been identified and the location
co-ordinates transmitted. Then
they teleport to the location and
assault the unholy menace.

s ' Yyoud

like to

') add Grey
e Knights

- to your
Imperial

army then give

‘Mail Order a on
0115 91 40000!

APPROVED

By Adam Beany and Andrew Denner

In an effort to stem the tide of foulness | hae
datermined to release details of the Grey Knight
This most secrat of Space Marine forces opess
within the jursdiction of the Inquisitorial Ordo Malleus. or Daemon hunters as they &€
commonly known. I've received many (many) latters on the subject of these stalwart defendss
.ag of Andrew Denner of Bristol and Adam Beany of West WickHe
asonably sane renditions of their powers, in line with the 3rd edition Warhammse

and hav ad th

AD, D00 rules,

GREY KNIGHT TERMINATOR SQUAD

Squad; A Grey Knight Terminator Squad consisis of between five and ten Grey Ko

Terminatore. The +1 Attack bonus for having Terminator honours and the Terminator a

=

25 save have been included in the characteristics above. The squad ¢ounts as an Elites chil

SPECIAL RULES
Chaosbane: Grey Knights may only be fielded against Chaos oppoenents.

Reserves: Grey Knights are always held in reserve, even if tha mission doas not Ee

reserves. [n addition they may only deploy once one of the following criteria 15 met:

A - There are Dagmons presant on the battiefield (Greater Dasmons. Daeman
Princes, Daemon packs, beasts or cavalry, Juggernauts or Murglings).-

B — A Chaos Sorcerer uses a psychic power.

Equipment: Grey Knights are armed with two tems exclusive 10 their order, tha Nemes

Force Halberd and the Aegis Suil.

Memesis Force Halberd — This potent weapon functions as a power ! 2l
(negates armour saves) and in addition, always wounds Daemons on a 2+ In s
combat It also incorporates & storm bolter which can be fired providing the &
Knight is not in combat.

Aegls Suit — Woven into the Grey Knight Terminator armour is an insulated A
layer. This, coupled with the amour's purity seals and blessings, allows 4
Knight squad to negate psychic powers as if armad with a Psychic Hood [
Codex Space Marines). However Gray Knights may only attempl 1o negate Dy
attacks that target the Grey Knight squad itself. Unly one roll is made to negale
attack, irespective of how many Grey Knights are targatad.

Psychic Power: Holocaust — The sguad as & whole has the psychic power Holocaust s
it may be used at any point during the assault phase if the squad passes a Psyoil
Placa the Ordnanc miplate in contact wi of the Grey Knights. A miodals =-

template suffer a Strength 5 hit al APS. Wounds inflicted counl towards the combat res

Fearless: Grey Knights are fearess and are assumed to pass any Morale chack or P
test that they are required 1o make,
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We the Order of the Hammer,
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shall pursue the vilest cvil

tis we who stand guard,
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CHAPTER APPROVED

hanks to everyone who sent
' in gquestions. I'm going to
cover some of the most
common ones here. My apologles
if your question hasn't been
covered gﬁf t‘.r.-sr fmuﬂt rem’ll.lb'.ljf'.l'
everyone fthat it's just impossible
for me to reply individually — I'd
naever gel fo write any Codexes! If
you need a rules question
arbitrating, fry contacting the
Roolz Boyz (in Mail Order) who'll
be happy to help.

What happens to an Eldar

i=grav platform if it rolls a

it and overheats; is it

like vehicles which are immune to

overheating, or does it overheat
and affect both crew?

This one’s been sorted in tha

forthcoming Codex Eldar, so [l

rule in line with that, The
superior  technology Eldar
weaponry means that their plasma
wegpons do not suffer from
pverheating like fhose nasty, crude
Imperial weapons; so a roll of 1 to hit
has no more dire affect than simply
missing the target.

Toughness (for riding a bike

or having the Mark of Nurgle
for example), is it his original
Toughness or his improved
Toughness which is used for
determining what Strength hit is
necessary to kill the character
outright, in accordance with the
Instant Death rules?

Instant Death works from the

original Toughness of the

character, before Toughness
bonuses of any sort. For example a
MNurgle Exalted Champion rding a
bike is Toughness 6 (Toughness 4 +1
for the bike, +1 for the Mark of Nurgle
= B), However if he were hit by a krak
missile, Etren?lh 8, the Champion
would be killed outright as the
Strength B missile is twice as strong
as his basic Toughness of 4.

The Dark Eldar Talos is
noted as being a skimmer.
Does this mean opponents

nead to roll 6= to hit them in close
combat?

Mo, ng, no. The note about
being a skimmar only applies
to them being able to float ovar
terrain when they move. In
retrospect we should have called
them ‘hoverers' or ‘floaty’, 1o avoid
this confusion.

Q if a character has increased

The Eldar psychic
power Hunesight can
be used to give an
Eldar unit a re-roll on failed
armour saves. It states that
the dice may only be re-
rolled once - is this once
for the whole turn or do you
Eet a re-roll against each
ifferent volley of shots
and set of close combat
hits against the unit?

Every lime the protected unit

suffers hits from any source, it

gets to re-roll any failed saving
throws - the reference to dice only
being re-rolled once means that if a
madel doesn't manage to save by re-
rolling the dice, it becomes a
casualty; it can't just keep re-roliing
the dice until it succeads!

Can Swooping Hawks and
their Exarchs use the Fleet
of Foot rule?

A Oh yes.

In the army lists it often
refers to ‘individuals®, like
Lictors and Zoanthropes.
What exactly are the rules for an
individual, are they like
Indep-endent characters and do
ﬁ deployed as one cholce
i'mrnt force organisation or one
at a time, when you're alternating
dﬂplc:-yman! with your opponent?

Individuals are jusl units of one

model, &as opposed 1o

independent characters which
are capable of joining other units.
The main reason we put in
individuals was to cover creatures
which simply weren't worth taking if
each cholce from the force
organisation equated to one creature
— for example, nobody would be
intarested in Biovores if each
one cost you a heavy support
choice. Deployment is discussad in
detail next...

In many scenarios players
alternate placing their units
and this can be a real pain
when you're facing an Imperial
Guard army with an infantry
platoon or two. They end up
placing a few 50 point units while
you have to roll out your entire
army — then they place their big,

scary tanks In positions to blow
you to bits. Is this really the way
things work?

No not really. To keep things
A fair in deployment, players

should alternate  placing

- B

- Since
estions| :¢
coupl
Mink
NSWeErS|
chang
:flr-'.}ug
choices from the force organisatien || /5"
chart. So, for example, Tyranid Tm || oo
and Imperial Guard lan are |
deploying at the start of the game. ||
lan placea one of his Troops choices || _ﬂ_
first, in this case it is an Imperal .
Guard infantry platoon of thee | EE of 3
squads and a command squad aF"'T-’E;
Because the platoon is one choia | Boner
from the force organisation, all four Sl
squads are deployed on the tabletogr |,
they don't all have to be put in e E )
same place but they are placed & | i,
ane choice. Tim puts down a brosd | Lord's r
of Termagants next and then &m| ®inue's
places another choice and s0 00 %"E”_[h
When it comes fo deploying Ellsgl  , TUsE"
Tim has three Lictors which he chosg | (°F"rd
as one slot on the force organisabion | o
chart. Again these are depioyed alil
once (although they don't have lobi 5 U
placed in the same par of g1
battiafield). vehicle's
Ignare
addition 1
In several of the scenariosh 1Ust limits
refers to troops holdi J paicd on
table quarters or otherwist vaﬂ E"F |
fulfillin efgerwmw conditions. Da -! upgrau:,gt*}
this r to units taken from B
Troops section of the army list? E‘
In terms of mission objeck f;
the scenaros should nafaI Champion
‘infantry’ Instead of OIS o summo
This was a correction which W& mention th,
applied to some of the scenaricd WY 10 take o
not all of them. If ynu're in et To overcor
about whather ‘troops’ is being us88 &0 roll ong
as a general reference to uns 5‘:;5 Spac:
creatures which run around on fr"m;'? {nir
or units chosen from the TrofE SETE. b
section of the army list, you cani® s, asafﬁii‘
by checking to see if the referen®®& any ohore oy
capitalised. If it says “Troops B f:?:u: of m
probably referring to the army#tlE Sons is
says 'troops’ it's probably referin Daemon, e
infantry in a more general @ replace
(including Elites and so on).
Thea
Does the Orks’ kustom kg " :ﬁtﬁ :
finld projector have Bourse, only
effects on hand-l0AE modeis i, ),
combat or shooting inside I8 0 Bhinas, 4
‘bubble™? whal I'I.Elppe-n:
Mo, the force field anly 38 rﬁﬁ ,g{
shots originating outsiee 8 Wehicie, Altho
area of the field. |t hes have the
gffect on hand-to-hand como il seems
shooting inside it. the chara,

he vehicl

iham fore the




By Jervis Johnson

\

@ Codex Chaos came oul, 8 number
o Chzos plavers have pointed oul
ipla of annrrmllas in the armmy list
k that where Janvis says ‘anomalies )
e means migfakes, hmm Jends?PIT —
dyl. Basically a couple ot last minu
anges to‘the list were not though
L h qwha as thoroughly as they cou
.10 make up for this, below ar
l:urml:ﬁcnns that Chaos players
_ lnhm they field an amy:

Dagmon Princes that are given a
paychic powar count as having a
i3 whan they use it. Thusa Tzeenich
iemon Frince can ba given the ps.?'chm
ovar Fames of Tzeenich and actually hit
meding with i1!

& Theusand Sons Chags Space
= Marine in a Tzeentch Chaos
oS retinge may be designated as the
BlFLe's standard bearer, and can be
b the Blasted Standard. Mote that a
FousEnd 3ons standard bearer is not.an

nng Champian and retains his normal
LS

Use the limitations to Vehicle
Upgrades ‘fncluded in each
e entry in the amay list itself, and
jE Ihe restrictions on page 6. In
, the havoo missile launcher is not
Hlimiled o Chaos Dreadnoughts as
g an page 21, and instead can be
I:rp I:haadnuuglm and other Chags

thai may have ‘any of tha velicle

#Some Tzeentch playars have

" noled that the lack of As
_'_:, pions i their army makes it di
jimmon a Greater Daemon, not to
fllan that when it doas appear il lends
kg ovar a rather powerful character.
mwercome this 've decided that you
bl ane D for each unit of Thousand
Fapace Mannes that has exactly nine
I8 {nine being the sacred number of
ich, you saeﬁ. Rall to see if a model
i Squad s possessed al the starl of
MERALN phase, before rolling to see if
haraciers are possessed. I you noll
B0 more then one of the Thousand
§ 18 possessad by the Greatar
You can decide which model to

Sihe entry for Khorme Berzerkers
Figlls you the whole squad can be
mounted in a Bhino. This, of
. only applies if there are ten or less
h’rha squad. While on the subject

a:uupha of players have aaLed
5 If & character in & Rhino is
h‘y a Greater Daemon, as the
nimrhr couldn't fit inside the

ugh | was seriously tempted
e Greater Dasmon hack its way
_- morg sensible to assume
e cha armanaﬁaa 1o stagoer out

H‘ll:i& before he changes, and
i the Greater Daemon model

should be placed within 2° of the vehicle
and at least 1" away from any enemy
models, just as if he'd disembarked.

For the record, Juggemauts cant
mount transport vehicles, or fly if
their rider has wings.

There have also been a few

questions asked about the Cult
Terminator rules that appearad in White
Drwarf 230, Those of you thal are using
them should note that the idea s simply
that the model uses the character
upgrades from its normal entry in the list,
and uses the characteristics (with the
adjustments given in WD230), equipment
and equipment wupgrades from the
Terminator  entry. Moise Marine
Terminators can swap a combi-bolter for a
sonic blaster, and the one thal can have a
heavy weapon may choose to take a
blastmaster instead of the standard
choices ({this is a change to the original
entry in WD230).

PUTTING THE TZAP INTO TZEENTCH

Finally, & number of players have

pointed out that it's possible 1o
take an Aspiring Champion for one of the
cult Chacs Space Maring squads, and
give them a Mark of Chaos from a
different patron god (i.e. giving the Mark of
Slaanesh to an Aspiring Khome Berzerker
Champion). To be honest | find it hard fo
believe that any true and dedicated
follower of Chaos would even think of
doing such a thing, and the people who
suggest thay would ara simply doing thair
best to further perpatuata some of the vila
rumours and slandears that are told about
the followers of the dark gods. However, if
you do ever run inte a Chaos player who
does such & vile and unwholesome thing,
you have my permission to 12l them that
the model {or models) so0 marked have
just been dragged off to the warp (and
therefore out of play) in order that their
patron can give them a stem talking too,
and that thay'd better have the correct
mark in the next game or the same thing
will happen again! The same rule applies
to transport vehicles for cult squads that
are given a gift belonging to a god other
than their patron.

J.T"':""'! ‘
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JET BIKES

When an opponent charges and assaults your jetbikes you should have a choice
of whether they enter close combat. You cnly get to make this choice in the turn

that your opponent charges you.

1. Enter close combat — use nomal rules.

2. Do not enter close combat — your opponent needs sixes to hit you, but you

forfeit all your assault attacks. Once the assault is over, your jetbikes do not count
as peing in close combat, so may move, fire and charge as normal in their own
turn.

Mote: the above rule does not count if you are altacked by another skimmer or

jethike.

PHILOSOPHY CORNER

By Andy Chambers

There's been a tair old bit of debate recently
aboul ransport vehicles, so | thought | would
lake the opportunity to offer some of my
ruminations on the subject and  hopefully
straighiton things out. First of all people have
been wondering whethera unit which has a
transport vehicle must be deployed inside
their vahicle at the start of the game. I'd say
no to this; whether troops are inside Lheir
vehicle al the beginning of 3 batte will
dﬂ]’:lﬂ’l'ﬂ WAy much on circumstances — ey
might be surprised oulside it, or disembark

befora reaching the ballle ling; they certainly,

don'l five their while lives inside the thing.
However it's pretty likely that 8 squad and
their ransport would be near one ancthar, so
I'd say & squad and its transport vahicla have
o e deployed at the same time and within
say, 6" of each other to ensure the squad’s
transport vehicle isn't parked up af the other
end of the battlefiald.

Ancther fopic of debate s whether gz
transport vehicle can be tsed as a taxi’ o
drop off one squad and than go and pick up
another. 1d say this depends on whether the
vahicle 15 chosen  ds a sguad transport
option (ke a Rhino or Raider) or is a vehicie
which has its own transport capacily (like a
Land Raider or Falcon) bul was selected as
a choice from the force organisation chart in
its own right. A vehicle which is chosen as a
transport option “belongs’ 1o its squad and
would not drive off 10 go transparling olher
units - congider the following scene

The comm-unit emitted a piercing alert siren
‘Eldar incursion repored Sector 12, Sguads
3.-5 and 8 moiimt vo and move for immediale
intercapt!” Sergeant Lanthas grabbed his
bolter and pounded for the bunker entrance,
clamping his halm in place as he emerged
into the smoky yellow haze outside. Behind
firn [he rest of Wis sguad thundered up the
steps, iugging their missile favncher, flamer,
extra ammo and spare fual cells with them
To the-left and night 3rd and Bth Souad were
alsg spiling out of thair quarners Sergeant
Lanthas ran nwo more sleps before he
snigdad 10.a hall, gazing &l the big, emply
space where the sfiued Rhbino had been
parked. “Emperor's teeth!” he snared. "Don't
fell me 4th Sguadve ‘borrowed’ the Rhing
agair!” .

For those uninitiated oul there, house rules arz ik
tweaks and changas which players sometimes ug

SCOTT VOSPER

Just doesn't fng true doss 17 On the other
hand, a Land Baider {or Falcon arwhat have
you) would probably not be attached to a
specilic squad and would carry squads
around pretty much as reqguired. O course a
Terminator or command sguad could st
have a Land Raider permanenily allached
as their transport vehicle.

A final issue that has come up in relation o
transport vehicies is this; a unit destroy a
transport vehicle with their heavy weapon
and the squad the transport was carrying
jump out of the burmning wreck — surely the
rest of the sguad would have ample
apparfunity 1o cul down the sunvivors with
their other weapons? Aller all, the rest of the
unit couldn’t hurl the transport vehicle with
Ihelr bollers. or other anti-infantry weapons
and would be waiting for just such an
opporiunity.

his all makes a lot of sense but | do find
mysell hesitating to say yes, mostly dua to
games design reasons rather than reality. if
vou - see what | mean. Firstly because in
second ediion 40K, transpart vehicles were
deathiraps. Nobady in therr right mind would
employ & transport vehicle for actually
camying froops (kamikaze . ramming and
overrunning, or fitting with founeen hunter
killer missiles maybe, bul never actually
transporting blokes like they were supposed
lo). This makes me very dubious about
making transport vehicles more dangerous
to utilise in'third edition

Secpndly, you'll have ample opporunity o

“shoot up the guys gscaping from thair

destroyed fransport vehicle on subsequeant
turns, or with the supporting fire of other
squads (what's that? You don't have any
supporting squads in the area? Well shame
an you!). Thirdly, that haawvy weapon you just
usad to blow up the vehicle was given a
points valge on just this assumption — that
bacause ol range or larget type, using the
heavy waapon would sometimes mean that
ihe rest of the squad would not get o =hoot,
just &s moving with the squad would oftan
mean that the heavy weapon would not gel
to shoot. All in ali then, | would only allow
people to Shoot UD esScaping passengears as
a housg rule, and il would be one -
petsonally wouldn't use.

to add a bit mora detail 1o their games, and/or mad
things work more how they imagine them, By tha
nature, house rules are not official and are nomak
introduced in friendly games between consenti
players, rather like special characters. I've hadé
salaction of
in of late (mostly very tank-orientated it must M
said). Some of the best are included on these papge
for your perusal,
these | can't testify as to what dire effects they migh
have on your gamas. Try them out and lat me noe

ame really interesting house rules 588

Having not played with any d

KHORNE
BERZERKERS

FRED REED |

What's  this?  Khoma
Berzerkers get ar
extra attack? EBlasphemy!
Those milksop Slaanesh
worshippers get an exirs
Attack for their mark of
Chaos, trua worshippers ol
the Blood God get
Strength instead. To folow
the true path of skulls
reduce Khome Berzeres
Attacks down to 1 and g
them a Strength of §
instead.

a
.:.'-lﬂ
.

Khorne Barzarkas i
plasma pistol and cha

- Ill

gy =1
- |
B | | ‘ ‘:_ I

K.home Berzers:
bolt pistol and cha




VEHICLE RAMS AND

OVERRUNS
MARK VAUDIN

fualy Mark sent in a load of other house rules
0, and three army lists! Soma of the other
WS are just foo haratical to print though.

feal that the Tank Shock rule gives
sWehicles a fair deal, but | think this was probably
gntional on the part of the designers, to
5sen the effect they have on the game.
Flayars may wish to amend the Tank Shock rule
lollows: any models that would end up

e they can be moved out of the way. If they
8IE nsuccassful thay ara killed as if they failed
Death or Glory attack

fehicle rams
i lack of ramming rules in the rulabook did
ipiza ma so | came up with this simple rule: if
BVehicle moving 6" or more hits another
iicle, check which armour is affected on each
Ehcle. Each plaver takes their ammour value,
s D6 and then subiracts D6 to get the
penetration used against the other
ghicle. Damage is worked out as usual. Wall
mpured  vehicles stand more chance of
papng lighter vehicles while escaping harm

MORE TANKTICS
RAY SNYDER

| have noticed that Tanks just don’t move much, This
is a response to the move and fire one weapon rule
twhich | likel), but tanks advancing along with troops
is really cool. | was thinking that as long as troops
are within 6" of a tank, they can re-roll Morale tests
{gaining a measura of confidence from their large,
heavily armourad friend). However the same
confidence and cover that tha tank gives is fragile,
for if the tank is destroyed, all units within 6" must
pass a Morale test or fall back. | thought this might
be a good Chapter Approved idea. | have not tested
it yet, but | was hoping that this rule would promaote
a combined arms advance.

GETTING HIT

NICK HARDY

Cecasionally there will be a situation where a model
is unable to avoid getting hit by a tank. There is also
the possibility of a crazed commander ramming
another vehicle. Thus the following rules can be
applied. If an infantry squad is for some unavoidable
reason hit by a tank (ie, thera is a wall behind them)
then they are killed outright — thare is nothing that
can survive having a hundrad-odd tonnes land on it
If two vehicles collide, than the Strength of the hit
suffered by each vehicle is half of the amaour value
of the opposing vehicle, For example, if a Laman
Russ drove into an Ork Trukk, the Leman Huss
would inflict a Strength 7 hit to the back of the Ork
Trukk, and in retum would take a Strength 5 hit to its
frontal armour (the frontal armour of 2 Leman Huss
being 14 and the rear armour of an Ork Trukk
being 10}




I.h: Dark Eldar u.[ the

He’s at it again! You can’t turn around at the GW Studio withol
tripping over a piece of Nick’s terrain. With only a temporary resp
from finishing his Lizardman terrain and with more than a
inspiration from GW modelmaker Mark Jones, Nick has turned

4 H» Spayea attention to the WH40K ruins...

There | was, looking at the WH40K Gothic Ruins, ruminating
ovar the idea of building a new urban lerrain battlefield using
loads of these plastic ruins.

At this point my fate was sealed. I've built a lot of themed
Lizardman terrain for my Warhammer army (check out Jungle
Fever in WD223, 225 and 232) and | use it as much as possible.
As | mentioned in the final part of Jungle Fever I've played a few
WHA0K games over it, with my Imperial Guard and Dark Eldar
armies baltling across dark jungle and mysterious ruins against
numerous foes, including Adrian Wood's Orks.

Now Mr Wood uses his plasfic ruing without any bases and
places them on his Orky deser terrain wherever he |I|'ul':"5, making
his terrain very versatile. The idea of ‘place anywherg’ ruins
really appealed to me and perhaps, | thought, | could do a little
bit more with them.

By now a grand plan was forming in the desper recesses of my
tevered mind — there are numerous slories of settlements being
overrun and lost throughout the Imperium. | would build one such
ruined Imperial settlement in a jungle

selling, so it would be compatible with my

Lizardman terrain! This meant with a

minimum of affort | would have a sacond

battlefield. | set to work straight away.

THE PLAN

| never start working on any major scenery
project without first drawing up some kind

of work plan. | do this to make sure

| don't go too far and start building

a complete hive word that'll take —SE ;
maost of my natural life to finish. It also S8
helps me to break the whole project down
into manageable chunks.

| sat down and scribbled for about half an hour, -
drawing up my plan. | would be building this terrain to

Duark Heart Raiders advance across 1 deserted Imperial settlement

cover at least half a battlefield and | had to take into accol
cost (I had a very tight budget!). | settled on three §
buildings, a storehouse, a broken Impenal monument. &
out power station and a destroyed Imperial shrine. AH'Ihh
have lots of crates and barrels which | could littar &
battlefield in a fairly random manner. With this sat oo
paper, | set about the task of building it all...

The first rule of scraitch-building
terrain — never throw anything ol

| dug out my Gothic Ruins sprues, purchased a fal 8
then given a few more (thanks everybody!). Iqatheru#
crate and barricade sprues | could find and found Somg
odd shaped packaging which

_— be perfect for my sioms B

1 would use the rem

polystyrene files il o9

building rmy Lizarom

(see WD225

simpigs? of ale
buiidings. | only usedy
half Gothic Ruins spruss i it o
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it do. First | made up the two bas
them on either end of the polysiyrene tile base | had

— MAKING RUINS

mld-ﬁﬂ-.re made ruins complete with rubble, broken
sters — the full works. While this would look absolutely
6. | would have one small problem — the ruins would be
ed. none of my miniatures would ba able to stand up
M&Imng my Lizardman scenery has shown me that you

Ix Imprurmss between effect and realism. Since | use all

@in for gaming, effect took precedence.

THE FIRST ONE

on the first plece of terrain that | find out what | can
ic wall sections and

hHer. piace. Using a pair of clippers | cut up two spara

sactions, leaving the corner pillar free-standing and then

#hem all into place on the base in a rough resemblance of
g0 complete wall sections. | used a floor section to secure
J phaza rd cormer construction.

#lﬂ final comer of the building to be completely ruinad.

i | cut some of the window frames off the two com plete

jons and used some of the sprue rubble (see box) to

ile overgrown ruined section. | also used a little coarse

' "h fhat extra overgrown effect (see WD232 for details
o do this).

pxturer pgmt ta cover the base and to half bury some of
igad ruin pieces. | added some more sprue rubble and

Bl wanted one ruin fo be
nstration building.
& e largest of my 8
5 (it used six
Wins sprues).

a few pieces of
coral gravel, and
then left it to dry.

Once dry the
enfire model wWas
painted black fto
make it easier for
drybrushing. The
initial  drybrush
used Codex Gray,
| also drybrushed
halt the base in
this colour (I
wanted it to look
like the grass had

SPRUE RUBBLE
Here's a quick tip straight from GW Modelmaker
Mark Jones: if you clip the plastic frame the
buildings come on into small pieces, it makes
great rubble. You can also clip down any
interesting bits of plastic frame to make bent
girders or
even suppaort
beams!

grown onto the concrete). The remainder of the base and coarse
turf was then drybrushed with Goblin Green. To finish off the
ruins | drybrushed them with Skull Whits and the Goblin Green
areas were highlighted with a light drybrush of Sunburst Yellow.
| had finished my first ruin.

The first construction took me less than two hours and it was all
pretty easy to build. | had found the secret to making ruins. They
can be really roughly constructed and look great. | started on the

next two ruins. ..

Above: | wanted one part of this
ruin fo be completely overgrown.
Again | cut out a single column,
and went crazy with coarse turf
flock, sprue rubble and coral,

Above: Making the second story was
a lot easier than | expected. | simply
built & comer piece, cut the lop off i,
wrmed it upside down and glued it fo
the top of another corner piace. It was
really that simple...
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IMPERIAL STOREHOUSE Right: The

As you can see, | used some really unusual packaging to build SIDFEI'TGHE_E-"S
this Imperial storehouse. Whatever they wera in a past life, they 94 teway is
make parfect domes now. made out of

| wanted this piece to look like it was the reason for the raid on .fﬁrggmunda
the settiement — also making it a periect objective in future g kkead cut
games of WH40K. So a lot of heavy fighting would have taken  jn kajf

place around it {and will again). This fighting would in tum L
damage the storehouse and this is reflected in the
damage to the domes” structures. My favourite effects
are the skeletal ramains of one of the domes, made
out of bent garden wire gluaed together, and the

slightly deflated dome next to it

| painted the base in the same way as the
rest of my ruined buildings. The domes
however where painted in a slightly
different colour. Starting from a
black undercoat | drybrushed a
coal of Shadow Grey,
followed by Ilce Blue, then
Space Wolves Grey and
finishing with Skull White.
This effect makes the i
pieca stand out from &5% e
the rest of the ruins,  SiEElERE

RUBBLE AND RAILINGS

| wanted loads of rubble and obstacles that | could place all over my
ruined settlement. To give myself maximum flexibility | made small

strips of rubble. | gathered up all my spare plastic bits and starled to
work on some random strips of rubble, fences and railings which |
could scatter arcund the sattlement.

Below: The rallings are made from the spike rows faken from the Chaos
opiky sprug. AN | did was give them on fop of each other, after cutfing off the
spiky bits on the bofforn row. The spiked haads make a gruesome
decoration (it appealed to my Dark Eldar nature) and it's a complete
coincidence that the Space Marine halmet is in Whita Scars colowrs (as Is
your impending doom, Dawvis - Far Bioka).

b g Lo

il
1-'5."!.'_ ".-..“.‘ ot B

g

Above: This fax
will be going around the power sfanon, &

. . . ' . . . I is made out of the spiked rams from the Barncade sprug. Thi
" l ‘¢‘ ' inspired by Mark Jones' fance (see opposile).

“’LI‘LH—
1131
E’ l“

Right: The raiiings will be going all the way around my
manument (I just need a coupla mare Chaos Soiky sprues fo
finish it offl, with a gateway af both ends. The unforfunate
individual on this piece obviously fall defanding the gate.

=

“1? M

Below: A sinp of
rubbie using bis o
sprue, crates anda
crucified skelelon,
overrun Impens
setflemeant wouikl B8
complete williow §

Abova: The great thing about making rubble strips is
that you can use anything. For this one | used half a
Necromunda bulkhead, a fank frap, loads of sprue
rubble and bits of clipped sprue. This was than all
covered in textured paint fo give it a buried look.
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AL MONUMENT

efiument was inspired by a

Gl

&

BB pilars coma in all

lgd down column with a statue of
mis&ar Yarrick stuck on the top, which |
it Games Day about four years ago. It
made out of a square polystyrene strip,
ed in texture paint and painted grey. |
d to do something similar, but using a

round column.

After two aboried
attempts at
making a round
column  out of
polystyrene, | had
to admit | was
stumped. Then
| rememberad
something from an
old White Dwarl —

| had a little more trouble breaking up the
plaster pillar. What | suggest is to use a metal
ruler and a small hammer, Place the ruler
(edge down) diagonally across the pillar and
carefully tap it with the hammer. Then using
the small hammer | chipped bits off the pillar
here and there, for a weathared look.

| broke the pillar into three parts and glued
them to the base. | then covered the base with
textured paint and added sprue rubble, all the
chipped off bits of the pillar, sand, coral gravel
and coarse turf flock for that overgrown effect.

| painted the monument black and then
drybrushed the base and coarse turf the same
way as the rest of my Imperal ruins. The
column however was first drybrushed
Bleached Bone, followed by Skull White. This,
| hoped, would give a nice, clean, marble-like
finish to it.

PAINTING

2. To give the
bronze a

drybrush the
statue with Tin

waathared ook,

HEATH ERED BRONZE

1. Spray or paint
the statue with
Black. When the
undercoat is dry,
paint the whole
thing in Jade
Grean.

Spes and sizes. Dave Andrews

builtt a ruined

yeing plaster cake pillars (broken in

hiese would be perfect, and after a very

aarch | finally found some in the local
5 that Fat Eloke often frequents.

_‘ riction of the fallen monument was
. The base iz made from thick
Hnl:l the paving slabs are made out
ﬂn:i cut into 2em by 2cm squares.

Bitz.

| painted a Space Maring (| couldn't think of a
more definitive symbol of the Imperium) in a
weatherad bronze effect (see right), which |
then glued to the end of the column. And the
monumant was finished. Phew...

Well that's it for now, I've still got the power
station and Imperial shrine to go. Hopefully |
will get to tell you about them in a future Issue
of White Dwarf. Until then — get building!

e 3. To finish off
the bronze look,
a final drybrush
of Shining Gold
is applied to the
statue.

used coarse furf
g fiock glued onto the
iar for that overgrown

To get
hold of
the Gothic
Ruins,
Barricade
or Chaos
Spiky sprues,
give Mail Order
a call on -
0115 91 40000! .

[ T
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THE INSPIRATION

It would be most untrue for me to say that
all the terrain for this WH40K settlement
was my idea. Almost all of it was inspired by
GW modelmaker Mark Jones, who came fo
me with loads of really cool scenery madsa
from the plastic ruins, sprue offcuts and
from whatever he had lying around in this
bits box. | would just like to say, “Thanks for
the inspiration!”

Abowve:

This fance is made from

the spike ram on the Barricade sprus.

Glued on their end to a plece of plastic card, they make a
fantastic fence.

Left & below: Rubbie sirips
another simple idaa, using his
bits box, old crates and plastic
Sprue.

Above & lefl:

e Mark used a lot of

sprue rubble and texture

filler on his ruins' bases. He also
drilled holes and glued in brass wire to
represent the metal reinforcement rods
you find in smashed concrefe.
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Iutunnﬁﬁc_m yr._rmiuiﬁg La: The Rabal of the Flaped Skull
Hegarding: Knoton Elbar pivate organisations
Pisual cecorbs abailable: Press (@ rune for bisual records

The subject repestedly atiempted sclf-termination ficleding potsomng its own bloodstream with some kind of gland grafted into s
heart], but was unsoccessiul Using standard opti-aural inductors and pain cohancers, we were able to ehicit the following miormatson.
I imust be stated for the record that the Eldsr pirate was highly impervious to miany of our interrogation techniques, and that much
of the mformation was Hain:d through the subgect's boasting of it race’s prowcss and mi-ght.

The subjeci wis some form of squad leader in 2 pirute band known as The Emasculators Their leader, an Aschon of some kind, i
koows a5 Krucllagh [cross ref file KTV63L//09-6712 alpha] The Emasculators, and Krucllagh in particular, are feared throughou
Lestos ind Thrandos Sectors for their grievous acts of crucly and butchery. This pirate band is sought by the Imperial authorities log
aver three dozen major raids in the last two centurics, most potably the slaughter at the Sistethood temple on Regil TV, the enslivemest
of the De'cgra colonists and the torture and later murder of High Lord Khouron, Imperial Commander of Astherax The Adeptus
Mechaicus are also secking the recovery of Kruellagh's corpse for study, Kruellsgh wtilises & strange weapon kaows a5 the Saul Flayer
The Soul Flayer punctures the victim's flesh and thew extracts their vital esscnees. lesving the target 2 withcred. lifcless husk Krucligh
somehow synthesises thesc stalen fhaids 1o futher enhance her ahalities, torming her into an even mofe capable and psychopathic Killer
_ an alchemical process which the Tech Priests arc keen to srudy for possible use by Imperial forces.

The warband consists of roughly one hundsed warnors, ol affiliared 1o the Kabal of the Fliyed Skull This Kabal is apparcatly
organisation. descended from the Shrine af the Flayed Skull. which scemingly had some religious or ritwal significance o carly Edar
history, Some [allowers are horn into- the JKabal while others join through iatrigue or conquest There are some eleven or twelie such

warhands within the Kabal of the Flayed Skull, cach of which is quasi-independent of sny chain of command and led by its own

pirate l.'.i-[:lhin.

The only true restrniction on these pirate bands &5 2 tax or tithe that must be paid This tribute can take many lorms, oftes actually
goods but most commonly shves, The subject also kept using 2 certain word. the meaning of which our Sister Dialogus wis unsure
of. She tells us it comprises glements of the ascicnt Eldar phrase for ‘soul’ but also syllables reminiscent of “drink’ or ‘drinking. We
do know 1hat Eldar payehie techunlogy is Highly expert at the capturiog and storing of sonls. so it is possible that such things form

part of the taxation Chyite what the Eldar pirates do with thess incorporeal prizes is uvnknows. Many of them are delivered fo the #

caste known 33 Haemonculi, and the subject seemed to imply that these souls/drinks could somchow be refiped, [thered even

A oember of Hicrarchs oversee the tithe, and act 2 connsellors, spics and occasionally war leaders, These form a ruling cobucl and ot |

the time of the interrogation there were five such individuals in the Kahal ol
the ‘Flayed ‘Skull- Compenition between the Hierarchs; Archons ‘and Dracons
[a lower-level wirhand leader] is ‘highly fierce: backstabbing and inirigue are
an sccepted part of the daily routinc, Owerall and absolute power over the
Kabal of the Flayed Skoll ‘tesides with one pirate. who has no title becanse

thewr pame alonc holds power enough [spparemly this is very impressive fo b
Eldir pirate]

It #s this ford [or lady for that matter, the Eldar m peneral appear to make
little distinction berween the roles of the male and {emale geaders - anather
example of their decadence] who decides on the Kabal's policies towards other
Kitals snd organisations. It is the lord who tommapds the Hacmonculi allied
to the Kabal and it is the lord who bas final say over any agreements with
other organisations. such as rival Kabals or the wartior sects of the Wyches
and Tocubi The lord receives the greatest quantity of the tithes, though some
afe nhviquI}' gsed to bribe the Hierarchs 2od so forth The subject TEFEilEd]?
told us that this ‘was actually quite fair, as the lord’s “need s greatest”

As an additional pote, the subject was in custody for roughly seven Terma
weeks hefore expiting During this relatively short period the subject aged
considerably, grew weaker with cvery passing day and gradually slid into ever
deeper hysteria and dementia. There was oo medical explapation for this, or
the subject’s premature demise. The body rapidly rotted away after life was
proncanced extinet (3 matter of a couple of days) Medicus Hastortes report
i coclosed 1 find hig conclusion [it was as if the subject had already been
desd for several centuries and that its hody had qust caught up] particularly
farcical and yet disturbing.

Your scrvant
P. B Oschprey [Scribe First Clss, Adeptus Scriptorivm]

\
-Data obtained buring mtecrogation of captured ¢Eivar Pirate [name unknoton| 2645725.4439. b :5*_'
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DESIGHATION: Wyech cult
TROOM TYPE: Heaver jetbhike sguad

GEATION: Infiltrators
ITPE: Handrakes
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the humans want to play!¥

recarding of Rroelloagh the Vile,
the 3%%th Valhallan Rifles

10

s DESIGNATION: Infantry squad
TROOF TYPE: Dark Eldar Warriors

i e

W o e
DESIGHATION
Unknown

TRODOP TYPE:
Hoomonculus

-E".I:-]-.--. Rotinug DESIGMATIDN: D:undnuught
IPEY Incubi bodyguard . Raider transport TROOP TYPE: Talos
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/ RAVAGER!

By Gav Thorpe
The Ravager is one of the most deadly tank hunters in the

game. It mounts a deadly batte

of heavy weapons and is easily

able to outmanoeuvre the lumbering vehicles of other races. Kabal
Lord Gav examines this impressive vehicle.

Hooray, hoorayl The Ravager is here! | can hear the cries
of Dark Eldar players all across the world, rejoicing that
their best weapon has arrived. Ravagers are awesome,
simply awesome. They can move 6" a turm and still fire all
three heavy weapons, and if that isn't impressive | don't
know what is. The key 10 using a Ravager successfully is
making sure that only ils target can draw a line of sight to
it, by positioning the Ravager so that surrounding terrain is
interposed belween it and other enemy units. Once
this targel has been destroyed (in perhaps two tums if
you're unlucky!), then simply glide another " and choose
anaother viclim,

Ravagers are great in combinalion with Raiders, providing
a mobile and hard-hitting force. A Ravager with a couple of
disintegrators is great for blowing chunks out of well
armoured enemy infantry, ready for a squad of Wyches

or your Lord’s Incubi to steam in and finish them off

in an assault. Another quick tip for Raiders: if
possible, when disembarking from a Raider
to launch an assaull, Iry - i -
to get as close as possible :

&

to the enemy with the Raider. It - el

you are within 5" of the Raider -"":'f____ —
when the enamy falls back, you }.i--'w wh,-,,;f', b
can use your 3" consolidate Lo .
mave to get back within 2° -

of the Raider, letting ~

you embark again . '

and giving you a degree of protection (a lot more desirable
than sweeping into the teeth of the enemy army).

My besl advice for Ravagers has to be 'Take twol No,
seriously, this isn't just a crass and unsubtle attempl by me
to sell more of them. One Ravager will die in pretty short
order — your enemy is going to go hell-for-leather to destroy
it, mark my words. However, two Ravagers are

going to give the opposition no end of I
trouble for several lums. And even if

they do both end up in flames, yj‘j h:
- ~

"

think of all that firepower that "
wasn't direclted at your = ""ll”
Raiders. .. el

T —— 11

= _I

R SIS

Strike fast. Strike first. Strike hard!

Abfritairfed o
Lord Sarnak, Archon of the Dark Hearl Ralders
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With Warbammer Armies Vampire Counts released this month, it i
time to showcase this new army with a traditional batile repori. e

decided that the battle would be fought between the Blood Drago
Vampires and their mortal enemies, the men of the Empire.

Alessio {one of the new hook’s writers) would be in
command of the Vampiric Blood Dragons, facing off
against the defence [orce of Nuln, a city in the south
of the Empire, led by our own lain Compton. We
decided that the game would be two thousand points
each side and a Pitched Battle, as this removes any
complications and allows for a straight fght With the
addition of the gloomy, new TIndead terrain made by
the GW modelmakers, the scene was set...

“Arise from your graves
and do my bidding!”

Alessio: Far Bloke told me
that T was to play my first
solo battle report - pgreat!
Not only that, 1 also got o
use an army of my favourite
Vampires: the noble Knights
aof the Ordo Draconis
Sanguinis! What more could
I ask for?

When it came o preparing
the arimy, I tried to follow the
Blood Dragon background
as well as picking a tough
army list. My starting point was that as the Blood
Dragons are a knightly order, 1 definitely wanted a
unit of mounted Wights. In my opinion they need to
be heavy cavalry to be in character, and therefore |
bought all the extra equipment they are allowed. This
choice made them gquite expensive, as well as
reducing their movement to 6 — certainly not
impressive. To give them one extra point of movement

Alessio Cavatore

IAMMER mmps

BOt a [
{he wm
whole ;

he Quest |-
For Blood

A Warbammer battle report by Iain Compton and Alessio Cavatore,

Suppon
hesitari
resplen:
Spent w
finish n
Wolves,
the dan
VLY dns
Utility
been in

My scled
got the
Macabr:
{easy to
then pic
I decide
Magic, s
and mal
mightrm:)

(remember that Movement 7 means you get io parss
306 — very handy!) and reduce their cost withs
affecting their armour save, | took away the barde
from their Nightmares (Nightmares are Unds
steeds) and equipped them with the Hann
Skielding. By including a Wight Lord to add e
punch in hand-to-hand, 1 had a unit that wouldl
hard and fitted the background of the Blood Drags

Now to select my characters. T chose a relatively cie
Vampire Count to be my general, as the Vampire
is a bit too much for a two thousand point ganel
was to lead the knights so I gave him the same 2mi
of armour as the rest of the unit and a fade Amuig
cater for that odd cannonball. 1 renamed the i
Apprfet the Dark Amulet, as it felt strange pivingi
that particular Ward. You sce, the problem is thi
Vampire touching a gem made of condensed |
Magic (the magic connected with the birth and gi
of all living things) would probably be destng
rather than protected. 1 also wanted him to wil
magic sword capable of increasing his Artacks, hiso
stat that is less than terrifying, so T gave him a B
Leaping Bronze. His Yampire powers would i
suit and gear him up for close combat, as is ng f
martial Blood Dragon. Bed Fury gives him one 1

Attack and The Strength of Steel would allow ':_
cast spells while wearing his armour,

Next | chose a Wraith with the Cursed Book
champion for my Skeletons, in order to
casualties, T put a Vampire Thrall in charge of o
Skeletons in case of the Count being too far g
them and finally 1 wanted a Necromancer (ot
the role that is vital in every Undead
spellcasting. I made him Level 3, so he would b
1o re-cast spells on a roll of 2+, and gave him e
of Flaming Death, uscful at the start of every®




hase 10 get rid of a few of the opponent’s cards. He also
k_ a Dispel Scroll (just in case) and a Warrior Familiar
e was probably the most important model in the
ghole army - 1 did not want to lose him).

pil then the remaining troops. Unfortunately the new
fastic Zombies were not painted vet, so 1 decided that
keletons would form my core infantry of Undead men-
arms. A big unit of twenty Ghouls would give them
aport (1 would have liked a few more but we only had
ty painted when we plaved). What about
Epporting units? A hard choice. 1 had a moment of
: fmtion, but then 1 saw the awesome Black Coach,
splendent in all its might. Ouch — two hundred poinis
pnt without a thought! All that remained to do was o
fish my army with a fast unit of hard-hitting. Dire
lves, 4 Spirit Most, a pair of Vampire Bats 1o engage
dangerous big guns of the Empire, two swarms of
annoving (for the opponent) Bat Swarms and a Bat
lity Belt in case of cmergencies {ob dear, Alessio's
i in the sun again — Fat Bloke).

fsclection of spells was as follows, the Necromancer
ﬂ].l: basic tools for his job with Vanbel's Danse

Weabre (always a first choice) and Swmmon Skeletons
& o cast and re-cast, again and again and again.. ). |
picked Gaze of Nagash to have an attack spell, and
gtided that the Vampire Count would choose Dark
ig, 0 that he could use dispel cards as power cards
il mike sure the magic phase would really be a
itmare for Iain.

WARHAMMER ROSTER SHEET  The Order of Death

Lansa, shield
& Nigeiiriars

& WIEHT CAVALEY |4 3
Haswy armoer, thiald.
famoe & Nightmare |8 | 2

Hame Kalt |
VAMPEETHRALL |88
Heawy armour. thield | |

Herr Froxt
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"READY THE
CANNONS!"

Iain: 1 must admit o a
feeling of trepidation as 1
approach this battle report.
Mot only will 1 be apainst a
brand new army which 1 have
never fought before, but |
will also be playing against
Alessio — the GW Warhammer
,.f staff champion and ex-
national champion of Ialy
This game was not poing oo
be in any way easy.

lain Cmmpmn

The Empire is one of my
favourite Warhammer armies.
At first glance they don't look all that special; their
troops are distinctly ordinary and they don't get any
of the fashy special rules that characterise most
other armies. In fact it is their averageness which is
their main strength. The basic troops are as cheap as
vou could wish for and they also have some nice elite
troops — not super hard but effective enough for me.
What this means is, on the battlefield the Empire can
do just about anything. They can play the numbers
game and overwhelm their opponents with a mass

charge of cheap but effective troops, they can go for
quality and try to smash their foes berween heavy
cavalry and Ogres, and, of course, they have
powerful war machines and good missile troops
allowing you to blast vour ecncmy apart from a
distance. In practice, a mixture of these three styles
often works best. As 1 only have a hazy idea of how
the Vampire Counts army is going to work, 1 shall oy
to make my army as flexible as possible. Besides |
have no doubt that the Vampire Counts have plenty
of nasty tricks o play on me, and the more T can
adapt during the battle, the better T shall fare.

My basic battle plan is 1o stand still, pour as much
fire into the Undead as possible until they charge me,
try to absorb the charge and then counter-attack.
This sounds quite easy, but in practice all kinds of
things can go wrong. To minimise the effects of
terror and fear — traditionally the main strengths of
any Undead army - 1 have chosen two ‘shock
absorber’ units, The first is a unit of Reiksguard led
by my general, who carries a Runefang and wears the
Armour of Meteoric Iron, the other is a unit o
Spearmen led by a hero wielding the Bamisber
Sword. The Reiksguard are also joined by the Ammy
Standard Bearer carrying the Valowrous Standard
This handy item could well mean the difference
between victory and defeat as it allows me to take all
my Psychology tests on 3D6, discarding the highest




pproximately a third of my army has been chosen as
‘missile troops, as T want to thin the foul ranks as
m h as possible to make life easier (and longer!) for
;- combat units. Two units of Handgunners are both

Betachments of the large Spearman block
ldetachments are smaller units that must stay within
u-f the unit they support and in exchange use that
its Leadership value for all their Psychology and
Heeak tests), while a large unit of Crossbowmen will
b deployed close to the centre of my line. ‘To further
tnhance my missile fire | employed the services of a
igiment of Renown - Lumpin Croop's Fighting
Licks (see WD230 for rules) who are to skulk arournd
fhe edges of the bartle to wait for an appropriate
rger. Meanwhile the engincers of Nuln have
ieeled out four shiny, new war machines in the form
_r Wi cannons, a Helblaster volley gun and a mortar.
btl:u'umllgr honest I don't really expect the Fighting
iKS (0 achicve very much — T doubr that Alessio will

-'iiﬂi enough to give them a useful target. The main
-_;"n that 1 have chosen them is because 1 love
Biflings and they will be the only really fast moving
in my army (although I have a feeling that they
ill move faster away from the cnemy than towards

iy

=

bns are a must in any Empire army, especially
ﬁ‘um Nuln which is the home of the lmperial
School. The two cannons and the mortar will
B8t up as a battery with an artillery captain to lead

3
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them. This hero will defend them from any flying Undead
that try 10 take them out. He is also equipped with a
longbow and the Sky Arrow of Nalper to further
discourage airborne assaults. The Helblaster will be set up
slightly away, so that if something really nasty lands on the
battery, the crew can flee and the volley gun will be able o
shoot at it from close ranpe.

The last part of my defence is a magical one. T have chosen
wo level one wizards, cach carrving a Dispel Scroll 1o
deflect the worst of the Necromantic magic coming my
way. If 1 get some solid defensive spells such as Prorect,
Net or Bless, 1shall be happy enough.

Once the Undead have reached me, 1 will want to counter
attack. Hopefully my troops will be more or less intact and
I will be able to launch charges with the handgunners and
possibly the crosshowmen too, | have also chosen a large
unit of Halberdiers as a response unit. These will
manocuvre for a flank charge on the most worrving
Undead unit and, with any luck, relieve one of my core
regiments. Halberdicrs make excellent assault troops to
take the fight to the enemy. Spearmen on the other hand
are far better defensively, so they will take the brunt of the
charge until the Halherdiers arrive.

That's pretty much it for the Empire force. Hopefully 'l
stand firm against the forces of the Vampire Counts and

send them back to the grave with my brave Tmperial
defenders.

At the start of the game | received my spells: Protect, which
is a very useful spell, although it does take three power
cards to cast, and Heal — not so uselul, as my heroes were
likely to be killed outright or not ar all. Sill, overall 1 was
quite pleased and ready to do battle. ..
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Blood Dragon
Vampires: Turn 1

Alessio won the roll for first turn and
not surprisingly opted o go first, giving
lain one less turn 1o sweep his foul
legions with a cleansing dose of cannon
fire. Fverything headed towards the
Empire lines as fast as it could.
Although as most Undead units cannot
march, the advance turned into more of
an amble¢. The Vampire Bats flew high
and lain suddenly felt very glad that he
had given the Sky Arrow of Neloer 1o
his artillery captain.

lain wasn't looking lorward to the
magic phase at all, and it began with the
worst possible start for him as Alessio
rolled a double six for the Winds of
Magic. The Undead started as they
reant o go on — by killing mortals. The
Necromancer raised the Staff of
Flaming Death above his head and
incinerated an unfortunate
Handgunner. The rest of the unit
though stayed frm, taking courage
from the steady leadership of Marshal
von Speer nearby Next came
something that lain was dreading. The
Vampire Count had taken one of his
spells from the Dark Magic deck and he
now cast Armizapal’s Black Horror
straight for the centre of the Empire
line, Even though he was quite a




distance away and the spell probably wouldn't hit
until the next tarn, lain wasn't taking any chances and
put a lot of power into dispelling it — which was exactly
what Alessio wanted! Now that lain had vsed up most
of his cards, Alessio was free to cast the spells that he
really wanted to work. First up came Vanbel's Danse
Macabre on the Wight Cavalry, giving them a march
move, and then the same spell with the same effect on
the Skelctons. Undead spellcasters have a
number of unique advantages over other
wizards. For a start they can choose
which Necromantic spells they
want rather than having to
draw them randomly and
they also have a chance to
cast the same spell more
than once each trn.
Finally, Alessio finished the
magic phase with a
Summon Skeletons spell to
add four more to the ranks of

his Skeleton unit.

The Empire: Turn |

Things hadn't gone quite as badly as Iain had fear
they might in the magic phase, although the §
Cavalry was now worryingly close. As the range i
Alessio’s army had been reduced considerably, lis
decided not to move anvthing, bur instead let Sy wil
everything at the tide of evil sweeping towards him
Firstly, the artillery captain nocked the Sky Wﬂ"
Naloer to his bowstring and took careful aim ar @
Vampire Bats wheeling high above. The magc 2
transfixed one of the foul creatures and it plum
to the carth. '

The Wight Cavalry were an obvious target as (eys
a) very close, b) very hard and ¢} contained
Undead general. Both cannons and the mal
swivelled 1o fire at them. The aim of the first canl
was good and one of the ancient dead was blomw
bits. But the second cannon had been packed w
much powder and exploded, killing the crew s
the mortar was slightly off target and blew _'
crater harmlessly ahead of the evil horsemen. Alle
Handgunners took aim at the Wights but desp
respectable number of hits, all the shots
deflected by the heavy armour. kain would ha
the Crossbowmen to fire at the Wights as
Unfortunately only some of them could see pa
curve of the hill, so they had to fire at the onlyE
that all of them could aim at, which happened 8
the Skeletons. Three were sent back to the dust
came from, almost cancelling out Alessio’s b
Skeletons spell. Finally, on the flank, Lumpin G
Halflings let fly a lethal volley tows fie -'




LThe phostly Spirit Flost returns to its regular baunt,
the graveyard.

blves and managed to kill all but one! Apart from the
isized sharpshooters, the Empire's missile fire
n't been half as effective as lain had hoped for. The
it m the Wights would easily be able to charge so
would be no second chance to cut them down o
. Nevertheless, the rest of the Blood Dragon army
i still some way off and the Empire was only down
fime cannon and a handgun

€ Empirc magic phase was far less of an event than
I Yampire Counts’ had been. Iain had enough power
LISt Protect and, ideally, wanted to cast it on the unit
L was poing to receive the Wights' charge,
ately, they had a choice of three regiments
W were casily within their charge range and arce, so
@iher than waste the opportunity, Tain cast the spell on
e antillery battery. The crew now had a 44 special
e against all damage, and more importantly against
tStaff of Flaming Decath.

Blood Dragon Vampires:
Turn 2

The start of Alessio's second turn turned up no
surprises at all. The Wights declared a charge against
the Spearmen, the remaining Vampire Bat swooped
down upon the Helblaster crew and the last Dine Wolf
charged into Lumpin Croop. Fortunately for lain,
everybody passed their Fear tests and the Halflings
managed to shoot the Dire Wolf even as it bore down
upon them. The slavering beast fell, pierced by many
arrows before it even got close w the plucky litte
fellows.

The Vampire Bat traded incffective blows with the
Helblaster crew but the real action was happening
around the Undead general. The Vampire Count swung
his ancient sword and sliced three Spearmen clean in
hall, as the Wights skewered another two, including
Luitpold Braun the wizard. Captain Badenhof swung
his Banisber Sword in reply and sent two of the Wights
tumbling from their steeds. Unsurprisingly, none of the
remaining Spearmen could pierce the armour of the
ancicnt horsemen so the combat narrowly went o
Alessio. Once more drawing upon the firm leadership
of von Speer, the Nuln militia stood firm and grimly
prepared for another banering,

Alessio continued his good fortune with the Winds of
Magice rolling an eleven for the number of cards dealr.
Just as before he started with the Staff of Flaming
Dieath at the Handgunners, this time consuming two in
unholy fire. Again they showed the stuff thar heroes are
made of, standing firm against the evil magic. Next,
Alessio tried o fix the Reiksguard with the Gaze of
Magazp. Tain wasn't having any of it though and used a
Lispel Scroll 1o stop the spell. 1o lain's dismay, Alessio
then cast another Arnizapal’s Black Horror! From the
centre of the Empire army, the spell would be
devastating against its densely packed regiments. After
putting a lot of power into dispelling it and Alessio put
just as much into reinforcing it, Tain was extremely
relieved when the dice came up in his favour.
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The Empire: Turn 2

The Empire's second turn started with an excellent
opportunity to even up the rather one sided combat
between the Wight Cavalry and the Nuln Spearmen.
The detachment of Handgunners on the right flank
was in a perfect position for a flank charge, but their
nerve failed them at the last minute and they refused
to go into combat with the Undead. Having seen his
hest chance disappear, lain opted not o move
anvthing else and concentrated instead on peppering
the Undead, Unformunately for the forces of Nuln, if
lain’s last turn had been unimpressive, then this turn
was positively disastrous, Lumpin Croop’s Fighting
Cocks began well enough by shooting at the Black
Coach. However there wasn't a lot that they could do
to it, as the crewman was ethercal and their bows
couldn’t acmally harm the sturdy frame of the coach
itself. Still, they did well to destrov one of the horses
pulling it, thereby reducing its movement. The
remaining cannon was also brought to bear upon the
Black Coach but it misfired and would be unable to fire
this turn or the next. The mortar crew lobbed a shell
towards the Ghouls but despite catching the disgusting
ficnds in the resultant explosion, not a single one was
killed. The other detachment of Handgunners also
fired at the Ghouls but were just as ineffective as the
mortar had been. Finally, to really spoil Tain's day, the
remaining thirteen Crossbowmen fred at the Black
Coach in a desperatc attempt to slow it down further.
Despite only needing a four or more to hit, only one
Crosshowman managed to find his mark! Lain did gain
a measure of consolation when be managed to destroy
the last horse pulling it, but was aghast when he
discovered that it could still move, even without
horses! lain's words at this point were a rather
dumbstruck “It's magic is it Alessio? I see...”

In the combat phase the lone Vampire Bat killed a
Helblaster crewman but the remainder stood firm.
Meanwhile Vampire Count Haagen Vrahk issucd a
challenge which Caprain Badenhof felt honour-bound

to accept. But inevitably the superior skill and
inhuman strength of the lord of evil was decisive and

the hrave hero was summarily dispatched. Tao miore

spearmen were slain by the Wights but incredibly the

regiment held fast

As lain only had one spell, and that was cast already,
his magic phase was nothing more than @
opporunity to stock up on dispels for the incvitalie
magical battering in the next turn.
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b The Uindead continue to close and the Empire's attemfpils to stop them appear futile.

Blood Dragon Vampin:s:
Turn 3

86i0's third turn began with a charge from the
puls toward the brave Nuln Handgunners and the
stagucred Spearmen. As it happened they were
iginally out of range but the H-_lndﬂ,'l.li‘lnt'n still
laged w kil one with their stand and fire
fition. The rest of the Undead army continued
implacable advance — next turn prety much

ing would be in charge range. If Tain
da plan up his sleeve to deal with this,
1il had better be good.

tonly ranged attack in the whole

mpire army was the Banshee's

il but this managed 1o
fVe precisely nothing

jinst the iron discipline of

F Beiksguard. Banshees roll

i+ 2 and compare it 1o their

im's Leadership, if they

WE preater, the difference in

es is the number of
glties inflicted on the unit!

¥ nasty indeed.

E Vampire Count
tinued to trample
over the
en, killing
of them
sonally, This was the
Sraw and the broken
fment fled straight off the
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table. The Undead

general kept his cavalry

in order and they didn't

pursue the terrified men of
Muln.

On the other side of the mble,

the Helblaster crew managed to
kill the last Vampire Bar. Somewhat
relieved, they bent themselves
once more to the task of sighting
their machine,

The rout of the Spearmen caused a wave of
panic throughout the army. Despite von
Speer’s influence, the artillery crew fled the
ficld, followed swiftly by the Crosshowmen!
Disaster! Now the deplrttd Nuln army only
had the Mandgunners and a Helblaster to
soften up the enemy. Tain's plan was falling
apart around his cars.

The Winds of Magic blew more weakly but
unfortunately for lain no dispel cards came his
way. Alessio began as usual by incinerating
Handgunners; this time three r_’lu_d although
the regiment held steady once again. Alessio
J*....un cast Craze of | \agrm.i;l on the Reiksguard.
lain was helpless to stop it and was
extremely relieved when only two of

his clite regiment perished,

m”h!
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The Empire: Turn 3

with the battle looking grim for his forces, lain decided
to throw caution to the wind and took the indriatise.
Alessio had placed the Banshee right in front of the
Reiksguard and between his general’s Runefang and
the Reiksguard's rank bonus lain was confident of
finishing her off scoring some easy victory points
along the way. First thouph he had to pass a fear test.
RBecause the wunit contained the

Valourous Standard, lain could

take it on three dice, choosing

the lowest two. Once more

fate gave him a swili

poke in the eye as he

rolled two sixes and

a five, meaning that

despite the magic

standard and

his  general’s

Leadership,

the Reiksgard

would not

be going

anywhere.

Somewhat
demoralised by
now, lain decided
to play his ace. The
Black Coach was

right in front of
the Helblaster and
although it was just

at long range he

decided to open up on it. First the Halberdies
ceformed so that they were slightly 1o one side, giving:
the Telblaster a nice clear line of sight, then the €
cranked up the machine and promptly rolled a misfiee
on the second barrel! Even though only one barrellet
loose before the machine jammed, the blast il
managed © do two points of damage 10 the coxh
itself. Unfortunately, it was stll heading right for e
Empire battleline.

fain wasn't totally dispirited as he still had his m L
phase and il he could just cast Profect on h
Heiksguard, then the combination of armour, mige
and Leadership would hopefully keep them fightisg
on. To his jov he got enough power to cast the £ et
spell but Alessiv also got the Rebound card which be
used (Surprise! Surprise!) to rebound Gaze of Nag b
onto the Reiksguard, and lain was powerless o di
seratch three Reiksguard. lain's bottom lip was, at his
point, quivering uncontrollably. ..

Blood Dragon Vampires:
Turn 4

As expected, Alessio bepan his fourth tum with
massed charge. The Black Coach charged he
Halberdicrs while the Bat Swarms and the Skeki
charged the Reiksguard. The Black Coach was just:
destructive as lain had feared, as six Halberdiers
crushed heneath its wheels and the regiment | i
ficld. The resulting panic spread 1o the neas
detachment of Handgunners who fled almost ot
table. One of the abilities of the Black Coach is ha
gets even better the more people that are kil
around it. You must keep a record of how m
enemies it has killed to see what honuses it gets and
this case. as it had killed six Spearmen, ghostly s
sprouted from the wheels, to make future chag
even more effective! '
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Brandishing his Runefang, Marshal von Speer bellowed
out a challenge to the shambling, necrotic horde.
Rashly, the Vampire Thrall in the Skeleton regiment
stepped forwards and was dispatched in short order.
Neither the Skeletons nor the Bats managed to harm
the Reiksguard and the elite warriors reciprocated by
killing two Skeletons and wounding the Bat Swarms
twice, The Undead lost by a convincing margin and
more Skeletons fell as the unnatural force animating
them wavered.

As Alessio didn't have a line of sight this turn with his
Necromancer, he couldn't use his Staff of Flaming
Death. Instead he opted for casting Vanbel's Danse
Macabre on the Wights, but lain dispelled it
successfully. However, Alessio cast it again and used it
to charge the Wights into the flank of the Reiksguard!
Finally, Alessio summoned some more Skeletons and
three more rose back from the ground, neatly replacing
those that had fallen as a result of the lost combat.

"""5, 1

The Empire: Turn 4

The penultimate turn didn’t look hopeful for the men
of Nuln. All that lain had left were the Reiksguard, two
units of Handgunners — one of which was fleeing - and
of course the Halfling Regiment of Renown. At least the
Handgunners rallied, which made for a better start than
most of the other Empire turns.

The other detachment of Handgunners let fly at the
Ghouls and dispatched two of the unclean horrors.

The combat phase promised to be much more eventl
To start, the Vampire Count challenged General von
Speer to single combat. Reluctantly, the Imperial
commander agreed and the two crossed swords in the
middle of the swirling melee. The Vampire Count
wounded von Speer five times and Tain failed three
saves — exactly enough to kill him. The Barttle Standard
Bearer likewise perished, pulled down by a tide of Bans
and Skeletons. Faced with such a crushing defeat, the
Reiksguard retreated off the field, pursued by the
Skeletons and Bats. With the death of their general, the
already shaky morale of the nearest Handgunners
finally snapped and they ran for their lives.

A The remaining Empire soldiers decide to leave the Halflings to it and flee for their lives.
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- : Halfling lecader was butchered by the Vampire Count,

BI'DUd Dnﬂnn Vﬂmpﬂts- Haagen Vrahk the Cold. Then a l;ghtr:r mnrf‘nf:nl. amidst

Turﬂ 5 the slaughter - one of the two remaining Halflings

killed the Wight standard bearer! Despite needing sixes

Essio’s final turn was essentially a mopping up to wound and Alessio saving on a4 two or more, the

perition. The Banshee charged the Halflings and the little fellow actually managed to topple a Wight

ouls charged into the remaining Handgunners. Cavalryman. Unfortunately Iain's jubilation {ves, a recal

moment for joy, lain, baving your army butchered to

it deadly scream of the Banshee was too much for a mean! — Fat Bloke) was short lived as no sponer wis

e of Tumpin Croop’s band and they fell to the lain's victory lap complete than the Wight Lord brutally
ound, stonc dead. As Banshees are ethereal speared both the remaining Halflings.

Situres, none of the Halflings could affect her, but

2was unible to hurt them back for the moment. The The game was over and not one Empire soldier was left
s however, were doing well They killed a alive, The victory points were duly worked and at this
andgunner and as they were outnumbered by a Fear- poini Tain's eves glazed over,
'- ng enemy, the humans fled, were caught and then
2 pely devoured,

bkill was definitely the
Ml o use for the Blood
agons final magic phase.
st Alessio cast Arnizapal's
ack Horror though the

ings,  killing Ned
mfist and three others.
en he used Vanbel's
e Macabre 10 get the
Count into combat
| the survivors of the
‘. d Halfling unit.

H,

1he Empirt:

Turn 5

it last Empire murn, all
remained of the once
ud army of Nuln was
_:. n Croop and two
ngs! lain moved them
eontact with the Wights
;. cided as a final act of
fance (o issue a challenge
. Lumpin Croop.
pting the challenge the -
A The doomed Halflings flght on despite the destruction of the entire Empire crmy.
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ain: Well, thit! n*z)i’a-" suitably bloody battle report. 1
rtainly thllﬁ: ampire Counts somcething o get
heir teeth Wnfo '(sbiry, sorry.). What would | have
:_-hangé.d? well, 1 du::hr"; think that either my basic plan
|lor | my 'Iﬂf'p ayment,, was particularly flawed. A
combination |,m things defeated me. My complete
m:]bm'n to pass: Leadership tests with anything that
wasn't a Halfling (more, about them later), Alessio's
magical ‘i-l]]‘]-L:["IrDIIh and less than my fair share of luck
are the first things that comé o mind. Not to take
anything away from Alessio, who playved his army well
and exploited my weaknesses while playing up his
| | strengths, T.hf:n wire 4 lot of times when things could
very easily 'have been twurned around. If the
ll.,a.m:lgu'lmerq had ‘passed their Fear test for the flank
charge, @n i.he Wight Cavalry, if the Reiksguard had
passed), 1.| lt*l.l." test to charge the Banshee, if the
1 Helblaster had' managed to fire more barrels at the
Black Coach or one of the cannons hadn’t exploded on
the very first tarn then things might have beer very
dil'lia-reﬂt. Not that the outcome was likely to change
but mavbe T could have pulled something back. Some
things 1 knew| I was going to have a problem with. The
Wight Cavalry necded serious attention, especially as
the Undead peneral was leading them. The fact thar 1
didn't concentrate on them from an early point in the
game cost me very dear later on. Magic was another
problem area. 1 did all that
I could to hold back the
storm of Necromantic
and Dark magic that

' B,

S &
¥ k
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ER THE BATTLE

Alessio considers bis next evil move.

came my way and 1 was lucky to be able to stop all the
really powerful spells that Alessio sent my way, butl

as never going to close down Alessio’s wizands
completely

So, who were the heroes and villains ol the Empire
army? Well, the artillery managed a  distinetly
substandard performance. One cannon exploded oa

the very first turn, the Helblaster only managed o lire

A ; . n
one of its nine barrels at the Black coach before A
misfiring and the whole battery crew legged it off the ﬂ

table when the Spearmen broke. Total casualties for
400 points of war machines: one Wight Cavalryman
and two wounds from the Black Coach. Not vy
impressive. On the other hand, the Spearmen did 2
sterling job of holding up the Vampire Count and his
Wight Cavalry for as long as they did, and if | ha
managed to get a flank charge with the Handgunners
then the combat could easily have gone my way, oral
least dragged on for another turn or two. However, the
undisputed title of Heroes of the Empire has to go i
Lumpin Croop's Fighting Cocks! Against all
expectation these little guys did brilliantly, Not onfy
did they wipc out the Dire Wolves bur they alsa
damaged the Black Coach and actually killed a Wight
Cavalryman in  hand-to-hand combai!  Mos
impressively of all, they passed every single Leadershig
test that they were called to make. If the rest of my
army had been as reliable as the Halflings then
wouldn't have been in half as much trouble

Finally though, | have 1o hand it to Pnll.‘ti'.'ril]'—thfl
Vampire Counts are not invincible but certainly are@s
very nasty army with a lot of flavour and dep®
Psychology beat me and that is probably the mesl
powerful weapon the Tndead wicld, Other gencrlé
should forget this at their peril!



Asyouare,
We once were.
As we are,
you are too.

plessio: It was a complete victory for the
Hood Dragons, but alas - one of my
sampires fell to the thrice-cursed Runefang.
i tompletely dominated the magic phase,
ttirging where and when T wanted with the
i of the Vanbels Danse Macabre. But |
must admit that the game was heavily
nenced by lain's unfortunate habit of
fg terribly high on most of his
Pychology tests = a particular problem
n facing Undead. I have said many
mes that Fear is their best weapon, and
fiis battle report has reinforced my
snvictions. When fighting Undead you will
ys have 1o take a lot of Fear and even
Terror tests, and the law of averages means
it you are bound to fail some of them -
But lain did really badly to fail over half of
1 dl

Shink that lain chose a very effective tactic,
ot | was surprised by the absence in his
aimy of Flagellants {perfect for this kind of
gtle) and cavalry (good to outflank the
| : :Ld'l.r:a.m:il‘.l_g hordes of living dead). Towo
8 that T would always take against
n-r are a Destroy Scroll (ir's great 1o
I:hr: Fice of an Undead player if you
age to destroy his Vanbel's Danse
bre) and a Dread Banner 10 reduce

€ devastating effect of losing a hand-to-

":_:..Lﬁ.? s
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5i0°s remaining Yampire Bat descends on Iain’s Helblaster crew
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hand fight against a big unit of Fear-
causing models. When equipping
vour characters for combat against
the Undead, take wards or magic
armour that offer an unmodified
save, because against creatures with
A starting Strength of 7 (e
Vampires), normal armour is about
as useful as thin air,

My Vampire Count behaved in a very
characterful way for a Blood Dragon.
He rampaged through the bardefield
in a hopeless attempt to  find
somcone worth fghting (he lought
three challenges in a single battle!),
As usual he couldn’t find any, but he
certainly took his bloodthirsty
revenge on every character who
dared to destroy any of his precious
troops. In the first challenge he
fought the Hero armed with the
Banisher Sword who cut down two

=
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of his beloved knights. He chopped the Human
to bits before he could raise his sword. In the
second challenge he met the Elector Count of
B | Nuln himself whose Runefang had forever
: hanished his tusted licutenant in a previous
challenge. Again the Human went down oo
easily, the bhlade of the Vampire cut right
ol :ﬂ through the magic armour and the strongest
d  cnemy model died without the slightest chance
. of a riposte. The third challenge was the most
unusual, since the Vampire never expected that
such great courage would be hidden in such a
small body. Indced he did not take the life of
Lumpin Croop, he just knocked him out with
the Mat of his sword. Most of the Fighting Cocks
had their lives spared and were allowed to go
back to the Moot to lick their wounds (Halflings
don’t make good Zombies anyway... ).

o i B e e e

The Vampire was most impressed by the
steadfast and honourable last stand put up by
those little warriors. Count Haagen Vrahk saw
them using their deadly bows against his Dirc
Wolves and the Black Coach's Nightmares, and
he even saw the banner bearer of his own unit
: of knights taken down in hand-to-hand by one
| of the little chaps, They proved to be better
- soldiers than all the Humans and kept on
ighting till the bitter end, without giving up a
single inch of ground — even alter the entire
army of Nuln had been slaughtered or
o dispersed! From the experience of this battle,
M My Vampire has decided to stay away from the

Moot, since he really does not want o fight Bl d D 26
against an entire army of Halflings! DO ragunS:

Imperial army of Nuln: |

ey e s

o "

; |
!l i
iw . I
' . o ' o7
- .. ; s | i

lain's bad luck continues as it seems someone bas amputated bis band. | -
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blister or

Viad & Isabella von Carstein
Dexigned by Gany Mordey

Monnied
Blood Dragon
Vampire

Diesipgmed by Calin Dixon

Krell - the Wight Lord Rlood Dragon Heinricl Kemmler -
Dexigned by Gary Morley Yermifrive on foot the Lichemasier

|:|E_1;|E_'_|1g:|_ by Colin Dexon |'I|".E-i|'.!.l1:"l'5 Py vary My

£15 sl

boxed set

The Black Coacl

Mesigned by Paal Muller & Morman Swales
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p NEW

o
Spirit Host o
Diesigned by

Trsh Mormson

f irmoured

eL Armoured Skeleton champion £3
ul £}
_;hl|El3ﬂr‘l5 Armoured Skeleton musician £2
';re:i;: Armoured Ekeielyﬂn slanqiird bearer £2
plastic
k\ boxed set

il ;
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Y
l"" 3 ' E e
|. o Skeleton Warbammer

: *FJ BT 48 VI s 22 )|; Regiment
! & . - . T o
- - o L 4 ! Designed bor Colin Teisnn
& Aly Muomison

This boxed set contzins 20 plastic, noalii-
part Skeleton warriore, plus meral parms o -
Armonred Skelefons make 4 champion, musician aod stndard Seelefon f.'!itl'.lﬂ

e
i~

for 3 or
E1.75 each

Dewipree] by Aly Mormison

= s 1T
_’uir"l-"}* Wi,

I Sinarnes
ped B T Morrisan

Cefronels
Dhemipce! by Pawld Muller

Mowurnted Mouuted
Vamprire Wight Lord
Lord ; Designed by Aly

Designesd by Mowrrison
Aby Morrisan

Wight Cavalry

Diesipneed by Aly Morrisom
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L Empirf: Regimenl boxed sets arc an

|ideal way to quickly and easily
assemble an Empire army for battle.
Choose any three of these great boxed
sets and we will send you a Warhammer
mug (to hold the battle sustaining
clixir known as tea) absplutely FREE!

Check out this month’s
£12 White Iwarf battle report to
of Muln takc
hoxed set Srde 1 b, E&. soet ot
F Crragon Vampire.

Soldiers of the Empire

¥ TR ¥
Desipned by Alan & Michael Perry 5
‘ P ‘ 5
7

Emprive Crossbowmen
D] By Alan & Michaed Perry

Em,l:ure Hmm‘:;u HHETS
Dheaigreed by Alan & Michael Perry

Emfrive Morkar
Diesigned by Akm Proy & Maorman Sk

Emprire Great Cannon Emprive Helblaster volley gun
Designed by Designed by Alan Perry, Michae] Perry & Nornaan Swales Iresigned by Designed by Alan Perry, Michac] Pesry & Morman 5w
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HAAGEN VRAHK'S UNDEAD

fuy Lord Iiaagen Vrahk’s Undead army now for £125 and
- vou will receive coffin lid shields FREE! for all twenty of your
| skeleton warriors.,

R
L

J VON SPEER'S NULN

sny

e
[
k)
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The restless dead arc
rising from their graves,
hecding the call of their
masiers, thc vile
Vampire Counts. Mail
Order have put together
this special army deal.,
based on Lord Haagen
Yrahh's Undead army
(picturcd  above) (hai
clashed in (his month's
Lanttle report with Von
Spece’s  Naln Militia
Empire arny.

The Empirc is the
largest realm in the
Old World. Empire
armics are made up
of  wvaliant  soldicrs,
willing and able 1o
lGace any foe, however
terriblc.

Mail 'Order has put
together  (his special
army deal bascd on
the Von Speer’s Nuln
Militia army (pictured
opposite) used in this
mciiih's Iattle report.

Buy Von Speer’s Nuln Militia now for £167 and you will receive
these Empire shields FREE! for all 20 of your Empire Halberdiers.
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MASTER OF THE
RAVENWING

Daaiginad By Jog Goodwin
& Mike Moy

A

A RIEX,

SPACE
MARINES CODEX
Designad by Mike Melay EPAGE

SPACE LERLEN MLLRE | SPACE MARINE MARINES
MARINE BIKE PR _| L Pag
5 boxed set Rt T LAND SPEEDER e i
Box saf contains: j.-'-" rage 3 TﬂHHﬁ.DU h.nkgmurr.u and
Spaca Marine = A Designed by s Geadwie - mules  for  the
bike kit . & Nowman Sealos Gpace Marines,
Duslgrad by Jos ] { , the most
Goodwin | and feared of all

_ ' | the Emperor's

MARINE BIKE — warriors.

WIAD I ATATAT S B |

AT
—

- 5 SPACE MARINE £,
: R - ATTACK BIKE .
‘ﬁg j Lt E10 boxed set
I" i TR N [ ot
7 Box sl condains: Space
i B Marine bike kit amd metal
| ‘ | attack hike parta

| Designed by S Goocdwin

[oR——
RAVENWING COMMAND SQUAD TERMINATORS

hl:l xed i Ly des Soodwin & M Movey Dasigner by Jes Doocfuin
set

o

i e
- ay L ' %
o L - RO
5 ;
= y B o 'l‘;‘ )
e B P
— = R T S S -
7 . T ;
4 " DARK ANGELS SPECIAL CHARACTERS s | Designed by Jes Goodwin
- — e

4 SUPREME GRAND MASTER AZRAEL GRAND MASTER INTERRDGATOR OAAK ANGELS DARK I-.PI-IGELE
& WATCHER IN THE DARK LIBRARIAN EZEKIEL CHAPLAIN ASMODAI 5TanbDARD BEARER SERGEANT



CODEX
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( PARK ELDAR )

This 48 page Codeox
contalins the army list,

and rules
for one of the most

A 3 ovll races in the
. L Warkammar 40,000
| | UAIvErsa,
i For a ftew hints &nd
! tips on how to was a
-. - Dark  Eldar army,
5 ' ' check ot Gav
=N Thorpa's ‘Swiil
- —--. Death’ article In this
manth's White Dwarl.

DRAFHAR
MASTER OF BLADES

KEAUELLAGH THE VILE

Designed by Chris FitePatrick

Cesigned by Gary Morkay

-

)

.

y

URIEN RAKAATH
MASTER HAEMONCLULUS

Designed by Gary Morlay
Deslgrned by Paul Mullar

Deslgnead by Chris FilzPatrick

HAEMONCUL GROTESQUES

q \
. DARF ELDAP ‘)

BOXED SETS

Designed by Poaul Muller
Designed by Mark Bediord

Gary Morley

DARK ELDARBATTLEFORCE . . ........ .. ... £40
Bawad gat conlans 20 plastho Wamors, 5 Reawer joibikos and | Raider kil
DARK ELDAR WARRIORS ....._ .. .. _..... 2
MANDRAKES ; Bared sol containg 20 plastc Wastinrs
50.' |DARK ELDARWYCHES ............... ... £12
oy PBomad 28l conlains 3 Wychas, Wiyoh Succubus & Wych with assaull weapen
DARK ELDAR REAVER JETBIKE SQUAD ....f18
Buxed sp1 containg 3 Rgawdr jelbikes, | Succubus body, 2 Wiych bariss and
AsEAUT- waEiaITs
DARK ELDARJETBIKE . .... ... _ .. .......... X5
Batxend wat contams 1 Feaver jethike
DARK ELDARRBRAIDER ... ........ ... .... ... £12
Haxed gsl cantiing T Raidar f and 4 plasiic Warnors
DARK ELDARRAVAGER . ... . ............... £17
Daxed zat containg 1 Raxlor kit with metad Fevager pers
DARK ELDAR TALOS . .. .. . .o, £12
Anxed 8al conldins 1 Talns
WYCHES WITH WYCH WEAPONS All the Dark Eldar boxed sets that have been featured in this

month's White Dwarf are available from Mail Order.
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CODEX

CHAOS SPACE MARINES

CHAOS SPACE
MARINES

This &8 page Codex
contains  the army Hst
background and rules for
one ol he most fesred
sand hated fighting forces
ever 1o threaien the
Imperium.

Designed by Jes Goodwin

Designad by Dave Andraws

CYPHER,

CHADS SPACE MARIME LORD FALLEM ANGEL

CHAOS SPACE MARINE BIKE SQUAD

Bowad sef containe: | Chwos Spece Marine bikey clampion, 1 Chaos Space idanne bikar
with assault weapon & T Chaos Space Marine biker
Designed by Dave Arcdrewa, Norman Swales & Jem Gomdwin

“Ew hu-axgduset

CHAOS SPACE MARINE
BIKE BATTLE SGUAD

1 Chaos Space Maring
hiker champion

2 Chaos Space Marine
bikers with assault
wWeapnns

3 Chaos Space

Marine hikers

All for only £40 and get
12 FREE Chaos Space Marine
metal shoulder pads

Y seleclion of the O

o T Loy Feenet fdiml! & - L
peds avaiabie rom Mal Coer - nng

_ & g BEATTRCTEEES

BATTLEFLEET Al GOTHIC .

GOTHIC el e

boxed
, game /

. -;,:,.uuhld

War In tha 41st
Miflanmnium; a grim
time whan the
Imparium of Man
batilas for survival

e

. “E“

EC
A

.~ ORK FLEET

KS ARE THE MOST BRUTALLY CUNNING
DIRECT PIRATES IN THE GALAXY

Ork Fleal designed By Dave ARdrews,

Ork ships shown#l appraximabedy 5% actual 128,

ORK TERROR SHIP

)RDER T 0115-91-40000 MAIL ORDER T

im & hostils galaxy.
Battlaflaat Gothic

iets you command |
flests of warships in
deadly conflict

among the stars,
thaugh wheather as
Mankind's saviour or Its destroyer is up to you!

ORK ATTACK SHIPS

TTLEE i% EHE 4127 WILLE

SAVAGE

ORK BRUTE
_RAM SHIPS_

ORK PIRATE
FLEET DEAL

1 Terrar Ship

2 Kill Kroozers
3 Onslaught attack ships
3 Savage gunships
3 Ravager attack ships
4 Brute ram ships
All for only E33 amd got a

FREE Ork Orbital Bass.
Ring Mail Order for details.
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ADVANGCE
ORDER|

Did you know...
that you can place an Advance Order for all new
games and miniatures, then have them delivered to

your door by First Class post, sent on the day of
release!

For more details give us a call!

I i
The Orks are the most barbaric &f‘-
alien races. Their armies cover the |
battlefield In vast numbers and"_*.
overrun their foes in a tide of
bloodshed and mindless violence,

The Ork Battle Force boxed set !
contains;

* 16 Ork Boyz

* 5 Ork warbikes

* 1 Ork Warbuggy

* 1 Ork wartrukk

* 1 Barricade sprue

"]

i a By, | — . e --...’:
CHAOS REPULSIVE £8 .L,!,I l:‘EIPlRHAJﬁmER {F L
CLASS GRAND CRUISER each ) = .

SRAND ZM REGI "E T

- e
Gl =t e

Deslgried by Mark Bedlford & Aly Marrivan

NEW! Zombie
TRANSFORTS Warhammer Regiment

Designed by Dave Andrews g ! -
contains 20 plastic, !
multi-part Zombie kits, : |
including command

group.

MAIL ORDER T 0115-91-400,
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The Empire: Turn 2

The Empire's second turn started with an excellent
opportunity to even up the rather one sided combat
between the Wight Cavalry and the Nuln Spearmen.
The detachment of Handgunners on the right flank
was in a perfect position for a flank charge, but their
nerve failed them at the last minute and they refused
to go into combat with the Undead. Having seen his
hest chance disappear, lain opted not o move
anvthing else and concentrated instead on peppering
the Undead, Unformunately for the forces of Nuln, if
lain’s last turn had been unimpressive, then this turn
was positively disastrous, Lumpin Croop’s Fighting
Cocks began well enough by shooting at the Black
Coach. However there wasn't a lot that they could do
to it, as the crewman was ethercal and their bows
couldn’t acmally harm the sturdy frame of the coach
itself. Still, they did well to destrov one of the horses
pulling it, thereby reducing its movement. The
remaining cannon was also brought to bear upon the
Black Coach but it misfired and would be unable to fire
this turn or the next. The mortar crew lobbed a shell
towards the Ghouls but despite catching the disgusting
ficnds in the resultant explosion, not a single one was
killed. The other detachment of Handgunners also
fired at the Ghouls but were just as ineffective as the
mortar had been. Finally, to really spoil Tain's day, the
remaining thirteen Crossbowmen fred at the Black
Coach in a desperatc attempt to slow it down further.
Despite only needing a four or more to hit, only one
Crosshowman managed to find his mark! Lain did gain
a measure of consolation when be managed to destroy
the last horse pulling it, but was aghast when he
discovered that it could still move, even without
horses! lain's words at this point were a rather
dumbstruck “It's magic is it Alessio? I see...”

In the combat phase the lone Vampire Bat killed a
Helblaster crewman but the remainder stood firm.
Meanwhile Vampire Count Haagen Vrahk issucd a
challenge which Caprain Badenhof felt honour-bound

to accept. But inevitably the superior skill and
inhuman strength of the lord of evil was decisive and

the hrave hero was summarily dispatched. Tao miore

spearmen were slain by the Wights but incredibly the

regiment held fast

As lain only had one spell, and that was cast already,
his magic phase was nothing more than @
opporunity to stock up on dispels for the incvitalie
magical battering in the next turn.




“If it doesn’t hurt
it doesn’t count!”

Find out what preat comic
stripis e in this month’s
action-packed, mayhem-loaded
saies of Warhammer Monthly

THE REDEEMER

Scripk: Pat Milts & Debbie Galkagher
Ark: Wayne Reyaolds

Rehodd. the fivsy, spoctonlar
ipisoide of The Redeemer. This
aweEsnme STorY, st on the hine

wordd of Necromumdla, 'is a
miliar bowe 1 bned new comie |‘i:;
Pat Mills and Thebbie Gallagher,
with artwork lh!, ".".:,|!I ne “Shine
Hevnolds. The Redeemer, hero

[ ihe Redemption, is crossing

it Ash-Wasees in his Pulpirck.

The Redeemer preaches the
Redemprion to all LIRSy
divants who stand in his path.

Make sure vou don’t miss
this dhrkly huomourous firs)

e trom one of the comic

mddustire's finest esims

INQUISITOR

atrigh Dan Abmetf Art: Simom Colehy

Cardimal Sarthos guestions
etav™s merthods when the
Erueisitor inbermipeiies a
cemingly innoecnt nobleman
of Nicoudemus,

DARKBLADE

fcriph: Bam Abmett Art: Kev Hopgaod

Lzrkblade is forced 1o ad ot
1 the Orks of Malkin isn't all
s eracked TR OH e, when di

» him straighe into the kair
ol 4 terrifving dragon.

WARHAMMER MONTHLY #16
" WORE... % OUTJUNE =

Tn £G4 uF When vou take out a 12-issue ﬁl.l.l_'lg'.l_-rj]_'lli.lllli.l_n:jl F“EE SUBsGHIEEH ElFTS

Warhammer Monthly, vou get oo pick three gilts
{rom the list (righr). Thar could ger you goodics * ldol of Gork Campaign Pack

worth up o 241, absolutely free! Even beter, if = : g% _
HE E GIFTS you get a friend to subscribe ae the same time, * Citadel Paints Grab Bag (6 old-style pots)

: aigeiainginiy : Sek e
h':'t | '"m ::i :L‘::L i?ﬁ‘i': i Et:ﬁ; 4 :_.M" ;1,‘1" * Battles in the Underhive [or Necromunda

the UK and BFPO, a twelve issue * Four p:u,!m ui'uld-"rty]f Combat Cards

) SUBSCRIBE TELEPHONE ﬂHD ASI( F[IH TDUH GIFTS

Get all the latest news about the Black Library at our cool website: htlp:/'www.blacklibrary.co.uk
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