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CHAOS INCURSION . COVER
Art by Dave Gallagher.

GAMES WORKSHOP NEWS

Graham Davey finds out all about the latest releases and
happenings around Games Workshop, then, being the
generous soul that he is, tells everyone about it.

WARHAMMER WORLD

More fantastic stuff going on at Warhammer World at the
Games Workshop HQ in Nottingham.

FANATIC PRESS
Every time you turn around, you find another new project
from the Black Library. This time it's the Fanatic Press,
which incorporates some old favourites...

GAMES WORKSHOP STORES

There’s always something going on at your local Games
Workshop store. Find out what’s happening and how to
join in...

MAIL ORDER 111

Find out what the Trolls have in store for you this month.
All the latest releases and some very special deals are
only a phone call away!

Alessio Cavatore discusses ways to base your games of
Warhammer around the awesome characters of the Vampire
Counts and introduces a fantastic, three-way Warhammer
scenario.

-

The seductive and deadly Lahmians have a
long and bloody history. Tuomas and Alessio [ =
brave the horror to tell us some of the darkest | ;

secrets of this evil bloodline.

The Vampire Counts return in this month’s
Warhammer battle report. Can the High Elves
halt the tide of evil sweeping towards them,
or will they be consumed by the legions of
the dead? Grand Tournament winner Dave
Cain leads the forces of the Undead while
Chris Harbor unfurls the proud standards of
the Elves of Ulthuan.

The long-awaited plastic Orc regiment is
here! Nick takes a look at what you can do
with it.
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COLLECTIN' DA ORKS 4

The latest in our regular series of complete guides to collecting
an army. This month, the Orks.

SPEARS OF KHAINE 36

Aspect Warriors on Jetbikes? With laser lances? It can only
mean that the Shining Spears have arrived!

ETBIKE DUEL 57

Gav gives us rules for an exciting jetbike chase through dense
terrain. Dark Eldar vs Craftworld Eldar battle in a test of
nerves and daring. Fast Attack! The Fldar
. Shining Spears lead the
THE PAT11 OF VICTORY 68 assault on p56.
Veteran Eldar player lain Compton dispenses his B
tactical wisdom on using the pointy-eared
ones.

ORKY ARMIES 74

Ork armies based around one of the clans § ;
can be a lot of tun, as Andy Chambers B.WEEN  One of the
explains. N Jearsome new

Ork 'Ard Boyz.
STIKKIN" DA BOOT IN

'Eavy Boyz, 'Ard Boyz and Nobz are now all
available to budding Ork Warlords across
the galaxy.

DA BIG FIGHT

Ork Warlords Andy Chambers, Adrian Wood and Alex Boyd
duke it out, as Ork takes on Ork takes on Ork!

ﬂi’;ty of the Samned
ot page 39!

“BATTLEFLEET

GOTH IC

Dh ATH FROM
THE SKIES 44

Gav expands on the rules for combining
your games of Battiefleet Gothic with
Epic 40K or Warhammer 40K.

[
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THE
WHITE DWARF
BLOKES

Left to right: Paul Sawyer
(Fat Bloke & Editor),
Graham Davey (coiled,
ready to eliminate his next
victim), Matt Nicholls (next
victim), Matt Hutson (the
walking dead), Nick Davis
(trying to look the hardest),
Simon Shuker (trying to
look the hardest — and
failing), lain Compton
(posing as Simon'’s
second head)

escape back into the webway?

This fast-paced game uses a special turn sequence and a ‘rolling road’

rule (players of Gorkamorka may find this familiar), so launch your jetbikes

and give it a go!
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JETBIKE DUEL

> Exclusive in this issue are new rules by
Gav Thorpe for a Warhammer

40,000 game based purely on

) jetbike combat. The scenario
revolves around Craftworld Eldar
jetbikers trying to chase down Dark Eldar Reaver jetbikers who have
stolen some precious spirit stones. Can the Reavers be caught before they
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SERGEANTS WANTED

RITES OF WAR

Rites of War is the latest Warhammer 40,000 computer game
due to be released by SS| (makers of Final Liberation and
Chaos Gate). This superb, turn-based game allows you to
command the Eldar in a desperate struggle against the
Tyranids and the Imperium. Look out next month for a review
of the game, or if you can't wait until then, check out this
website about the game: www.ritesofwar.com

Screen shots from Rites of War, new turn-based
| strategy game for the PC. It should be in the
| shaps as you read this.
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CITY OF THE DAMNED

A few issues ago we published some of the work in
progress rules for this remarkable game and it's proved
so popular that we’re going to be releasing it as a boxed
game next issue — look out later in this issue for a
preview of what's in store!

NEXT ISSUE:

LOOPHOLE

Fat Bloke recently received a call from Plaza store staff
member Paul Ridgeon. Paul proudly announced that he
had found a loophole in the Space Marine Codex rules,
allowing him to fit dozer blades onto his Land Speeders.

Well Paul, we think this idea is right up there with
Terminators wearing jump packs — SAD! Beware, you
are now entering the Beardy Zone!

STORES

NEW LOOK

Qur Thurrock Lakeside and Plaza (Oxford
street) stores have both been refitted this
summer. So if one of these is your local store,
why not come down and find out all the latest
about the Games Workshop hobby.

NEW LOCATION

Our Games Workshop stores in Glasgow and
Northampton have both moved to new
locations. Northampton is still in the
Grosvenor shopping centre, but is now located
on the upper mall near Virgin. Glasgow has
relocated to 198 Hope Street.

WARHAMMER WORLD

Due to work on Games Day ’99, the
Warhammer World Museum will be closed on
Saturday 11th September. The whole of
Warhammer World will be closed on Sunday
12th September.

SUMMER ROADSHOWS
Our Summer roadshows are still touring the
country, and the dates below are your last
chance to join in these massive battles and all
the other activities surrounding them. Make
sure to call your local store to see if there are
any others visiting your area soon!

SKULLS OUT FOR SUMMER
e Shrewsbury, Bradford, Solihull,

York, Leicester . ......... 21st-22nd August
e Stoke, Coventry, Doncaster,

Grimsby, Copenhagen . ... .. 28-29th August
THE STRANIVAR OFFENSIVE
e Southampton ................ 21st August
e Guildford ................... 28th August

DA GREEN, DA BAD AN’ DA UGLY
e Newcastfle, Carlisle ........... 21st August

THE SIEGE OF GER’ASHKLEM
eReading .................... 21st August
SOOI i i iomiin aon v v we v 28th August




NEW RELEASES
THIS MONTH

[ WARHAMMER,

This month’s Warhammer releases:
VAMPIRE COUNTS

Né.f.e.r%lt.é & Bastet(EmodeIs per blister) £6.00
Grave Guard (3 models per blister) £5.00
ORCS & GOBLINS

Orc Regiment {metal &:p[aétic Warhammer Regiment) £12.00

WARHAMMER

13990

This month's Warhammer 40,000 releases:

ORKS

Ork Battle Force (plastic boxed set) £40.00
Ork:'Ard Boyz (metal & plastic boxed set) £15.00
Ork Nobz (1 model per blister) £4.00
Ork Nobz in ‘eavy armour (1 model per blister) £4.00
Ork Boyz with "eavy weapons {2 modeis per blister) £6.00
ELDAR

Eldar Battle Force (plastic boxed set) £40.00
Shining Spear squad (metal & plastic boxed set) £18.00

Warhammer Monthly 21 £2.00
Warhammer Monthly 22 Redeemer Special £2.00
Infernol 14 £5.00
Firepower 2 £4.00

GRAVE DANGER

Grave Guard are Wights; men who were powerful
warriors during their lives; heroes of
past ages who were buried with
their weapons and armour,
They are summoned
from their graves by
the will of a Vampire or
a Necromancer and
are among the most
powerful of the
Undead.

Grave Guard designed
by Alan Perry

A SUMMER OF CARNAGE AND MAYHEM

By the time you read this, the summer will be drawing to
a close. But do not despair — we still have one more
month of our summer of carnage and mayhem left to go.
Comic fans can rejoice as there are two comics again
this month, with only two weeks to wait between issues!

KAL JERICO’S BACK FOR GOOD!

As well as all your usual favourites, Warhammer Monthly
21 also has the start of a brand new four part Kal Jerico
story. In the past we have only had one-off Kal Jerico
stories. This time however, Gordon Rennie and Karl
Kopinski have teamed up to create ‘The Motherlode’, an
action packed adventure in which Kal and Scabbs get
caught up in an Underhive crime lord’s plans to discover
the Motherlode, a long lost, mythical horde of
archeotech.

REDEEMER
FINAL ISSUE
Finally, you mustn't forget.
that this month also sees
the final episode of the
Redeemer mini-series.
This darkly humourous
comic strip, written by
none other than Pat

Mills and Debbie
Gallagher, has been
chock-a-block with
chainswords and
carnage from start to
finish, and is well

worth a look if you
haven't already picked
this up.

REINFORCEMENTS FOR EPIC PLAYERS

Fans of Epic 40,000 will be pleased to hear that another
issue of Firepower is hitting the shops this month. The
second issue of this enormously popular supplement for
Epic has a variety of house rules for Space Marine
Chapters, including the White Scars, Space Wolves and
the Death Company of the Blood Angels, plus Ork and
Imperial tactics articles and an in depth look at collecting
your own Titan Legion. But that is just a fraction of all the
stuff on offer in this totally packed 96 page issue,
which also introduces Carl Woodrow and his on-line
fanzine — Dropship.
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By Nick Davis

WAAAGH! It’s da Orks - arguably the most brutal race in
the 41st millennium. We gave Nick Davis a hypothetical
wodge of cash (we can’t trust him with real money - he’d
only blow it on more Dark Eldar, or Imperial Guard, or
"Bl Lizardmen or...) and a mission to come up with an Ork

AsusS
woRke?

¥

)

Want to collect
WAAAGH
GORNAK?

Call Mail Order

on

0115 91 40000
for details

This month's ‘Collecting an Army’ will be slightly different from
usual because I've been given the mission of collecting an Ork
army but Fatbloke won't let me spend more than £100 (“If he
does, he'll be fetching my bacon butties for the next month” —
Fatbloke). In the style of last year's Tale of Four Gamers’ series
for Warhammer I've been given a set amount of money and I'm
under orders not to spend any more. | reckon the money I've
been allowed should be enough for me to put together a good
battle-ready army of about 1,000 points. One of the major factors
in collecting an Ork army is the sheer numbers involved; luckily
all the great new Ork boxed sets and the Ork Battleforce boxed
set will make the job easier. They're faniastic value for money
and make an excellent start to an Ork army.

Now | know what you're thinking — what does a staunch Imperial
Guard and Dark Eldar player know about collecting Orks? Well,
truth be told, I've always been impressed by the Orks' fighting
ability, and being a skumgrod (Ork for “favoured opponent”) to Mr
Adrian ‘Grand Warlord’ Wood has taught me a lot of things about
the Orks. I'm familiar with their strengths and weaknesses, and
I've got a healthy respect for their low cunning and brutal abilities
on the battlefield. In fact, so heavy is the Orky influence on me
that | came out on top in the Studio Gorkamorka campaign.

No matter which army you collect, | think it's always good idea to
collect your army in manageable steps, as this makes painting it
easier. You can plan these steps out using the Warhammer
40,000 organisation charts (in this case the Standard Mission
Organisation chart), which tells you at a glance what you need.
By using the Organisation chart | know I'll get a good balanced
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WAAAGH! GORNAR goes to war!

army and bring it in under budget. This is how he got on...

force and once I've sorted out my minimum requirements | can
get out there and start stompin’ humies — WAAAGH!

DA ARMY

After reading through the new Ork Codex, | realise the Ork army
has changed a lot from the original list in the back of the
Warhammer 40,000 rulebook. There are a number of new troops
types to consider like the Stikk Bommas, Burma Boyz and
Tankbustas. Before | plan out my Ork army I'm going to have a
good read of the Ork book and get a feel for the background. |
find this very important as it gives me an initial idea of what
troops to collect. | prefer fo collect an army that inspires me, as
it makes playing with the army a more enjoyable experience and
even painting the miniatures is easier.

To start with, I'm not going to worry about the budget or points —
I'm just going to go ahead and plan what | feel is a good Ork
army, one that suits my fighting style. Later I'll go back and check
to see whether I'm under budget and within my points allowance.
If not, | can trim the odd unit, heavy weapon or Ork Nob off here
and there until 'm OK. I've always taken this approach to
collecting an army because | find it makes armies more
characterful and more in the spirit of the army list, and after a
while you develop a feel for when you have gone over your
points allowance. Right, let’s get on with it...

With every army you must have someone to lead it and the new
Ork Warboss model is so fearsome he is a must. | already have
aname for him — Gornak —after my old Gorkamorka Nob. I'll give




him a retinue of 5 - 8 Nobs to protect him and put them all in a
trukk, so they can get ‘stuck in’ as fast as possible. The Warboss
and his retinue also have loads of options, which I'l go into in
more detail later. The Warboss and his ladz are as 'ard as nails
but | can't let them go barrelling into the enemy line by
themselves! Perhaps another Trukk mob to support him? Taking
a peek at the Fast Attack section of the list | noticed the Ork
warbikes which by all accounts are now really shooty and great
in assaults. Thinking back to my Gorkamorka Ork roots | really
enjoyed using my bikes in my mob and the idea of the Warboss
going into battle with loads of outriders escorting him really
does appeal to me. | think | will try to go for a decent sized mob
of about 5 or 10 bikes. To finish off this: fast moving attack

28 o, 3 s, o
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column | think I'll add some Stormboyz. | watched Alex Boyd
use Stormboyz in a game against some Imperial Guard and Slugga, choppa  krak stikk bombz
they are a very scary assault unit, especially if they charge at Sluggas &
the same time as the Warboss. Now it's time to look at da Pius 1 Big Shoota 6 ¢
Boyz, the body and fist of any Ork army. thg 62 buma bz
One of the scariest things about Adrian 'Grand Warlord' Tiin finked big shootas

See Ork Codex for specia rueg pld

Wood's Ork army (apart from Adrian) is his enormous mobs of
Shoota Boyz. They just keep advancing at you, firing every
tun, and there are so many of them they can inflict
horrendous damage on lightly armoured units such as Dark.
Eldar or Imperial Guard. Following this lead from the Grand
Warlord, my first mob.is a large mob of Shoota Boyz — | think
about 20 should do it. | also add a couple of big shootas for

a little more firepower and give the mob a Nob to lead it.

Later, if | have the points to spare, I'll raise a second mob of

Shoota Boyz to follow the first so | can hit the enemy with a

massed wall of firepower. My cunning idea is to use this mob-
of Shoota Boyz as a shield; | should be able to get a mob of

assault troops on foot into combat relatively untouched.

In several fights against Adrian and Alex | have been on the
receiving end of Slugga Boyz, excellent assault troops that
can knock most opponents over by sheer weight of attacks,
Hrmm... Let's see — a mob of 10 Slugga Boyz charges, 2
attacks, +1 for an additional hand weapon and +1 for
assaulting, that's 40 attacks before you even add in special
troops like Burna Boyz or a Nobl Faced with that many
attacks even the most hardened elite troops must crack

and if | use the Shoota Boyz as a screen | should be able
to get all the Slugga Boyz into combat. | think I'll have to

take a mob of Siugga Boyz and give them a Nob and if |

have the points to spare I'll also give them a couple of Burna Boyz.

Right, I've got a feeling that all this has come to about a 1,000 points
and should be well within my budget. I'm going to grab a roster sheet

and a spare piece of paper, and try to get everything to fit. WADIA A ._1_‘

ahaan

With a mere handful of
g{ boxed sets ddenly
¥ have an Ork army.
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The first 1,000 points of WAAAGH! Gornak is made up of the core troops that
will form the main part of my warband in every battle.

2 HJ- ." . Tl
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Every Ork army must have a Warboss, who's the toughest, meanest and biggest Ork in the
& Ak j warband. The Warboss gets first pick of any wargear and the best fighters to make up his
=™ bodyguard. They normally lead from the front, all riding up on their wartrukk so they can be
the first to get to grips with the enemy. Many are the times that my Dark Eldar Archon
has come to a sticky end at the hands of an Ork Warboss, so | have a great

respect for their fighting prowess. The Warboss is the one miniature | must
. include in my army, and it looks fantastic! | just couldn’t resist buying it, even

though | was originally going to use a converted Nob model (what a fooll!l).

| called my Warboss Gornak (after my old Gorkamorka Nob) and as Ork tactics have a tendency to
be brutal and to the point | armed him accordingly. Gornak has the weapons the miniature already
carries: a big shoota and a choppa. | was originally going to give him 'eavy armour for some extra
protection, but his retinue will absorb a lot of hits, plus the wartrukk will protect him until he gets into
hand-to-hand combat. Instead, | spent the points on some Tankbusta bombs so he can deal with any
armoured menace, and the spare points could go to the retinue.

Warboss Gornak

A Warboss's retinue is made up the "ardest fighters in the warband and, after the Warboss,
they get the best wargear. | used all the Nobs in the Nobz boxed set to make up the
bodyguard. Each Ork Nob can be individually armed so | was able to customise this mob
to match the models. | kept the two big shootas so | had some serious firepower (with the
Warboss's, this retinue has 3 big shootas!) and because they are assault weapons | can shoot the
enemy up as | charge in. One of the models carries the Waaagh! banner, a must for all Ork warbands,
as it allows any Ork model within 12" to re-roll their failed ‘Power of the Waaagh!’ test. If the rest of
the warband follows the hole in the enemy line that the retinue makes and keeps close to the banner
it should have a devastating effect on the battle.

% —|_|q'1'.|"."|l‘i 1"
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| armed the rest of the Nobs with sluggas and choppas, with the exception of one Nob, who | armed
with a power claw. I've seen this tactic used by the Grand Warlord. Adrian always gives one of the
ot models in his retinue a power claw — it may hit last but when it does he's guaranteed a kill or two.
And, with the Nob’s Strength doubled to 8, he can take on armoured tanks and even Dreadnoughts
(with a little bit of luck). To finish off the retinue, and let them get stuck in quicker, | mounted them all in a
wartrukk. Wartrukks are simple armoured vehicles that give Orks good protection from enemy fire and their
high speed allows them to thrust deep into the enemy lines. | used the wartrukk included in the Ork

] Battleforce boxed set and armed it with another big shoota to add even more
& T ) dakka to the retinue’s already considerable firepower.

The Warboss’s
Retinue — Da Ladz
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Stormboyz have always been one of my favourite troop types. These fierce Ork warriors are more
than willing to swoop down on the enemy as they try to emulate Space Marine Assault squads. |
called this squad “Da Vulchas” and used the entire contents of the Stormboyz boxed set.

Although this did not give me a big mob, as long as | am careful how | move them they shouldn’t E
get shot up that much. To spare the points for larger mobs, apart from their basic sluggas and choppas, | gave
the Stormboyz Frag stikkbombz to give them the edge against models in cover. | plan to use them to escort the retinue,
and if they charge the same squad they will be very effective. If | had the spare points and | was piaylng much larger
games (say about 2,000 points) | could expand this unit by using another Stormboyz boxed set and give them a Nob,
so they could act more independently on the battlefield.

Stormboyz - Da Vulchas

YA A Mgy
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Shoota Boyz are the heart of every Ork army. Their deafening volley fire is near legendary as each Ork
in the mob tries to outdo the others by letting fly with the most ammo, using the loudest gun and shouting
| “Dakka Dakka” at the top of their voices. My Shoota Boyz have two jobs on the battlefield:

1) Be large
2) Be very threatening

Taking a look inside the Battleforce boxed set | found | had 16 Ork models. |
decided to use them all and gave them shootas. This mob's one and only job is to
advance up the centre of the battlefield, soaking up casualties and shooting
everything non-Orky in sight. Nice and simple, nothing complicated, just simple Ork
tactics. For a little extra hitting power | also included a Nob and a Boy armed with |
a big shoota. &

Although | could expand this unit quite easily with another Battle squad boxed set |

| won't because | find units of 20 or more models get a little unwieldy on the | |
battlefield. | prefer to use the extra boxed set to add another huge mob to my army, | |
giving the enemy more targets to shoot at. Perhaps ancther mob of Shoota Boyz |
or maybe even some Slugga Boyz might come in handy...

Shoota Boyz Da Shootas i ogs (o getarecolefiect
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The main assault troops of every Ork army are the Slugga Boyz. They are normally formed up
{ into huge mobs armed with razor-sharp choppas and Ork heavy pistols, known as sluggas.
When | first got my Battle squad boxed set | thought about splitting it into two units, one armed
with sluggas and choppas and the other armed with shootas. Then | remembered the Grand
Warlord’s advice about having huge mobs so | made the mob 16 Orks strong instead, tock a Nob to lead
the sluggas and a Boy with a big shoota for some more dakka. | hoped this would give me more hitting power in hand-
to-hand combat.

-SI;ACE ORKBOYZ Bl

-

I still had some money and some points to spare so | gave the mob two Burna Boyz. These more specialised troops will
come in very handy. Against lightly armoured troops such as Eldar or Imperial Guard | can use them as flamers, but if |
run into Space Marines they count as power weapons as long as the Orks don't fire before they charge into combat. I'll
position this mob directly behind the Shoota Boyz until they are in range for assaulting. As friendly models do not count
towards blocking line of sight their firepower can be added to that of the Shoota Boyz. If the Shoota Boyz should break
for any reason they will have a chance to mob up with the Sluggas, making one huge frightening mob and even more
trouble for the enemy.

Slugga Boyz — Da Choppas

| l‘ H
L

Ork warbikes have always been a
- favourite of mine. Small, fast and

i over-gunned, they're a typical Ork
vehicle. Under the new rules they're
now very deadly on the battlefield — they are

making themselves more of an available target than the
wartrukk. When the retinue is in position to assault, the
warbikes can blow a big hole in the enemy line and then
assault, following the retinue in. | should be able to repeat

this tactic several times and steamroller over the enemy:.

harder to hit and can fire their guns into combat!
The Battleforce boxed set contains five
warbikes which I'll use to escort my retinue
into battle. After a quick call to GW Mail
Order, | used my remaining

money fo buy some g
Gorkamorka biker bitz so |
could convert a couple of the
bikers and add some
variation to the squad.

The warbikes’ role on the
battlefield will be to escort
the Warboss and his retinue

Almost all warbands use ramshackle vehicles that hurtle around the
"8 battlefield blasting at anything they can. These crazed Speed Freeks
i come in very handy and act like mobile fire support units. The lone
8 warbuggy from the Battleforce boxed set will perform the same role,
A joining up with the rest of the fast moving troops, such as the Stormboyz, warbikes
45 and the retinue on their trukk, adding its firepower to this already hard-hitting force.
a S Once the fast attack column is in contact | can then use the warbuggy to speed into
the enemy lines to pick off heavy weapon units.

; _ e

Warbuggy — Da Kart
a (We made this buggy more ramshackle by adding battle damage and twisting a couple of its metal plates)




Well, | did it! For an outlay of £100 pounds | managed to gather
together a fairly capable 1,000 point Ork army. It contains most of
the core squads in the form of Slugga Boyz, Shoota Boyz and the
Warboss's retinue. All | need to do now is add some of the heavier
stuff like a Dreadnought and maybe some Skarboyz. I'm going to
play a few games first then decide what | need to expand the army
by another 500 points. '

At the moment, the only thing my Ork-army is vulnerable to is tanks.
The Warboss and his retinue of Nobz all have Tankbusta bombs so
they can deal with armoured targets quite easily. | could do with
some additional support in the tank-busting area and a mob of
Tankbustas would be ideal. Not only do they get +1 to their armour
penetration rolls, but the entire mob is also equipped with Tankbusta
bombs! | would have to keep the Tankbustas protected on the
battlefield, but | could hide them inside a bigger mob of Shoota Boyz.
A slightly cheaper version of the Tankbustas would be the Ork Stikk
Bommas, which come equipped with Frag and Krak stikkbombs.
They have the option to take Tankbusta bombz, but without the +1
to armour penetration they are less effective,

Of course | could put aside all thoughts of kunnin’ tactics and go for
the plain brutal approach of taking an Ork Dreadnought — these
power-clawed monsters can rip the heaviest armoured vehicle apart
(I still shudder at the memory of Adrian’s Dreads ripping apart a
squadron of my Leman Russ battle tanks!). Ork Dreadnoughts can
mount tank-killing weapons such as rokkit launchas or mega
blastas. Alternatively the Orks do have a mini-Dreadnought in the
form of the Killa Kans. These cut down, cut price Dreadnoughts are
just as deadly as their bigger brothers and make a great escort for a
Dreadnought. | could include two Killa Kans for the price of one Ork
Dreadnought, giving me a fairly respectable amount of firepower.

None of this will do me any good if | don’t have enough Boyz to back
them up. | already have two good-size mobs with the Sluggas and
Shootas, but they won't be enough for bigger battles. A lot of the Ork
mobs have a very specialised role to play on the battlefield. For
example, the Ork Kommandos are good at sneaking up the flanks
and encircling the enemy, which makes them ideal for grabbing
abjectives. For a more brutal, headlong approach | could take 'Ard
Boyz: these heavily armoured shock troops can advance into the
heaviest of firefights and come out victorious at the other end.

One of my favourite Orky troop types are the Skarboyz. Their high
Strength of 4 means these Veteran Ork warriors can wound their

enemy in combat a lot easier (which almost puts them on a level

WAAAGH Gornah!
DA SHOPPING LIST!

playing field with the Space Marines). They are
also fairly cheap for elite troops, so | could afford
to make a big unit of them (about 16 models
should do it). If | used an Ork battle squad boxed
set | could convert this maob easily by just adding
scars to their faces and arms with a modelling
knife.

As for Gretchin, they have their uses, and are
surprisingly scary to face (it's no coincidence that
the Grand Warlord's Grot mobs have banner
poles with Space Marine and Dark Eldar helmets
on them). On the battlefield they can act as a
living shield for the advancing Orks, or a more
kunnin' Ork Warboss could use them te contest or
even take a table quarter. Grots tend to get
ignored most of the time by the enemy. Play up to
this — make him laugh at your little Grots. Then,
when he's least expecting it, they'll do something
that will astonish (and scare) him. Gretchin are
the secret weapons of the Ork army. Total
| could go for the fast aftack option and add a ==
Trukk mob to join my fast attack column. They

would lend much needed support and add extra

weight to the Warboss’s assault. | could always

back this up with a couple of fast attack vehicles,

an extra warbuggy or wartrak would come in handy.

Finally, a word about looted vehicles. This is a really exciting option!
The thought of using a Land Raider or a Leman Russ on Imperial
troops is quite funny and in this month’s battie report Andy
Chambers uses his looted Basilisk with devastating effect. | would
have to specially convert a vehicle but it would be worth it to see my
opponent's face. Maybe it's one to consider when | further expand
my army.

In general, Ork armies are fun to collect and play with. The Ork
Codex gives you plenty of troops and lots of options to choose from,
so like most armies it's really a case of designing an army that fits
your own fighting style. Over the next page you'll find WAAAGH
Gornak's army expanded by an additional 500 points.
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‘Erc we go- ‘ere we go, ‘erc We go.
‘Ere we go, ‘ere we go. throo da kesmos,
Ere we go, ‘ere we go. ‘erc we go,
‘Erc we go, ‘ere we go, throo infinity,
"Ere we go, ‘ere we go. ‘e we go,
Dcnt know where 'till we get there,

Ork space chant
used when hitching onta space hulks

Da Sl.('a;the)'.r. smash into
some Eldar Guardians.

“Orks is never
beaten in battle.
If we win we
win, if we dic we
dic so it don't
count as beat. If
we runs for it we
don't die neither,
$0 We can always
come back for

anupwver go, seel”




Exquisite vl

By Tuomas Pirinen (story by Alessio Cavatore)

The Labmians are the most sinister of the four Vampire
bloodlines and consist almost entirely of female Vampires.
Tuomas takes a deeper look into their bistory, from their foundings
in the long lost land of Kbhemri to Neferata’s realm in Silver Pinnacle.
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inherited traits, which can be trace f.1 {
their origins in Lahmia, Of these] th

of Lahmia is in direct descent from the

of that ancient land and so is the

bloodline of all. The Lahmian Vampire

world today are much like the origing

first drank blood in Lahmia thousaf

Indeed some among them are the /

having persisted in undeath for ¢

The origin of the Lahmian blog
back as Nagash hims 4
revered among the Undead
undeath, no one certa.jn wi

he did e‘(th once ivi

Che Vampire bloodlines are distinguishéd

by order of the kmg:, 6,( thmrl ;3..r w Of
ot his time escaped the urges, and fra

!,.hemn who sought tmmurtaht) Tht'
,cunning and kept :
themselves. The greate cnder in thl‘i respect was
Nagash. His ambition was to become ithe Ammortal
ruler of the whole of Nehekhara. This: 'he ucceeded
in doing for a time, having o“.rthﬁiw the legitimate

king of Khemri. 'I'hen he began u,idmg his Black:

Pyramid and enslaving the entire fealm to labour
upon it. /

ant. province of the
land which suffered

At this time Lahmia was a di
empire of Khemri. It was
greatly under the tyrannigal ‘rule of Nagash. Here
began the rebellion that would overthrow Nagash.
Under the leadership of Prince Lahmizzar of Lahmi
all the other subject kingdoms of Neh

population of Khemri itself, rose

against Nagash and his arch minister Arkhan.

Lahmizzar perished in battle, for the War was long
and bitter, and his son Lahmizzash accomplished the
final defeat of the Nagasite heretics. The last battle:

was fought around the huge Black Pyramid of
Nagash, in w, he had taken refuge. Victory went
to Lahmia and/the rebels, but Nagash escaped. His
pyfamid was desecrated and sealed, and all priests of
the Nagas;te (_LlIt were put to death.

4

B
it 1d have been. 'Wh:lc the Kl mrians were busy
des@Crating the memory of N 1 and Lahmizzash
was establishing himself as king ut Khemri, some
Nagasite scrolls, including the books w

Nagash himself, weke| saved from dcqtrucuon The
queen of Lahmia, whd was a notable sorceress, had
prevaile@ upon her husband to give her some of the
hereticaliscrolls to study. s on the orders of the
king, sothe scrolls werd snatched from the purifying
flames ahd placed in a guartz chest as a present for
the queen. The queen r mmed to Lahmia taking the
chest w |tp her.

1




The dynasty of
Lahmia ruled

in Khemri.
They  shunned
the deserted

necropolis of the
city and all the
kings were
brought back for
burial in the rock
tombs of Lahmia.
In due course,
the Khemrians
and the other
kingdoms of
Nehekhara tired
of being under
the rule of the
king of Lahmia
and plotted
rebellion. By the
time of the reign of Lahkashaz, the other kingdoms
were already free of Lahmian rule. In Khemri,
General Setep, a native Khemrian, overthrew
Lahkashaz and seized the throne. The Lahmian

dynasty was ousted, but the land of Lahmia,

remained independent, secure beyond the
mountains from conquest by the Khemrians, for the
time being at least.

Meanwhile, a new cult had taken root in Lahmia.
The founder and high priestess of this cult was the
same queen of Lahmizzash who had brought the
Nagasite scrolls out of Khemri. By the time that
Lahmian rule had ended in Khemri and her sons
and grandsons had occupied the throne in their
turn, she was still the high priestess. Even more
strange, she did not look a day older than when she
had assumed the mantle of high priestess. Indeed
her beauty was already a legend beyond her own
land. And who was this queen priestess? Her name
was Neferata.

A new temple had been built in Lahmia, using some
of the best stone ransacked from the necropolis of
Khemri during the rule of the Lahmian dynasty. The
cult practised there was popular among the nobility
of Lahmia and favoured by the ruling house above
all other cults. The cult statues within the temple
were something which struck horror into the

visiting dignitaries and envoys of Khemri, for they
were statues of Nagash — survivors of those statues
which had adorned his accursed mortuary complex;
images which should have been smashed into a
thousand pieces. These envoys returned to their
own land and revealed the evil which had taken
root in Lahmia.

The word in Nehekhara was that the ruling house of
Lahmia lay under a curse. The beauty of each
princess of Lahmia, many of whom were daughters

-and grand-daughters of Neferata and priestesses of

the cult, was such that any king of Khemri, Zandri or
Numas should have been eager to ask for her hand
in marriage. But instead, all these princesses were
shunned, perhaps because they seemed to outlive
any prince or king, and each was rumoured to
possess powers of sorcery which could bend any
man to her will. Furthermore it was known that
there was dissent even within Lahmia due to the
cult, which required human sacrifice. It was said
that only the blood of the noblest men in the full
bloom of youth was acceptable to the queen and
her female acolytes. This blood they drank like wine
and bathed in it to preserve their youth
for eternity.

Setep was succeeded as king of Khemri by his
general, Alcadizaar. His ambition was to conquer
Lahmia, and the tales of heresy and sorcery from
that land provided him with a just cause that would
unite Nehekhara behind him. He consulted with his
priests who advised him that the Nagasite cult in
Lahmia was dangerous. The Lahmians might
summon forth Nagash from the depths of the
nether world to haunt Nehekhara once again.
Indeed, they were not mistaken in this belief,
although none knew it at the time.

Declaring a holy war against heresy, in the name of
the traditional gods of Nehekhara, Alcadizaar raised
a mighty army from all his dominions. All the kings
of Nehekhara followed him and the glitterin
legions advanced over the mountains. The army £
Lahmia was vanquished and many of the people of
the land rose up against their oppressors among the
nobility. By the time the Khemrians reached the/city
of Lahmia, the necropolis and the ‘Témple of Blood
were already being ransacked. Battering rams were
dragged up the steep cliffs to smash’into the rock
tombs of the kings, queens and nobles of Lahmia.




The bodies of those who had been, €
according to the Nagasite rite were despo f
priests from Khemri saw to it that the fiu
destroyed in such a way that they could n
in undeath.

Many of the kings and princes wercg
way. Unfortunately, when the saigy
queens, princesses and priestessg
open, some were found to be a?
the necropolis, who had foug

rearguard action, were cap
before being put to death. Thg
were only ever occupied durj
when the sun shone on
females came forth frog
perform their ritualé. /

‘

s 77/, /
Neferata, high pries ¢s6” and queen Bf Lahmia

together with her sisters in the cult wege already far

to the'north east and safe from the pugging wrath

i
the kings of Nehekhara. Many said ghat they -,-"

‘heard the beating of wings in the night lﬁ:t_bre jthe
city of Lahmia fell. It was to the/land 6f theif god ‘that
the blood drinkers had fled. According to the myths
of the cult, he rested in his immortality deep beneath
3 mountain which served him as 4 pyrapnid. Gazing
i.lp_ at this distant peak the  priestesses i vokt:qlf their
god by the light of the moon. Their insane pleas for
his divine vengeance pvere shricked jnto the
dark night sky/ Some  offered l.'he:?se-l s to be
his handmaidens. J

!
Who could resist the beauty and !he /é}evot_ion of the
Queen of Lahmia? Not even the /mighty lord of
undeath himself! H¢ came forth from Nagashizzar,
his resting place, leading a/horde of Skeleton
warriors. He marched on into Lahmia and gaised the

dead from the necropolis. It ?ﬁas amazing How many

priests had not found. Then Nagash led them beyond
Lahmia, seeking his revenge on Khemri. Men fled in
terror, for it was the fearful god of undeath who
came against them. Yet Alcadizaar feared not, nor his
brave army. Though the cost was great, the forces-of
Nehekhara prevailed against Nagash. The power of
the priests waxed great against him and the old gods
of Khemri were victorious. Then Nagash slunk back
fronv whence hé had come. But it was a hollow
victory, for the/ultimate revenge of this evil god on
Nehekhara is well known. '

/I}"hi[e this wn/s happening in Nehekhara, the last of

mighty ones still rested in tombs wl}gm the purging

he Lahmiin nobility, satisfied that they had
summoned theit god and wrought suitable
¢ on their enemies, went north into the
Eﬂ'l{)tt; typarts of the World’s Edge Mountains. Here
ey pisted for many centuries. Nothing is known
fime until, at a place called Silver Pinnacle by
a/strange thing happened. The Dwarfs
ng here for silver and precious gems,
. . a small stronghold. One night an
iffe horde somehow broke inta the mountain,
akingfthe defenders by surprise. These were not
- G@blibs or Skaven, but Zombies and Skeletons. The
{ is recorded in the Book of Gtrudges. The entry
egeribes their leader as “The Queen of Evil' ~ who
oitld this have been except Neferata, Vampire
Queen of Lahmia? '

B
o

Many centuries have passed since that time. The
Dwarfs have long gone from the area and now only

travellers fram the lanids of men tread within sight of
the place. ?rl;ngc it may seem, there are some
who have visited SiIv_ér Pinnacle and returned alive to

tell the tale/ Their tales do not speak of horror as one
might think. Instead they tell of a splendid court,

pd in the manner and fashions of some ancient
sation, and of a palace cut out of the rock with
st@lles and walls adorned with strange inscriptions,
yé plqcc of darkness, where the light of day is not
p itted to enter. The queen who rules here is said
d of exquisite beauty, attended by handmaidens
any man might die for. Little do they know that this
is literally true!

Stories of the realm tf‘ the Ni%ht Queen have been
told for centuries, can be found among the
ballads @f Bretonnia, the writings of the Empire and
the poemns of Tilea. in the kasbahs of Araby and
the swedt lodges of Kislev the rumours can be heard.
Is it any surprise that Bretonnian questing knights
have sought this place, as have merchants seeking to
sell their jewels and fine clothes to a princess?

The guards are swathed ir% black and show not their
faces. They shuffle and handle their weapons jerkily.
The interior of the palaceyis dark, lit as if by
moonlight. The queen of the fpountain is never seen
or spoken to difectly. She tonducts business from
behind seven veils, and he \voice is beguiling. She
breeds cats. There is a tale ofia Tilean merchant who
was gi vjn a beautiful cat. Halfway to Tilea the cat was
gone,| but sitting in his wagon was a beautiful lady.
He hdad no idea where she had appeared from, but
wisely took her on to Tilea, asking no questions,
wherg she bade ‘hu'n farewell and paid him for

the journey.

There is another tale, told in Bretonnia, of a questing
khight who rned with a lad \of ‘exqui'siu: beauty
and a pale complexion praised by Bretonnian
troubadouf8. He made her his i \and lady of his
castle. GueSts at the castle commém;&d that the lady
always drartk goblets of red wine and ate no other
food, yet the castle had no vineyards. There are
similar strange tales which reveal, those wise
enough to see, how the bloodline of Neferata has
spread over many centuries into many lands...
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GAMES WORKSHOP EXHIBITION CENTRE,
Games Workshop HQ, Willow Road, Lenton, Nottingham.

ames Workshop presents Warhammer | e g o o 1
World, based at our Nottingham HQ. |s-."1 ‘

Warhammer World is a complete centre, which includes a < f v HULK ™1
small but exciting museum, a purpose-built exhibition hall | i el ;
and a unique store. S : - 2
The Warhammer World Museum features awesome, life-size s :
Warhammer 40,000 characters in amazing settings, 5
including the Chaos Space Marine battle scene and the
Blood Angels Space Marines. If that's not enough to whet
your appetite, there is also an entire gallery filled with a
great selection of massive games displays, including Antoch
Plains and the Siege of the Emperor’s Palace - the ultimate
conflict of the Horus Heresy!

The Warhammer World Exhibition Hall is used each month to
allow gamers from all over the world the opportunity to
come together and enjoy Open Days, Campaigns and
Tournament events. To find out what is coming up soon, just
check out the Warhammer World pages in White Dwarf each
month. All of the Exhibition Hall events are very popular, so
remember to book your ticket as soon as you see an event
advertised in White Dwarf! i
The Warhammer World Exhibition Hall also hosts the _ fore IS no e liki TS
Nottingham Games Club on Wednesday nights between 6pm ' PO : A :

and 10pm, and all visitors are welcome to join in. During the
school holidays we often run exira gaming club activities
too. for details of these club activities, phone the staff at
Warhammer World.

* Join in at the Nottingham Gaming Club most Wednesday

evenings! sty
newest Games
¢ Open from 6pm - 10pm the figures a .
* £2.00 per week (first week free) catalogues are available instantly in the
+ Under 14s must be accompanied by an adult Warhammer World store. And finally, the store

has on show some of the superb armies and
scenery featured in White Dwarf.

WARHAMMER WORLD
MUSEUM ADMISSION £1

Guided tours of the Museumn are conducted
most days. Adults accompanied by gamers
under the age of 16 may enter free.

IMPORTANT!
Before you set off to wvisit us, please

telephone to ensure that the Museum is
open and that guided tours are available.

Tel: 0115916 8410

Warhammer World is easy to reach from the M
by car. It is also only a short taxi ride from
Nottingham Railway Station.

The store at our Nottingham HQ is open till 8pm and stocks
the full range of GW games, miniatures and books.

Queens °
Medical
Centre




WARHAMMER WORLD

OPEN DAYS

hroughout the year Games Workshop presents a

series of Open Days dedicated to celebrating the .
hobby and allowing hundreds of fanatic gamers the ol
opportunity to see what’s coming soon, meet the artists,
games developers and miniature designers, and to buy
all manner of special products.
The events always feature exciting participation and
demonstration games, and you can peek into the
Warhammer World Museum.

Here are a range of photos from our recent e

Citadel and Warhammer Open Days- Miniature designer Tim Adcock and
artist John Wigley talk to the visitors.

DS Bah

Visit Warhammer World and see the awesome
Games Day mega-displays!

Witness massive demonstration games!

Take advantage of awesome Mail Order deals
and bargains!

e €17 - ; et Look out for more details of future Open Days in
Participation games are a major attraction for forthcoming issues of White Dwarf, the Journal X

the day! They are run by the Black Library, White and in Games Workshop stores! £ 2
Dwarf and many more of our crazed staff!
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Che Last Stand

By Dave Cain, Chris Harbor, Matthew Hutson and Alessio Cavatore

This montb’s battle report uses the latest Warbammer army book to bit the shelves
in the shape of the vile Vampire Counts. To deal with the despicable Undead
sorcerers commanded by David Cain, the valiant High Elves, under the generalship
of Chris Harbor, step into the breach.

bodics of their former comrades..

a_ng{ that wﬁui_d: " mea
defeat. :

) dead emerging. from the woods. Soon th: cm:my would be in
range of the bolt thrower and the machine’s crew were afready

1 :
lm dlug n Thc E]Vcn gcncra] Bould shetl thc stcnch o Ao “People of Ulthuan!” resounded Criscinur’s voice, not a frace

: in it of the concerns that occup::d his mind, “Ready your
""" weapons, but remember that the greatest weapon of our enemy
:Z;mgng 5 £i°33‘§fd Zl:ﬁffi if&“ffl.fiﬁfﬁﬁﬁﬁwgﬁ is the fear that hides in our hearts Fight that fear, don't ft
it overwhelm you and we will stand our ground and send

light, as the blade was growing more and more eager fo cut fhem back: whnce they. camel’” A jostiag Dattlecey answesed

through the foul enemy. Criscinur walked towards his
W tiyguar d of White Lisns and saw. the ‘great mage Eroncl Criscinur’s words and the mage Eronel nodded his approval.

sitting, immobile, among them. He greeted his old friend: “Now it begins,” thought Criscinur, then raised his shining
“Any news of the rcinforcements, Eronel? Where is sword and ardercd “Archers, prepare to loose! Ballista,
Giladas?”

The wizard did not answer and Criseinur noticed his
empty cyes staring into infinity. He rcalised that the
mage's mind had left his body and was now somewhere
else. No sutprise then that he had chosen the mighty
Wﬁuc Lions to protect his defenceless body! After a few
minutes Eronel woke from the trance and stood up:
"Sorry my Lord, but Giladas’ detachment has been

~ ambushed by a laxg: group of the corrupted corpse-caters
 that always follow the living dead. Our spearmen routed
them. but were cnns:dcrzbly d-:laycd I'm afraid we will
hxvc o I:mld on for at least four hours”

at lust tﬁs cn:tny was slow and had ‘no. rmssnl:

. weapons. He would have given his right arm

- for a squadron of Silver Helms on his
[ flaok, but all the cavalry had been left
i behind, to defend the plains in front

~ of the Citadel of Dusk. Everything
| Ied to the same conclusion - it would
bea dcfe_n_sm: battle, and he chdn_t l_rkc
I it It was the way Dwarfs fought! They
| would have to defend this hill, relying

on tlmr bows to weaken 1he foul
mulmnde before it fell upon thcm
#° Then it would be down to the
courage and str:ngth of the White
Lions,

Still. not even that would be
e cncmgh xf tiu: rmnfcrccmcnts did

were nc! tired from th: batﬂc and whosn: ranks had
b;en r:picmshcd with Elven casuzlm Gl]adas




Chbe Digb Lords of
Cruth and Light

Chris: “So, you want me to fight
out a battle report eb, Paul?”
Mmmm, a tricky one that -
spend all day playing
Warhammer or spend the day
working. The  weekend’s
starting early for me this week!

Chris: “I'm in. Who will I be up
against?”

Fat Bloke: “David Cain. You
know, the chap who won the Warbammer Grand
Tournament back in 1995. He'll be using our
Necrarch Vampire Counts army. By the way, your
face bas gone an interesting shade of white, Chris —
called ‘hint of cowardice’ isn't it?”

‘?%

;—f:.g&
Chris Harbor

Chris: “Er, I may be busy on Friday — washing my
bair or something. If I was available, and I'm not
saying I am, what army would I be fielding?”

Fat Bloke: “Well, you usually field High Elves, so how
about them?”

Chris: “Ab, this is more like it. And I can use my own
all-conquering army then?”

Fat Bloke: “No, painting like yours would scare

younger readers and their pets. Yow'll bave to use the

Studio army.”

Chris: Just as I was thinking of a suitable excuse, I
realised what I was doing: trying to find a way to avoid
playing Warhammer all day against a worthy opponent
with both of us fielding lavishly painted armies — what
a fool! “Yep, count me in. Now where are those bolt
throwers.”

New army books and the new models and characters
they introduce often instil the idea that the latest army
is the most powerful ever made. But I have fought the
living dead a few times with my High EIf army and if
anybody could send these walking corpses back to the
grave then the High Elves could.

The army selection always comes down to what
models you have available to form the core of the
force. I'm obsessed with miniatures, the more I have
on the battlefield the happier I am. So when I pick an
army I tend to go for as many models as possible for
my points. Magic items do not play a great part in the
selection process. I'll pick out the troops I want, then
see what I can fit in, maybe replacing some models if
there is a particular item I want. So in this army of
around a hundred models there are only three magic
items.

The battle we were going to play was based around
the Flank Attack scenario and the Elves were the
flanking force. This meant I would have to face the
whole of the Undead horde with only two thirds of my
army. With the Undead there is no chance of a
lightning strike concentrated onto a single part of the




archery. The advance of the Undead would not be
held up by Panic tests against high missile
damage but by the superior nature of High Magic.

I should always have a chance to dispel because
High Magic uses Power cards as dispels as well as
Dispel cards. When the Undead finally hit my line
I had to find a way to make sure it held until the
reinforcements arrived. It looked as if the
general’s party was the group that had first
discovered this threat, he and his bodyguard of
White Lions together with some lightly equipped
archers and Seaguard had just managed to haul
the bolt throwers into position atop a hill when
the enemy was sighted. Entrusted with the task of
clearing out this corruption, my general had been
granted the use of two powerful artefacts, the
Banner of Arcane Protection and a Banisher
sword,

The flanking force had also been searching out
the Undead. I had chosen the flanking force to
contain more infantry — the fabled High EIf citizen
levy spearmen. In many other armies the words
citizen levy would mean poorer quality troops,
men pressed into service without adequate
training or motivation. This is simply not so with
High EIf armies. Each man is trained to fight and
is fiercely loyal to his comrades. The ability of
High EIf spearmen to fight in three ranks made
them the best choice - what counts against
Skeletons and Zombies, who never break from
combat, is beating them by as much as possible.

Finally, magical support. The High Elves are the
most potent magical force in the Known World
and their range of spells includes some that are
almost specifically designed to destroy the
Undead. I chose a wizard for both forces, a Master
Mage for the general’s force and a Champion
Mage for the reinforcements. I decided to take
two wizards because the thought of facing a
Necrarch without a serious magical arsenal of my

enemy line in the hope of breaking them — the Undead
have to be hacked to pieces limb from rotting limb. No,
my plan lies in holding a position and whittling away at Coruscation of Finreir, and the much hoped for
the shambling masses of corruption with accurate

own fills me with dread. When the spells were drawn it
was a good selection: Assault of Stone, Hand of Glory,

Banishment.
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Lords of the Night

Dave: Redemption! After my
trouncing at the hands of
Tuomas and Alessio in the
‘Battle of the Beards’ in WD228
I had feared my chances of
gracing another battle report
were gone forever. However my
salvation is at hand. The
almighty powers at GW have
relented and I have been
deemed worthy once more to
venture onto the Warhammer battlefield (actually
there was no one else available — Fat Bloke).

I was asked to field a 2,000 point Necrarch Vampire
army chosen from the Vampire Counts army book.
That was the good news. A few months ago, while no
one was paying attention, I had managed to sneak a
look at the army list in its embryonic stages. As a
result, I had a good idea about the pros & cons of the
new troop types. The bad news was that I was to be
flanked by a High EIf army. Unaccountably the word
‘banishment” made me break out in a cold sweat.

First of all I tried to put myself into my opponent’s
shoes and attempted to predict his tactics. I figured
his initial force would comprise archers, bolt
throwers, a lowish level mage and possibly an infantry
regiment to bolster his missile base. His aim would be
to whittle down my horde until his flanking force
showed up. These reinforcements would probably
contain his strike regiments of cavalry and other elite
fighters together with another mage. His general
might well arrive protected by a White Lions
bodyguard to make him immune from breaking.

With these thoughts in mind, I set about putting
together my army. Not only should it be able to deal
with the above scenario, but it would have to be
flexible enough to cope with any surprises my

opponent might spring on me. First up was the
selection of my general. The special character
Melkhior was available as my army commander. This
was tempting as he is a fantastic model and the
Studio’s version is, as ever, superbly painted. Add to
this his enhanced Necromantic powers, his ability to
cast such a spell for free, and despite riding a flying
monster, his invulnerability to missile and war
machine fire, and you have a figure that will grace
many a Necrarch army.

However I'm not too fond of using special characters,
since their inclusion often spoils an otherwise
balanced battle. In addition, at 660 points his cost
would be far too prohibitive in such a small game.

One of the many improvements Tuomas & Alessio
have made in producing the Vampire Counts book is
the introduction of a ‘hero’ level character that can act
as the army’s general. Since this would be a small
battle, I decided to take advantage of this and lead my
force with a Vampire Count, rather than the more
predictable (and expensive) Vampire Lord. Choosing
as his bloodline power the Curse of the Revenant and
equipping him with the Chaos Runesword of Grungi
Ironbeart bolsters his combat stats (+1 to W, WS, S &
A) to make him comparable with a Vampire Lord. His
lower Leadership is less of a problem in an army that
never panics or breaks. With the addition of the
Amber Amulet, to help keep him alive, the devilish
Louis Cypher was born.

But what troops should he lead? To the established
Undead player, this new army list seems strangely
unfamiliar. True, the trusty Skeletons, Zombies and
Ghouls are still present. But where have all the hard
hitting elements of the original Undead gone — the
Undead horsemen, chariots, Mummies and
Skullchuckers?

In my mind, an Undead army should be built around
Skeletons and Zombies and to this end I started with
a large regiment of each. Hopefully these large fear-
causing units would automatically break any
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this proved difficult to achieve then I would
need some supporting troops to hold up the
late arriving Elves and buy time for my main units. For
this duty I plumped for a large regiment of Ghouls,
two Bat Swarms, a Spirit Host and a Banshee. The
Ghouls" ability to march and the Bats’ move of 8"
mean they are relatively manoeuvrable (as far as
Undead troops go) and should be able to intercept
any flanking High Elves. If Ghouls outnumber their
opponents they are immune to breaking and, of
course, Swarms are immune to such tests too. Both
units should therefore buy me at least a turn if they
became embroiled in combat. Both the Spirit Host
and Banshee are ethereal and as such are immune to
the High Elves’ bowfire. They come into their
against small elite units and are particularly handy at
nullifying chariot attacks.

Next on my shopping list was a couple of small packs
of Dire Wolves. These would range ahead of my army
and, benefiting from a 9" move, would try to quickl

take out small archer regiments or bolt thfowe /
Normally you have to be wary of such sth
suffering a couple of casualties and failihg their
resultant Panic test. Not so with the Unglead — their
immunity to psychology tests makes ti#m ideal for
this purpose. To complete my troops selection I chose
three Vampire bats. These should hopefully takc care
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of any bolt thr,bv'vers the High Elves were careless
enough to leavé unguarded.

My final task v&as to allocate spells to my magic users.
My Necromancer would be equipped with the two
most vital spells, Vanbel’s Danse Macabre and
Summon Skeletons, since he had the best chance of
recasting (needing a 3+). My general, Louis Cypher
got Raise the Dead so he could create new Skeleton
units either directly in combat with the High Elves or
to block their lines of movement. As he is a Necrarch
I thought Curse of Years was an appropriate spell to
give Milius. If successfully cast, this enchantment cai
kill just about anything and it is always likely to draw
out a Dispel/Destroy scroll from your opponent. It
would suit my plans better for this to happen rather
than for Varnbel’s to be stopped.

With three wizards and the Rod of Power, 1 had the
potential to store up to six magic cards between magic
phases. This should enhance my chances of getting
enough Power cards to cast all my lovely little
inoffensive spells.

Well that was it. The charnel houses had been

emptied and my horde was hopefully shambling
towards victory. Let battle commence!
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C§— he High Elves are a wise and
§ ancient race, whose chronicles

date back to when the world was
young. Their deeds and achievements
were legends before the tribes of man
ever rose to power in the Old World.
Proud in their noble heritage, the High
Elves are a graceful and cultured people,
yet unflinching in battle. They are masters
of arms and the secrets of High Magic,
and once angered, their wrath is terrible
to behold. '
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Necrarch: Curn 1

After winning the dice roll for the first
turn Dave decided to move first,
denying Chris a turn of firing with his
highly effective High EIf missile troops.
The main thrust of the Undead battleline
moved as fast as possible, so it could get
to grips with the High EIf lines before the
flanking force appeared. The Dire Wolves on
the flank advanced towards the High EIf
Archer units, to draw their fire away from
the Undead’s central units. The Vampire
Bats flew high so that they could safely
engage the High EIf battleline in a later turn.

The Winds of Magic yielded seven
cards and in an attempt to enlarge
the size of his regiment of

Skeletons, the Vampire general s b

attempted to cast Raise the Dead,

but this was dispelled by the High EIf Master
Mage. With only two Power cards, the Undead were
unable to cast any more spells, so the first magic phase
passed without event. Dave and Chris ended the turn
by storing their remaining magic cards ready to
continue the magical duel in the next magic phase.

bigh E€lves: Turn |

Seeing the horde of Undead shambling towards his
lines, the High EIf general decided to keep the
distance between the two armies. He opted to stay
where he was and instead put his faith in his missile
troops.

The High EIf army started the shooting phase by firing

their bolt throwers at the Ghouls. Despite firing eight
bolts only one Ghoul fell — not a very auspicious start

to the phase. Undaunted, the Archer unit on the hill
fired a volley of shots at the Ghouls, killing four of the
unnatural creatures. Buoyed by this impressive
display, the Seaguard also singled out this unit, but
failed to cause any wounds. The Ghouls’ Toughness of
4 had made all the difference in this early round of
shooting. To complete the High Elf shooting phase the
Archers on the far right of the High EIf line levelled
their longbows and let loose a volley at the flanking
Dire Wolves unit, killing two of the deadly creatures.

Eager to show just how powerful High Magic can be
against the Undead, Chris was hoping for a high roll

for the Winds of Magic. It was not to be though, as a




rather disappointing 3 was rolled and so the magic
phase passed with no spells being cast.

Necrarch: Curn 2

The Vampire Counts turn started with the Vampire
Bats swooping down to attack the Bolt Thrower
crews. Passing their Fear test the crew decided to
stand and fight where they were. The High EIf army
would have to do without their awesome machines of
destruction while the crew attempted to fight off these
monsters of the night. The rest of

the Vampire Counts army

continued its amble towards the

High Elf lines, with the Dire Wolves

moving into a position where they

could charqe next turn.

The first combat of the game
ended in a stalemate with the
Vampire Bats and Bolt Thrower
crews both suffering 1 wound
each.

With 8 rolled in the magic phase,
the Vampire General prepared to
improve the position of his army
with some magical support. First
he cast Raise the Dead, hoping to
summon a new unit of Skeleton
warriors, the Elven Mage
attempted to rebound but failed.

/AR mam

Nine Skeleton warriors clawed their way out of the

ground to attack the Archer unit, this would cost Chris
dearly in the next turn’s shooting phase as now only

half would be able to fire. Finally the Necromancer

cast Vanbel's Danse Mdcabre on the main Skeleton
unit. With an evil grin on his face Chris played a
Destroy Spell card, easily dispelling it. Dave looked on
nervously to see if the spell would be destroyed.
Needing a 4+ Chris rolled a 1 - the spell had not been
destroyed.




bigh €lves: Curn 2

In an attempt to save the valuable missile troops, the
High Elves decided to go on the offensive. With both
units passing their Fear tests the Sea Guard charged
the Vampire Bats and the White Lions charged the
summoned Skeleton unit. Apart from this, everything
else stayed where it was.

Seeing the Dire Wolves as their prime threat the
Archers on the right flank opened fire at the unit
containing the Doom Wolf. This killed three of the
Undead beasts, leaving the snarling Doom Wolf on its
own.

In the combat phase the EIf general, White Lions and
Archers managed to kill three of the Skeletons and
suffered no casualties in return. This combined, with

their rank bonus, meant they had won the combat by
seven, completely wiping out the Skeletons.

In the other combat the Vampire Bats fared better,
killing all of the remaining Bolt Thrower crew and
only suffering 1 wound in return (the Seaguard
managed to miss with everything). Although they had
suffered the most casualties the High Elves still won,
thanks to the rank bonus of the Sea Guard, causing
the Vampire Bats to suffer a further wound killing one
of their numbers.

With another 8 rolled for the Winds of Magic, Chris
hoped that this would be the turn he would cause
some real damage to the Vampire Counts army.
However Chris’ hopes were dashed when he was dealt
three Dispel Magic scrolls. Due to this no High Magic
spells were cast for the second turn running.




Necrarch: Curn 3

The Dire Wolves were now in range to charge the
High Elf lines, and they singled out the Archer unit on
the right flank for destruction. Passing their Fear test
the Archers fired a volley into the largest unit but only
managed to kill one of them. The rest of the army
moved straight towards the opposing army ready to
be in charge range next turn.

For the first time in the battle the Vampire Counts
army had something to ‘fire’ with in the shooting
phase. The Banshee let out her deadly scream at the

Seaguard, but it was more of wail, failmg to cause any.

damage.

The Du-c Wolves managed to Iull seven of thc H1gh
EIf Archers. Well beaten, the Archers fled only to
be caught by the Dire Wolves and ripped to shreds.
All nearby Elven units passed their Panic tests and
held firm ready to repulse the forces of undeath.

The Seaguard set about their task superbly by killing
one of the Vampire Bats without suffermg any wounds
in return. Winning the combat by 2, the magic
animating the final Vampire Bat dissipated, killing
it as well.

Again 8 was rolled for the Winds of Magic. The High
Elf general prepared for another onslaught of
Necromantic magic. His fears were justified when

Dave declared his Vampire Count general was going

to cast Curse of Years on the White Lions unit.
Knowing full well how destructive this spell can be,
Chris dispelled it usmg three Power cards. He had

no defences agamst further spell*- cast. Dave next cast

Raise the Dead, again hoping to create a new unit of

Skeletons, but only rolled a 2. Finally he cast
Vanbel's Danse Macabre on the Skeleton unit
allowing them to make a march move so that they
would be able to charge next turn.

g
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bigh €lf: Curn 3

Deciding that the best form of defence is offence, the
Seaguard charged into the Ghouls, hoping to destroy
them quickly. On the left flank the two Spearmen

units and Mage Champion made a welcome

appearance and moved towards the Undead flank as
fast as they could.

The last surviving Archer unit unleashed all it had at
the lone Doom Wolf, killing it easily.
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The Seaguard disappointingly only killed one Ghoul,
but suffered no casualties in return. Although they lost
the combat by 5, the Ghouls refused to flee as they still
outnumbered their foe.

At long last a high score of 11 was rolled for the Winds
of Magic. The phase started well for the High Elves as

the Vampires failed to dispel Coruscation of Finreir
allowing the newly arrived Mage to fly high. The High
Elf Master Mage then attempted to cast Assault of
Stone on the central hill but the Necromancer used
the first of his Dispel Magic scrolls to dispel it. He then
used his final Dispel Magic scroll to dispel Hand of
Glory. The High Elves had finally got a chance to show
the power of their Mages, but the Necromancer had
wisely planned ahead to deal with exactly this sort of
situation.

Necrarch: Curn 4

It was time for the main body of the Vampire Counts
army to charge into combat. The Skeletons, led by the
Vampire Count general and the Banshee, charged the
most powerful unit, the White Lions led by the High
EIf general and Master Mage. The Bat Swarm out-
flanked the High EIf flanking force, ready to charge in
next turn and hold them up, while the Zombies
wheeled around to face this new force threatening the
Undead’s flank.

This time Chris’s Seaguard killed three of the Ghouls
and again didn’t suffer any wounds in return. But the
Ghouls still didn’t budge as Chris needed to kill one
more to make them break.

In the centre of the battlefield the most important
combat of the game started. The Wraith screamed out
a challenge which the High EIf general readily
accepted. With his mighty Banisher Sword he
pathetically only managed to cause 1 wound. In return
the Wraith badly wounded the EIf causing 2 wounds
with its double-handed scythe. The Vampire Count
general attacked the hated Elven Mage with all its
might but only caused 1 wound, and with a lucky blow
the Mage wounded him back. The only other wounds
to be inflicted were 2 wounds from the Banshee.
Although well beaten, the White Lions refused to flee
thanks to their immunity to Break tests.

The Winds of Magic swept weakly across the
battlefield as only a 4 was rolled, but thanks to the
power they had stored the Undead still had enough to
cast their spells. The Vampire Counts started by
attempting to cast Curse of Years on the White Lions,
but sensing the magical build-up, the Master Mage
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managed to dispel it again. The Elven Mages then
dispelled Vanbel's Danse Macabre. The Necromancer

two more to the Skeleton regiment.

Digh €lves: Curn 4

Slowed by the presence of the Bat Swarm, all the
Spearmen could do was move at normal speed. The
Mage Champion flew across the battlefield on a bright
pillar of pure white fire, planning a nasty surprise.

Two more Ghouls fell to the spears of the Seaguard
and again they failed to cause any harm in return.
Beaten and outnumbered the Ghouls finally fled.
Dave rolled a massive 12" for their distance but they
were still closely followed by the Seaguard who
pursued 11", .

In an attempt to break the back of the High EIf army
the Vampire General issued a challenge. Reluctantly
the High Elf general accepted, hoping to have one last
stab at killing the Necrarch Vampire. Disappointingly
the Elven Lord failed to cause any wounds and in
return the mighty Vampire caused 1 wound to kill his
enemy. Around them the White Lions cut down two of
the Skeletons and in return suffered three casualties.
Badly beaten and with their general slain, the White
Lions fled but were easily caught by the Banshee who
slew every last one of them.

The rest of the army now had to pass a Panic test as
their general had been slain, Only the Mage failed his
test and because of the Coruscation of Finreir fled 12"
across the battlefield. This was unlucky for Chris as it
meant he would be unable to combat the enemy’s
magic in the next phase.
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Necrarch: Curn §

With the High EIf general dead, along with the Master
Mage and White Lions, Dave had victory in his grasp.
The Bat Swarms charged into the rear of the
Spearman unit while the Dire Wolves charged the last
remaining Archer unit. The Skeletons wheeled around
ready to charge the Seaguard and the Zombies
continued to amble towards the Spearmen. Fearing
the wrath of their general more than the enemy, the
Ghouls rallied and turned to face the Seaguard.

The Dire Wolves easily killed four Archers. Causing no
wounds in return the Archers fled, just outdistancing
the pursuing Dire Wolves.

The Bat Swarm only managed to kill a single
Spearman. The disciplined ranks of the Elves struck
back causing 5 wounds and wiping out a Swarm.

With their last remaining wizard fleeing, the High
Elves would be hard pressed to combat the awesome
power of the Vampire Counts’ magic. When a 12 was
rolled Chris feared the worse. The phase started with
a minor setback for Dave when the Rod of Power
overloaded, losing the magical power stored within it.
The Undead started by casting Curse of Years against
the unengaged Spearman unit, and eight Spearmen
were killed by the deadly spell. This was too much for
the unit and it promptly failed its Panic test and fled.
The High Elves then failed to dispel Vanbel’s Danse

Macabre allowing the Zombies to move within charge
distance of the Spearmen fighting against the Bat
Swarm. The Necromancer then re-cast the spell on the
Skeleton unit which promptly charged into the
Seaguard.

This had been a bad magic phase for the High Elves.
The Vampire Counts were now in a very commanding
position.

DPigh €lves: Curn §

The turn started with the Spearmen and
Mage rallying, but the Archers fled right
off the table.

The Spearmen easily killed the remaining
Bat Swarm but would now have to receive
the Zombies’ charge in the next turn. The
combat between the Skeletons and
Seaguard ended with one kill each, but
because of the Skeletons’ rank bonus the
Seaguard fled. The Skeletons were unable
to pursue though, because of the Banner
of Defiance.

With a roll of 2 there wasn’t enough
power to cast any spells in the magic
phase.




Necrarch: Curn 6

The turn started with the Zombies
charging into the Spearmen. Everything
else that could continued to move
towards what was left of the High EIf
army. '

Using his Skull Wand, the second Vampire
Count sucked the soul out of an
unfortunate Spearman. In return the
Spe.u‘mcn killed five of the foul Zombies.
Another Zombie died as the magic
holding the unit together weakened.
The Winds of Magic granted the Vampire
Count just enough power to cast Curse of
Years against the unengaged Spearmen,
killing five more. This time though they
passed their Panic test and stood firm.

Digh €lves: Curn 6

It was going to take something pretty spectacular for

Chris to pull off a win. He started by declaring a

charge against the Zombies with his Spearmen but
they failed their Fear test and refused to move. The

'ieaguard rallied but it was too late for them to affect

the outcome of the battle. The Mage again moved
behind the Skeleton regiment ready for the next
magic phase.

The combat between the Zombies and Spearmen
ended in a stalemate with both sides killing five.

With just enough power, Chris declared he was going
to cast Banishment. If he could just cast it, he might

W n!{ﬂf‘uM

pull off an unexpected win. All eyes were on Dave as:

he declared he would dispel. Using one Power card
Dave rolled a 5, easily dlspc'lling it. With that the game
ended, all ther_e was left to do was to find out by how
much the Vampire Counts had won.
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Nooo!!!

Chris: As you can see from the flow of the battle, it
was closer than the score suggests. The Undead made
steady progress and the High EIf army waited for an
opportunity to end the battle quickly. Magic is one of
the few ways in which the Undead can be destroyed in
a single turn. For two turns the Zombie unit with that
blood sucking Vampire in its front rank skirted around
the foot of a hill. I only needed two Power cards to
cast Assault of Stone. My best opportunity came in
turn two when I rolled an above average score of 8 but
received only one Power card. Throughout the game I
thought I was very unlucky in the magic phase as I
kept on rolling low for the Winds of Magic. When I did
get a respectable score 1 was dealt a bad hand!

My missile troops didn't play as big a part in the game
as I had expected. Dave knew exactly how powerful
they could be against his slow moving core units and
s0 brought along a number of troops to deal with
them effectively. The Vampire Bats quickly eliminated
my Bolt Thrower crews and although they were
destroyed themselves by the Seaguard, they had
completed exactly what they were brought along to
do. The Archer units spent the game trying to defend
themselves from the rapidly approaching Dire Wolves.
Although they managed to kill one unit, the other
unit got in a charge and then it was just a martter
of time before both Archer units were

destroyed.

Rigor mortis finally sets in...

The big turning point of the battle came when
I was forced to accept a challenge with
my High EIf general from the Vampire
Count general. With 4 hits and each
wound from his Banisher Sword
causing D3 wounds, my general only
managed to cause a single wound. In return he
was cut down. In strict game terms, my decision
to meet the challenge with the general was folly. In
fact there was a great cry of ‘Nooo’ from the
watching crowd of White Dwarfers and Games
Developers. While the general stood the White
Lions stood, the Banner of Arcane Protection
would fry the front rank of Skeletons and the
wizard floating on the Coruscation would be able
to rule the magic phase. But I just couldn’t grow
that much beard that quickly, and went for the
heroic option. Alas, this was not very successful —
the Necrarch shrugged off the hits, struck back and
slaughtered the brave hero.

Overall, I think my starting units put up a good

fight but the flanking force just couldn’t get

close to the Undead forces quickly enough to
reinforce them.




Mclkbior be Praised!

Dave: Let the warm-blooded mortals cower! The
stench of death approaches and their doom is sealed.

After a closely fought battle the forces of darkness
came out on top, but the game was in the balance up
until the very last dice roll when [ was fortunate
enough to dispel Banisbment in the High Elves’ last
magic phase.

Things had started well when it became clear that 1
had managed to predict a fair proportion of Chris’s
army selection (although the Spearmen blocks as
reinforcements were a surprise) and this helped me
carry out my battle plan. In the end I was able to
concentrate my main combat units on the initial Elven
force first, before turning my attention to the flanking
force. Had I been caught between the two, the battle
might well have unfolded entirely differently.

In such a closely fought game between two well
matched adversaries, the outcome frequently rests
with whoever makes the first mistake. And this battle
is a good example of that. For the first couple of turns
it was very tight, with both myself and Chris
desperately struggling to gain the upper hand. His
chances were hampered by some unlucky dice rolls in
the shooting phases but it was still close going into the
crucial combat encounters.

Charging my main Skeleton unit into the White Lions
was like hitting a brick wall. Although I took both the
High EIf general and Mage down to a single wound
each and won the overall combat, the White Lions,
buoyed by the presence of their army commander,
stood firm to fight again.

At the end of my turn things were looking grim. The
Banner of Arcane Protection held aloft by the White
Lions was ready to strike down my Wraith and
Necromancer at the beginning of the High Elves’
magic phase. Poised behind my Skeleton unit was the
second High EIf mage awaiting the power to unleash
Banishment on my unfortunate troops. And to

complete the sorry picture, the Elven reinforcements
were beating a steady advance towards my flanks.

However, it was in the subsequent Elven combat phase
where events crucially turned. I offered up a challenge
with my general and, after some deliberation, Chris
accepted with his own army commander rather than
with his mage. With both down to their last wound it
was a difficult choice. Chris plumped for the brave,
honourable and appropriate response. Surely no High
Elf noble would let a mere mage usurp his rightful
position! Armed as he was with the Banisher Sword,
the Elf clearly hoped to cut down the Undead
abomination and put an end to his unholy army in one
stroke.

Despite all the good reasons, hindsight shows it was a
flawed decision. The Elven general lacked the strength
to. wound the Vampire and was himself put to the
sword. In despair, the White Lions fled, taking with
them the Mage and their magical banner (before it had
time to take effect).

Under the influence of the Banner of Defiance, the
Skeletons could not pursue, but with a rare piece of
foresight 1 had put my Banshee into the combat for
this eventuality and her pursuit (on 3D6) easily cut
down the flecing Elves.

To compound Chris’s misery, the second Mage
(complete with the Banishment spell) failed his Panic
test and legged it as well.

My own errors came later in the game when thankfully
it was less vital. Forgetting to lap my Zombies round
the Spearmen meant 1 never routed them in the last
turn (since they still had their rank bonus and the
resultant combat was a draw). More crucially, I forgot
to try to dispel Coruscation of Finreir in my magic
phases, despite having dispel cards in hand. This
mistake nearly cost me the game when the High EIf
Mage was able to utilise the 24" move to position
himself in the centre of my army, and was able to cast
Banishbment in the last turn. Needing a 4+ to dispel it,
Melkhior smiled upon me and I was able to cling on
to victory.




I thoroughly enjoyed playing with this new army and
I have to say that Tuomas & Alessio have done a
magnificent job in bringing the evocative feel of an
Undead horde to life. I can see them in my mind
now, the slow, relentless, unwavering advance of the
Skeletons and Zombies; the sky overhead unnaturally
dark as thousands of Bats and huge Vampire Bats
block out the sun. Ranging ahead of the army come
the ravenous Dire Wolves ready to pull down the
weak and infirm, and central to the whole mass are
the cold, calculating Lords of the Night themselves —
the Vampires.

My favourite of all the new troop types has to be the
Banshees. Their unholy scream can be effective

against low Leadership armies, but will rarely yield
much success against better led troops. Indeed in
the two battles we fought, the Banshee failed to
inflict a single wound in the shooting phase. No, for
me their value lies in the fact they are ethereal and

- they have a move of 8". They are perfect for blocking

off my opponent’s lines of charge against the much
slower moving Skeletons and Zombies.

All in all, I think Vampire Counts comes close to
being the best of all the Warhammer Army books for
its ability to juggle both army context and playability.
Hats off to both Tuomas and Alessio for creating such
a masterpiece and I hope their future collaborations
maintain such high standards.
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Miordhéim;, City of the Damned, a terrible
AVEplace of nightmarish ruins where death
awaits in every shadow. Here hard-bitten
warriors stalk through crumbling palaces and
twisting streets, fighting and dying for the
promise of riches and fame.
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“BATTLEFLEET

"GOTHIC
DEATH FROM THE SKIES!

Combining Battlefleet Gothic games with
.Epzc 40K and WH40K games, by Gav Thorpe

Gav Thorpe

With the long-awaited arrival of
Battlefleet Gothic, a whole new
dimension is available for players of
Epic and 40K campaigns — space! For
years we've enjoyed battling over
cities and continents, and now we
can wage war for the possession of
star systems or whole sub-sectors.
Fighting spaceship baitles is good
fun, Fighting ground pattles is equally
entertaining. Fighting a combined
army and fleet action? It’s gotta be
‘a winner!

PLANETARY ASSAULTS

There are several ways for squashing
together your Epic and 40K games
with Gothic battles, from one-off
games to massive sector-spanning
campaigns. By far the most obvious
and highly appealing option is to
stage a fu_Ll planetary assault usmg

the planet and then fight WH40K
and/or Epic 40K battles to decide the
tand war. There are two ways of

‘approaching the combined planetary

assault campaign: sequentially and

‘simultaneously.

Sequential
~ Planetary Assaults

When playing sequentially;, you fight
the Gothic Planetary Assault scenario
to its conclusion and then,
depending on how well the attacker
fares, you play a game (or games) of
cither WH40K or Epic 40K, As noted
in the Planetary Assault scenario,
every ﬁsSauIt point scorcd by lhe
\X’H40K and 400 pomr,s in Epic 40K,
but how exactly can you use that to
work out your planetary landing?

Everybody loves campaigns. Just imagine playing a massive game that started
with the arrival of your forces in a star system and ended with a ground assault
on a rebel strongbold or an Ork lair! Well, Gav bas been busy thinking up some
neat ways to tie together a Battlefleet Gothic campaign with either a Warbammer

40,000 or an Epic 40,000 campaign.

Epic 40,000

For Epic battles things are relatively
straightforward, simply play the Epic
40,000 Planetary Assault scenario,
with the attacker having the
appropriate points value. As an

alternative, the attacker can trade one

assault point’s worth ‘of units for D3
orbital barrages (roll 2 D3 on the turn
you want to use the barrage, this is
the number you can make that turn).
These orbital barrages are worked
out just like the Fate card of the same
name. For example, a Chaos player
manages to score a respectable 7
assault points in the space battle. This
gives him a total of 2,800 points of
units. However, he opts to use five of
his points on troops to field a 2,000

“point army and use the last two for

two salvoes of D3 orbital barrages.

So far so good, but how many points
does the defender have? Looking at







the results table in the Gothic
Planetary Assault scenaric we see that
5-6 assault points is considered to be
roughly average. This translates into
2,000-2,400 points in Epic so we can
say that the defender gets 2,000
points (equal to a minimum marginal
win for the defender). Alternatively,
the defender’s points value can be
modified by the type of world being
assaulted (see page 140 of Battlefleet
Gothic for a table to generate a
random world type). The defender
starts with a base value of 2,000
points, modified as follows:

World Type ‘Defender’s
Points Total
Forge World +(D6+3)x100
| Hive World  +(D6+2)x100
Civilised World +(Dﬁ+ I)XI{JO
Agri-world
Penal Colony -DGXlOU

Warhammer 40,000
Things are a little more complicated

for 40K games, because each assault: |

pointis worth a whole army. Play the
game of Gothic as normal; each
assault point scored by the attacle
represents an army dropped to the
surface. Each army fights one 40K
battle when it lands, and the attacker

The more armies the zu:r;ackef has, the-
more bites at the cherry he gets -
wmnmg 5 out of 10 battia:s is. eamcr

Wins Result
0-1

46

9+

CAMPAIGN RESULTS CHART

Marines is a good basis for a

dropzone battle (units which cannot:

deploy from drop pods enter from a

you Lould ﬁght Ru.on Bhtz nght._
Fight, Take and Hold, Patrol or
Bunker Assault mlsswns Keep track:
fhe attabier Atd e to the
Campalgn Reaults chart above to see

As you will see, it is possible to slide
back and forth, with the attackers
trying to launch an offensive while
the defenders muster 3 counter-
attack. You can move several places
up and down the chart, so that a
worthy campaign may well be
salvagcd from a poor landing, and
vice versa. Thls is shown more clearly




BREAKOUT

TAKE
AND HOLD

——————> Attacker Wins

EXTENDED
GROUND
CAMPAIGN

MEAT
GRINDER

———— = Defender Wins

Orbital Bombardments in 40K

Just as with Epic, you can trade
assault points for orbital
bombardments instead of armies. You
must decide exactly how many assault
points represent armies and how
many are bombardments before
fighting any battles (for example, if
you score 6 assault points; you could
‘say that they represent 4 armies and
two orbital barrages). There are two
types of orbital bombardment in
Warhammct 40'000 = pinpoint and
one of your own shootmg phases, no
‘more than one bombardment per
battle. A pinpoint barrage is
represented by an earthshaker
cannon shot. Place the ordnance
template anywhere on the table and
scatter it D6" to determine the
bombardment’s final position. A
saturation bombardment uses the
rules for preliminary bombardments
given in the sLenario special mleq

phases rather than before the game,
and effects ‘all eligible units on the
tabletop, including your own (i.e. roll
a dice for every unit on the table, on
a 6 they are affected). This is basically
the system that we used at the
recent Taneloth campaign

event, where a huge WH40K
campaign was being waged in the
exhibition hall -here at Games
Workshop HQ while all Games
Workshop stores took part in a closely

fought Battlefleet Gothic campaign.

Simultaneous
Planetary Assaults

When played simultaneously, the
ground fighting and space battle take

place at the same time — you play a
turn of Gothic and then play a turn of
Epic, with forces being landed, orbital
bombardments and so forth
depending wupon the situation
amongst the stars. Whereas in a
sequential assault you fight several
games in succession, in the
simultaneous assault you play more
than one game at once. The
simultaneous assault works better for
games of Epic 40,000, but it's quite
easy to devise a system for fighting
simultaneous games of 40K, '
Put simply, for every turn of
Battlefleet Gothic you play, you play
one turn of Epic 40,000 too. Before
the game starts, each player must pick
their Epic 40,000 army and their
Gothic fleet. The size of the Epic army
depends on how big the attacking

fleet is — for every transport in the

fleet, 800 points of forces may be
transported. For example, if you
were playing a 1,500 point Gothic
battle, that would be 6 transports
which would hold 4,800 points of
Epic units. The defender gets either
2,000 points or a random amount
determined by the planet type, using
the method described eatlier. The
attacker’s detachments must be
assigned to specific transports (‘12th
Necromundan Hellhammers in the

‘green transport’, for example). I you

are using heavy transports (details
given elsewhere in this article) then
each one may carry 1,600 points of
detachments instead. Only heavy
Lransports may carry war engine
detachments.

The defender sets up his ground
forces and defending flect, then the
battle begins. Play the Battlefleet
Gothic game until the attacker scores
his first ‘assault’ points. From then
on, play a turn of Epic 40,000 after
finishing every turn of Battlefleet
Gothic. Rather than scoring abstract
‘assault’ points, the attacker may land
detachments and perform planetary
bombardments. If a transport gets
into a position where it can score
assault points, the detachments it is
carrying will arrive on the Epic
battlefield that turn, moving on from
the attacker’s primary landing zone.
When a transport has' deployed its
detachments, it makes planetary
bombardments but may only make
one bombardment per turn (ignore
the fact that it usually scores two
‘assault’ points per turn). If a capital
ship (or empty transport) scores an
assault point then the attacking
player can make an orbital barrage
that turn, using the rules given on the
Fate card of the same name,

So the first Epic turn will either
consist of orbital bombardments
against hidden defending troops, or
the first detachments landed coming
on to the table (again, possibly
with orbital bombardments to
support them).

Other than this, both baitles are
fought 'using the 'n'orr'n:ﬂ nues and

wins the Epic 40,000 game.

Example: An Ork force is launching a
planetary assault. The players start
their game of Battlefleet Gothic and
in the sixth turn there are two Kill
kroozers and a transport within low




orbit in a position to attack the
ground. The players then play their

first turn of Epic 40,000, with two
extra orbital barrages for the Orks
that turn (from the Kill kroozers) and’
the detachment carried by the

transport moving on from the Orks’

table edge in the movement phase. In.

the next: turn one of the kroozers

secnnd Eplc turn the Orks’ st;ll have
two extra orbital barrages (om. from
the remamm,g Kill krot)zer, one from
a.rrnred transport can d'e'ploy its
demchments to the surface Borh

Eplc 40, 000 game is won.

thfs system for
..... with
armies or detachments bemg

deployed by transports and orbltal

You can use

free chmce on v_vhat ea.ch assault
pﬂmt rcpresents

Fliers

The defender will have a network of
airfields across the planet and so his
ﬂiers will go through the normal

Wlth fhers in the attacker s army. My
suggestion is to use the Gothic
ordnance counters as equivalents to

revent
!andmgs ona
. rebel pianet.

.

Epic aircraft. Any fighter or bomber

markers that move onto the planet’s

sq_ud(_lron of five mlercept_om or t_h_ree
bombers respectively (Ork Fighta-

Bommerz count as interceptors for

purposes of this rule). Once these
aircraft have completed their mission
they are removed.

This is the most logical way to work

fliers for the attacking force, after all if*

a naval action is supporting a ground
assault, it seems only reasonable to
assume that the navy would also be

alternative you can sn:mply choose
fliers as a detachment of your Epic
40K army in the normal way and
these will be assumed to include pre-
fabricated temporary air base.
faLiIit{f.S and so will use the standard
you cannot use both opnons for th_c
attacker’s fliers, it’s one or the other!

Spacc Marines
cruisers excel at praﬁem'ry' 'assaans
so to cover this apply the followmg

not tﬂ_cl_ude any transports, instead
each battle barge carries three
detachments and each strike cruiser
carries one detachment. These
detachments are not limited in
points value.

Space Marine detachments deployed
to the surface can either use drop
pods or Thunderhawks.
Detachments which could normally
be carried in drop pods will be
deployed using drop pods (see the
Epic Bactles Book and Army of the

del:achmems are - taken to the surface
by Thunderhawk detachments
on Transport missions. These
Thunderhawks do not have to be
paid for and the spaceship carries
enough 'Ihunderhawks to:deploy all
of n:s forces in' one turn For

BATTLEFLEET

GOTHIC



look at the additional flyer rules in
Epic Firepower (first published in
White Dwarf 214). Of course, you will
need appropriate models, which
could be quite a few Thunderhawks.
'Ifj’ou hav(: insufﬁcieiit Thundérhawk
then the dctachm_ent Wlﬂ move on
from your primary landing zone as
normal (it is assumed that they have
landed slightly away from the
main dropzone). Any Thunderhawk
markers that move onto the planet's
‘;urfaco: fmm lbw Orbit Ct)uht as

or ground attack mission that turn.
Once their mission is complete they
will be removed.

LONGER CAMPAIGNS

If you really want to go to town,
there’s no need to limit yourself to
just ﬁghr.ing the p[anetary assault. F(}r
campangn from when the ﬂeet
actually enters the system. Perhaps
the system is blockaded, so you must

fight a Blockade Run to request

reinforcements. If successful the
reinforcements arrive and must fight
an Escalating Engagement to raise the
blockade. Once the blockade is
raised, you could do a small-scale
Surprise Attack to try to clear out the
planetary defences and any nearby
ships. The transports must be
escorted to the planet usmg r.ht:

survive the Convoy can then be used
in the Planetary Assault itself, while
the number of defending ships will
be affected by the earlier attacks. If
the Planetary Assault fails it may be
decided that Exterminatus is the only
option left. In this way you can play
several Gothic battles followed by a
series of Epic and/or 40K battles to
decide the fate of the

system.

Well, that’s it from me,
ta ta for now...

IMPERIAL HEAVY TRANSPORT .

special

Cruiser/6 15cm 45° 2 5+ 2

Port weapons battery 15cm 3 Left

Starboard weapons battery I5cm 3 Right
Dorsal weapons battery 15cm 2 Left/front/right

warp  travel),

Not ‘all merchant ships fall into the
standard  ‘small  transport’
category. Some of the larger trading
galleons and ore carracks approach
the size of warships, though most
commonly these dccompany Rogue
Trader fleets exploring beyond
lmown space or ply the major tradmg

thf 2 Samﬂs_simq _-Té_"_"“*?__ .Whlch
accompanied the fleet of Rogile

:eastern fringes late in the 39th

Millennium. Long delays by warp

‘storms and alien action (as well as the

inevitable time distortions caused by
meant that the
Santissima Terra and its attendant

‘escorts did nbt re'l:'um tO Irriperid!

The ship which returned was virtually
unrecognisable as that which bad left.
Whilst r-;.eparated from the rest of the
ﬂeet her captain, Imgo Porrfe]l had

precious metals and gems that even
-after

refinémém lify shipboard

away as much wealth as posszbie

before the warp storms closed. in

‘once more; Captain Portfell resorted

to cladding the outer hull of his ship
with solid gold. Every arch and

‘buttress of the Santissima Terra
glittered with the histre of pure gold
‘and it is said that none who gazed

‘upon her could avoid feeling the stir
of avance. in thelr heart The wily

proceed directly to Terra Wlth his

‘Note to Players:
‘playtesting for Batlefleet Gothic, the

prize and after an eventful journey,
pursued by every pirate and corsair

‘within a thousand light years, he
“presented the ship to his guild house,
Through great endeavours the ship

w:is 'lande'd and now"fdﬁns parli of the

During early

transports used in Convoys and

Planetary Assaults were much bigger
-shlps

for whlch we used old
above If you ‘want to use hcavy
transports just swap two ordinary
tramsports for each heavy transport
from u_ld Spaceflect.modeis _(avallabl__ﬁ
from Games Workshop Mail Order)
ot for t"he mOfe ‘ambitious, you can
them using the
standard Imperial transports - as
a guide.,

Note also that although the ship is
described 'as an Imperial heavy
transport, other fleets make use of
similar vessels, so they may also be
used in Chaos, Ork and Eldar fleets.




e SPACESHIP BATTLES
g | . INTHE 41ST MILLENNIUM

attlefleet Gothic, the game of spaceship combat, is set during

the Gothic War in the 41st Millennium; a grim time when the

Imperium of Man battles for survival in a hostile galaxy. Battlefleet

Gothic allows you to command fleets of warships in deadly conflict

among the stars, though whether as Mankind’s saviour or its
= destroyer is up to you!
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épacc Marines are h_umanity's ultimate

%M \RH RFQMER“ warriors, mankinds last bastion against the

1D.DDD : terrors of the galaxy. Equipped with the best

arms and armour the Imperium has to offer.
Space Marine armies are the Emperors finest.

. »

.| There is not
2 time for

. peace.
No
' respite.
No
forgiveness.

There 1s {mly
WAR!
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Journal Steve’s fine visage
(Fine? You must be blind -
Fat Bloke) returns to the
pages of White Dwarf once
more. This time he’s going to
tell you all about Fanatic
Press, the new name for all

the gaming titles that come
Black Library...

FANAIIG PRESY

from

I'd just like to welcome everyone to
the launch of Fanatic Press, a new
wing of the Black Library. In this article
we'll be taking a look at what Fanatic
Press is all about and what great
products are coming out over the next
few months.

What is it?

Well, Fanatic Press isn’t really new. The
Blood Bowl Compendium came out
last year, followed by the first Epic
Firepower and Gang War for
Necromunda. We just hadn’t grouped
them all under one banner at the same
time before. It was only as we were
looking at all the releases that we have
planned for next year that we realised

_ .Epl.c_ f:._a_ns have _put_._taga!har a\.-g;:eat__co!!ecnon_.z
 of articles, some of which are included in the
latest issue. Also included are Imperial tactics,
'house rules for Whlte Scars Space WGIVBS

that we could do with a name to call
all these gaming publications.
Compendiums didn’t seem
appropriate, as that implied simply a
collection of reprinted articles, and a
large part of Fanatic Press publications
have wholly new material in. Anyway,
after much wrangling and stretching
of grey matter we settled on the name
Fanatic Press (fanfare).

What does it do?

All the Fanatic Press publications are
there to provide you with support for
your hobby. Over the years, Games
Workshop has produced numerous
games such as Blood Bowl, Epic and
Necromunda, to name but a few: As we

EPIC FII'-IEFOWEH

imperaior Abominatus. Despoiler o‘f Wor!ds

all know; these are great games and we
love playing them. However, it is to
some people’s dismay that these games
and miniatures are not available in the
stores any more and there aren’t
regular articles in White Dwarf.

There is a good reason for this which I
will explain. First, we only have so
much space in our shops, and there
isn’t room to stock absolutely
everything. Priority, of course, goes to
Warhammer and Warhammer 40,000.
Second, each year we bring out great
new games - so far this year we've
already seen Battlefleet Gothic, and
even a cursory sneak around the
games designers’ office reveals all
sorts of arcane folders with potential
new games lurking within.

The fact is, if we continued releasing
stuff from the studio for Blood Bowl,
Epic, Necromunda, Gorkamorka etc,
you would never get to see any
exciting new games. Yep, that’s right,
no Battlefleet Gothic, because all the
designers and the White Dwarf team
would be too busy writing articles for
the existing games. 80, as you can see,
it’s a compromise, and at the end of
the day when they have had their fair
crack of the whip, the older stuff has
to take a back seat and make room for
the new.



GANG WAR
‘Necromunda fans will be pleased to hear that
the articles keep coming in. Gang War is
:shghﬂy dtﬂerent from the prawous Fanatic

only costs £2. 75

There have been three i lssuas of Gang War
to date and we have plans to continue them
for the foreseeable future, with another

But it doesn’t end there, we know that
many of you out there have spent
considerable amounts of time and
money on your hobby and enjoy
playing games of Blood Bowl and so
on. That’s why we have put in place a
couple of things that provide
continued support for the games
which you love.

First, if it's miniatures or the games
themselves you're after, Mail Order
carries an extensive stock of all our
games and miniatures. They’ll even
cast up models especially for you!

Second, there is Fanatic Press. Already
our range covers Blood Bowl,
Necromunda, Epic and Warhammer
Quest, with titles planned for
Battlefleet Gothic and Gorkamorka.

All Fanatic Press publications are
packed with new house rules,
miniature conversion ideas, modelling
projects, scenarios and much more. As
you can imagine, with anything up to
96 pages to play with, a single Fanatic
Press book can provide months of
gaming materials, whether you take
the ideas and try them out yourself or
use them as a springboard to generate
your own stuff is up to you. But don't
forget that if you do generate a new
article send it in to us, because
without your ideas Fanatic Press will
fade away.

Wheo’s writing all
this stuff?

All the material published by Fanatic
Press is generated by you the gamer,
out there in clubs, bedrooms, garages
and dens across the world. The
Citadel Journal is ‘Written by gamers

couple at least planned for release late this
year 01" éarly' next y’ea'r' So if you've gbt any

you're n_ot telling us about get wrltlng

for gamers’, and the same goes for
Fanatic Press. As long as we are getting
good feedback about a particular
game then Fanatic Press will
endeavour to publish something to
support it. We can tell how popular a
game is in a number of ways: we can
run games at conventions and see how
many people are attracted; we can surf
the internet to see how lively the
newsgroups are or if there are any
specialised mailing lists; we can see if
there are any websites or even a
webring. But for the most part we get
a feel for a game’s popularity by seeing
how much stuff we get sent in from
you. This means that Fanatic Press is
very much a self-perpetuating thing. If
nobody sends in any articles or
miniature conversions etc, for
Necromunda then we won’t have
anything to put in the Gang War. But
this won’t worry us unduly, as we will
also have a fair idea if no one is writing
for Gang War then it probably isn’t
worth doing any way. So what we're
trying to say is, the ball’s in your court.
If you have a particular favourite game
and you want to see continuing

support for it, then send in your ideas,
articles and house rules. Fanatic Press
is all about establishing hardcore
communities of like-minded
hobbyists, so if you want to let
thousands of people know all about
your ideas and what you are up to
then get writing!

Of course, as well as your good selves
there are the game designers. Often
during the creation of a game there
simply isn’t room to fit everything in.
These extra tit-bits often find
themselves in the Fanatic Press in-tray.
After a game has been published it
isn’t uncommon for the designers to
come up with a whole host of new
ideas. There is no reason why we
should not share these gems with you
either. Finally, we also dig through the
White Dwarf and Citadel Journal
archives to find those old classics that
may be difficult to find, and we put
them all in one place — a Fanatic Press
book.

Where does the
Journal fit in?

The Citadel Journal fulfils a vital role
as the grandad of Fanatic Press. As well
as providing an outlet for articles on
Warhammer and Warhammer 40,000,
the Citadel Journal tries to cover all of
our games so each issue has
something for everyone. Unlike the
other Fanatic Press publications, the
Citadel Journal has a regular bi-
monthly slot ensuring you hardcore
hobbyists out there a fix of new
articles and ideas. To learn more about
the Citadel Journal read the article in
White Dwarf 232 which explains why
the Citadel Journal is here to stay and
going from strength to strength.

DEATHBLOW

fDeathblow is one of the newest ttﬂes in 1he

when you haven t got: tlme to orgamsa a brg
wargame but you and your mates still want
to play a game Andy Jones, B!ack L]brary

comple!e Chaos Dwarf adventure h:dden
away in his botiom drawer.



COME AND HAVE A GO...

Don’t forget that all Fanatic Press products are
your favounte gamc is, get sendmg those
articles into the Citadel Journal. We want
h@use rules; mlmamre conversron (the wacher

and scenarios. We're 1nterested in hearmg
about what you are doing. We also like to see
what you T domg as well 50 dont forget tc—

publish your article,

What we want:

. A scenario or campaign.

L Tried and tested house-
rules or tactics.

e Ideas for modelling,_ converting and
painting Citadel miniatures.

° A review of a tournament,

convention or club that you
have attended.

) Articles must be accompanied by
photographs of your models,
games, yourself and your friends.

) A few details about yourself —
your age, where you’re from,
which games you play and so on.

- If possible, supply articles on disc.
We can read most formats; this will
make our job a lot easier and we
like that!

g Why not e-mail us your articles?
You can send your ideas direct to
the Journal Bunker on:
iournal@games-.workshop.co.uk

g_mdes wn_be to:
THE JOURNAL BUNKER,
Games Workshop,
Willow Road, Lenton,
Nottingham, NG7 2W$ ¢ UK

Altemative‘ly, you can go on-line to the Blask.

writers’ gundes_ f_ro_m there. He_r.e s,:the U_RL.
bttp:/fwww.blacklibrary.co.uk

Get your name up in lights and be the eavy of

all your mates!

FHTE ARDS * CAMPAIGNS COMPETITIONS «

BAMES
WORKSHOP

TACTICS

| EPIC 40,000
27 Epic 40,000 is the award winnini
~ allows you to play out colossal
grim darkness of the 41st mil
ground shake as vast columns of armo
into battle, while mlghty ‘mans, hunﬁred_s

e FIREPOWER _
Firepower is packed with over 96 pages of brilllant
Epic 40,000 articles, inciuding house rules for using
White Scar, Space Wolves and Death Company
Space Marine units. We also have several articles from
Project Dropship, with an introduction by Carl W ;
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DABOYZ IZ 'ERE!

They're green, mean
and out now! The
Orc Warriors boxed
set means that now
you should have no
trouble getting enough
ladz fer yer battles.
Nick Davis takes a
peek at the latest
Warhammer Regiment...

There are many Orc tribes scattered around the Old (and New)
‘World from the Massif Orcal in Bretonnia to the dark forests of
the Empire, from deep in the northern wastes of Kislev to the
bitterly cold forests of Naggaroth. Wherever you go in the
‘Warhammer world, sooner or later you will encounter O

As every Orc Warlord knows, the mainstay of his army is his

Orc Boyz. These Orc warriors are tough and reliable and are

quite capable of holding the battleline against most enemies. Up

to now, raising a regiment of Orc Boyz took time, and any Orc

Warlord starts to feel uneasy when the Gobbos in his warband
r the Orcs — it just don’t feel proppal!

WOT'S IN DA BOX?

The new plastic Orc Warriors regiment boxed set is every Orc
Warlord’s dream — everything you need to form a mob is in one
box. A full regiment of 16 of da ladz (designed by Brian Nelson,

By Nick Davis

Aly Morrison and Mark Bedford), and metal bits to make a full
command group as well! The new plastic Orc warriors (like the
rest of the Warhammer regiments) are multi-part kits, so you
can assemble them in an infinite number of ways — no two Orcs
have to look the same! This can give your regiment a unique
character and a truly savage appearance.

The regiment comes with two weapon options. You can
exchange the hand weapons for spears (hmm... I like the
thought of an extra rank fighting in a combat), Ieaving lots of
extra weapons to put into your bits box. The sprue also has lots
of little extras on it, from an Orc skull to extra armour plates, so
you can customise your Boyz in loads of wa

To give you some ideas for conversions we’ve scoured Games
Workshop HQ to see what possibilities the new Orc plastic
sprue provides...




A You also
get spears in the box, s¢ you can
choose what to arm your ladz with,

A As well as 16 fantastic, multi-part, plastic Orc miniatures, you get metal extras
to make a standard bearer, hornblower and a boss.

4 1his is
one of Sean
Cutler's Orc
bosses from
his warband.,
He has
added a
cloak and

gi;esgfgfggs A This Orc conversion belongs to Wg‘w'r‘e
VWiariiar Dwarf new boy Matt Nicholls. It is going to
sprue be the Warlord for his growing warband. He
; has used all the armour plating and spikes
on the sprue to bulk out the model.

 These
Ores were

converted by
the staff at
Warhammer
World. Only
the Orc on
the far left
uses a part
from- another
plastic kit (in
this case the
Zombie
sprue).

i

A The new Warhammer Ore
wartiors have been designed to fit
with our Warhammer 40,000
plastic Orks and so the two are
ideal to mix together for even
more variety, as you can see from
these examples by the ‘Eavy
Metal team.

This Snakebite was converted

by the chaps at Warhammer
World and uses body parts from
both the Warhammer Orc wartiors
and WH40K Ork Boyz sprues.




The Shining Spear models are multi-
part kits, allowing you plenty of
variety in your squads.

Check out next issue — the Shining
Spears are bolstered by the release
of the Shining Spears Exarch!
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Jetbike Duel

Gav Thorpe

Hands up anyone who's looked at a jetbike

and wished they could fight a battle like the
speeder bike scene from Return of the Jedi?
Nearly everybody, | expect. Well, feeling

particularly inspired, | knocked together this

scenario/minigame and the White Dwarf
crew have let me share it with you.

This scenario pits Craftworld Eldar Guardian
jetbikes against Dark Eldar Reavers in a hair-
raising, high speed chase through dense
forest. The ability to make split second
decisions and a good eye for distances
is essential!

A small force of Dark Eldar has stolen
several spirit stones from the Craftworld
Eldar, and is racing back to the webway
portal to escape. Overhead Eldar aircraft
stalk the sky, so the Reavers are forced to
stay below the forest canopy to elude
destruction. The Eldar must destroy their
dark kin before they can get away with this
irreplaceable treasure.

What You Will Need
Jetbike Duel is played down the length of the
table, and the more terrain you have, the
more exciting it will be, '
The Craftworld Eldar force consists of:

1 Viyper jetbike armed with shuriken cannon

Alternatively your force may consist of:
5 Shining Spears, 1 with shuriken cannon
1 Shining Spear Exarch with a bright lance

The Dark Eldar force contains:

9 Reaver jetbikes, 2 of them armed
with blasters

Here’s a bit of a treat for all you jetbike fans out there. Gav has come up
with special rules for an exciting chase through thick terrain on jetbikes.
Can the Dark Eldar outrun their craftworld kin? Play it and find out!

All jetbikes operate as separate models —
there is no unit coherency in this scenario.

Set-Up

One of the short table edges is designated
as the leading table edge. This is the
direction that the chase will take. The Reaver
jetbikes set up first, anywhere on the table
that is more than 48" from the leading table
edge and pointing towards the leading table
edge. The Eldar jetbikes can then be set up
anywhere that is at least 12" from all the
Reaver jetbikes and pointing in any direction.
The diagram below shows how this works.

Sequence of Play
e Chase phase

* Movement phase
= Shooting phase

1. The Chase Phase

This game is played down the length of the
table and you must decide which direction
the chase is moving in. As this scenario is a.
chase, movement works slightly differently,
to give the illusion of speed. At the start of
each turn, there's a special chase phase.
During this phase, the players work out the
effects of racing along at high speed.

During the chase phase, each player must
decide which of their jetbikes are using their
engines to keep up the chase and which are
going to drop back. The table is assumed to
be moving backwards at 12" per turn. If a
vehicle uses its engines to keep up, then it
stays in place. If a jetbike brakes then the
player must declare how quickly it is braking.
A jetbike can drop back 1D86, 2D6 or 3D6




inches. A jetbike at more than 45° from
the direction of the chase cannot keep up
and drops back 12", along with all the
terrain (note that the jetbike cannot brake
as well, it automatically fall back 12", no
more no less).

Players declare what each of their
jetbikes is doing in turn, starting with the
jetbike at the front of the chase and
working backwards. Once this is done,
the chase phase is resolved, working in
reverse order from the back towards the
leading edge of the table.

Every piece of terrain is moved directly
backwards (i.e. away from the leading
edge of the table) 12". If a piece of terrain
is moved off the end of the table it is
‘recycled’ and immediately placed back at
the front of the chase. Each player rolls a
D6 for each piece of terrain recycled,
the highest scorer gets to place that
terrain piece anywhere within 3D6" of the

leading edge but not within 2" of another
piece of terrain.

2. The Movement Phase

In the movement phase, jetbikes may
move and turn. This works slightly
differently to the normal 40K rules.
Jetbikes at the front of the chase must
move first.

» A Reaver jetbike can move a further 6".
For every full 2" moved forward it can
make one 45° turn. The jetbike must
move at least 2" forward before every
turn (ie you can’t move 4" and then
combine the turns into a single 90° turn).
Alternatively, a Reaver can use its
boosters, in which case it can move 12"
but may only make a turn after every
4" of forward movement. Using
boosters also makes a Reaver's
save invulnerable, as in a normal
Warhammer 40,000 game.

¢ A Craftworld Eldar jetbike can move a
further 6", making one turn up to 90° for
every 2" moved forward.

* The Vyper can move a further 12",
turning 45° for each 4" of movement. If it
moves in the movement phase it can
only fire one weapon.

Note that you do not have to move a
jetbike if you do not wish to do so.

If a Reaver manages to get within 12" of
the ‘leading’ table edge it is deemed to
have escaped and is removed from play.

Collisions, attacks and moving
off the table

If, for any reason, a jetbike moves into
any piece of terrain, it is destroyed and
removed from play. If a jetbike moves off
any table edge it is assumed to have
broken off the chase and counts as being
destroyed. The only exception to this is




Reavers that move within 12" of the ‘leading’
table edge, which are removed because they
have escaped.

If a jetbike moves within 2" of an enemy
jetbike during its move, it can sideswipe.
Both players roll a dice and add their
Strength (The Vyper counts as S5). The
Shining Spears have S5 if they make a
sideswipe attack (due to their laser lances),
but only 83 if they themselves are attacked.

The loser takes a hit with a Strength equal to.

the difference between the two scores. Note

Jetbike Duel
Turn Sequence

* Chase Phase:

Players decide whether to
keep up with the chase or
brake, and scenery is moved
backwards 127,

* Movement Phase:
Jetbikes manoeuvre for
position and make
sideswipe attacks.

* Shoofing Phase:
Firing at enemy jetbikes
using the normal WH40K
shooting rules.

that this is the only close combat allowed. A
jetbike can only make one sideswipe attack
during its movement against each enemy it
passes within 2" of, but it can attack as many
different enemies in a turn as it wishes to.

3. The Shooting Phase

Shooting is resolved using the normal 40K
rules, with the exception that bike-mounted
weapons can only fire within a 45° fire arc’ to

the front of the jetbike. Vyper pilots have a

180° fire are, while the heavy weapon on the
Vyper's rear mount can fire in a 360° arc.
The jetbike closest to the leading table edge
fires first and then play proceeds backwards
through the jetbikes, resolving the fire of

each one in turn. Note that making sideswipe -

attacks in the movement phase does not
prevent you from shooting in the shooting
phase. '

Fast Resolution

Decisions and actions must be as near
to instant as possible — no thinking
allowed! A player is allowed five
seconds to begin resolving a jetbike’s
actions in any given phase, if they
hesitate longer than this the jetbike
does nothing that phase!

Victory Conditions

If more Reavers escape than are killed
it is a Dark Eldar victory, if more are
Killed than escape, it is a Craftworld
Eldar victory.

Alternatives

Obviously you may want to alter this

game to suit your terrain and model
collection. For example you might want to
have Space Marine Land Speeders (treat
them as Vypers for sideswipes, movement
and fire arcs) chasing the Dark Eldar over a
ruined cityscape. | reckon three Space
Marine Land speeders and a Land speeder
Tornado would be fair. '

Have Fun!

Movement

* Reaver Jeibike:
May move up to 6" and
make a 45° turn for each
2" moved, or may move .
up to 12" and make a 45°
turn for each 4" moved.

¢ Eldar Jetbike:
May move up to 6"
forwards and make one
90° turn for each 2"
moved.

¢ Vyper Jetbike:
May move up to 12"
forwards and make one
45° turn for each 4"
moved.

Photocopy this
page, then cut out
the box on the left,
fold it along the
dotted line and
stick the two
halves together
around a thin piece
of card to make a
handy quick-
reference card for
your games.

ay Y-
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~SUMMER GAMING!

, It's the last few weeks of Summer!
Bored and nothing to do?

Then make sure that you come down to
your local Games Workshop and join in
all the excitement...

e Monday - Terrain Workshop

¢ Tuesday - Painting Workshop

* Wednesday - Warhammer Games Night
e Thursday - 40K Games Night

¢ Friday - Tactics & Army Collecting
* Saturday - Warlords & New Releases
e Sunday - Initiate

There are also roadshows touring our
stores, so contact your local store
today to find out what’s happening in

: your area!
&%

T

LONDON CENTRAL S TORE

The address of the
London Central
storeis:

Unit F10,
The Plaza e
Shopping Cenire;’
1stiioor,
116-128-QOxford
Street, Londan

Tel: 0171 436 0839
\
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The Orc hordes are on the rampage agam' Check
out the new Orc regiment in action at your local
store! Just come down to take part, or bring a
regiment of your own to add to the Orc Waaagh!




{ WATFORD STORE ARMY

BEASTS OF THE CRAGS

Having spent four years as a Warhammer player collecting a Chaos army, | was looking forward to the release of the new Realm
of Chaos army list when | learnt that under the revised rules | would have to focus on either Beastmen, Daemons or Chaos
Warriors. While the prowess of the elite Chaos units had won me many games, the core of my army had always been Beastmen,
combining relatively low cost troops with the toughness to survive, while the rest of your army got stuck in. They also appealed
to my sense of brutality, and | loved the feral look.

From my original Chaos army | judged only a single Shaman worthy enough to join my new all-conquering (well, almost) horde,
so | set straight to work. In the two weeks before the Realm of Chaos set was released | painted eighteen Gors, a Beastlord and
David McCullough a Battle Standard! After some initial defeats and the chance to read the army list | invested in some Ungors, five Harpies and
GW Watford Store hard hitting shock troops, Chaos Trolls and Minotaurs, led by the wonderful Minotaur Lord, At the very least it would give my
opponent's Dwarf cannons some big targets to shoot at...

| continued to paint new units as they were released, starting with another twenty Ungors, and gained more and more wins when my Beastlord’s Bestigor
retinue began to munch their way through the enemy lines. Chariots provided priority targets for enemy missile fire, enabling much of the rest of my
army to get over to the enemy relatively intact. Chariots absorb incredible amounts of damage and their impact hits can really distract and worry an
unwary opponent. | rely on my large units with a decent rank bonus to do the real damage (when you roll like | do, troops always prove the best choice)
and enjoy watching my enemy worry about them bearing down on him. y




A Nurgle Chaos Dragon (using Zombie Dragon
heads) seemed to fit the direction that the army was
taking. It is extremely dangerous in battle and | try
to make sure it always rips apart one of the enemy’s
important units!

My battle plan remains largely the same every time
1 play. Because of infighting and stupidity, | expect
my army to get spread out across the board, but
nevertheless a tight plan helps to minimise this. The
Harpies routinely kick in Empire or Dwarf cannon
crews, while the Minotaurs go down in a blaze of
glory, taking the entire enemy flank with them. My
Beastlord (leading the Bestigors) organises a
battleline and then, despite often getting charged
by the enemy army, proceeds to hack apart his
opponents. My Trolls don’t seem to understand that
having a rest in front of a unit of short berserkers
with bright orange hair is a bad idea, but they are
still worth taking because when they do attack they
make a nasty mess of the foe!

Ultimately. — remember that the Beastmen
outnumber the Humans of the Old World by over
two to one, so there are always plenty more where
these came from!
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; Come down to your local
Games Workshop store and game!

CALL YOUR LOCAL STORE FOR DETAILS
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= DARK ANGELS STRIKE FORCE
- FUND-RAISING COMPETITION -

The Dark Angels army shown on this
page is the work of Ken Robson - the
ex-Tornado pilot in charge of all our
stores in the South West of the UK.
Actually, what you see here is just a
fraction of the whole army. Models not
available for photography at the time of
going to press include three Tactical
squads, a Whirlwind, a Rhino and a
Predator! And the whole lot could be
yours! Yes, that's everything you see
on this page, plus the additional
Tactical squads and vehicles, plus
whatever else Ken manages to
assemble and paint between now and
the printing of the entry forms.

; To become the proud owner of this amazing army,
-] allyou have to do is get your hands on a special
~ 1 entry form. These will be available for just £2 from
Games Workshop stores nationwide, between
August 21 and September 19 (and also on sale at
Games Day on September 12, where you'll also
be able to view the entire prize army in all its
glory). The winner will be decided on September
27th, so your entry form needs to be with us by
that date!

Ken has recently found out his 3 year-old son is
autistic, and desperately needs to raise £25,000
for his medical treatment, so we've agreed to help

| by organising this competition. The proceeds will
go to help Ken's son get the treatment he needs.
If we manage to raise more than the £25,000 Ken
needs, any surplus will be donated to a related
charity. To win, you'll have to caleulate the points
cost of the models shown in the photograph on
the entry form, and come up with a suitable name
for the army commander.

Note that entry is limited to UK residents only, and
employees of Games Workshop and their families
may not participate. Only entries submitted on
official entry forms will be accepted. A summary of
the competition rules can be found on official
entry forms. Full details of the rules are available
on application from:

‘Dark Angels’ Competition Rules,
Games Workshop Ltd, Willow Road,
Lenton, Nottingham, NG7 2WS
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Ever since the Eldar first burst onto 40K
battlefields way back in 1989, 1 have
been trying (with varying degrees of
success) to win games with them. Here
then is the result of a full ten years of
gaming experience. If at the end of this
article, you feel that you have attained
some kind of karmic oneness and
achieved full and complete knowledge of
Eldar tactics, then please write in and tell
me about it, because | am still learning
new things with every battle!

Let's start with basic principles then. The
first thing that a commander should do is
review his troops, so that is at the top of
my list. I'm not going to trawl through
every troop type in detail — that would
take far too many pages and be very dull
— instead | shall look at the army as
a whole.

The first thing to note is that the Eldar are
fast. Very fast. Nearly all of their vehicles
count as fast vehicles and are also
skimmers for extra zippiness. Most of the
troopers get to move an extra D6" per
turn if they give up the opportunity to fire
their (short ranged) weapons, and the
army list is just loaded down with extra
fast units like Swooping Hawks, Warp
Spiders, jetbikes etc. So getting around

the table in a hurry is not a problem to
most Eldar armies.

The second plus point for the Eldar is that
they have some astonishingly good
weapons and equipment. In fact, | am

‘going to stick my neck out here and say

that they have the best weapons and
equipment in the game. Who else has a
lascannon that can fire on the move and
get through the armour of anything on a
four or more (at worst)? Nobody, that’s
who, just as nobody else has plasma
weapons that don't overheat or flying
battle tanks. The Eldar have been very
busy over the aeons of their existence
producing some of the most awe-
inspiring wargear there is,

For my final plus point, I'm going to
mention focus. This is actually a bit of a
double-edged sword. Every Eldar unit is
optimised for a particular battlefield role,
and while this makes them practically
unstoppable in the right situation, it also
makes them practically useless in the
wrong one. Just try winning a firefight
with Howling Banshees or a close
combat with Dark Reapers and you'll
quickly see what | mean.

So far I've been pretty positive, so let’s
look at some bad points.




Firstly, you can't help but notice the low
life expectancy of most of your units. In
the grim darkness of the far future,
Toughness 3 warriors tend to come apart
distressingly easily. In practice, you will
find that, lasguns aside, most basic
weapons will only need a three or more
to really ruin a Guardian's day. This leads
logically to my next point — armour. Most
Eldar don't have much to speak of
standing between them and a hostile
universe. A few Aspect Warriors load up
on armour, but these also tend to be
heavy on points. Which seamless link
brings me to my third point — pomts
you just have to have in your army, costs
a lot of points and won't necessarily live
any longer than your cheaper cannon
fodder. Sure, Guardians are nice and
cheap, but add in a support platform, a
Warlock with a useful psychic power and
soon your cheap unit looks far too
expensive just to use as a fire screen. As
for Aspect Warriors, jetbiles, Farseers
and the like, you pay a lot of points for a
good deal of killing power — and a bad
deal of survivability.

OK, so we've surveyed the troops — now

let's get down to business. How do you

get this amazingly diverse but fragile army
to win battles for you?

UNITED WE STAND

Unity is strength and nowhere is that
more true than in an Eldar army. Every
Eldar unit is designed to work in
conjunction with other Eldar units. Any
unit operating alone has a life expectancy
measured in seconds. However the
abilities of one will complement the.
abilities of another. As an example, look
at the Eldar psychic powers — all but three
(Destructor, Eldritch Storm and Mind
War) are designed to make another unit
more powerful. Eldar close combat
specialists rely on the supporting fire of
massed shurikens from lowly Guardian
squads. Heavy weapons squads such as
Dark Reapers or support batteries need
close support from assault units to
prevent them from getting swept away in
close combat. More than any other army,
the Eldar force must work as a cohesive
whole, each unit compensating for
another's weaknesses while amplifying
its strengths.

Here's a quick example to explain what [
mean. Advance your close combat
squads up behind large Guardian
Defender units. When the enemy are in
range, the Guardians can blast away with
their shuriken catapults while the assault
units fleet of foot up to the enemy. Once
combat is joined the Guardians are then
perfectly placed either to assist in the
close combat or move up to occupy the
ground that has been won. Do this in
force, with several units at once, and you
can knock the wind out of the enemy and
dictate the pace of the whole game. On a
smaller scale, try the same tactic with
close combat troops mounted in a Falcon
and supported by Guardian jetbikes.

DIVIDED THEY FALL

The whole thrust of an Eldar army on the
tabletop should always be to bring the
majority of your army to bear upon a
manageable chunk of the enemy. The
trick behind this is to isolate threatening
units, draw them away from the main
battleline and then jump on them with
overwhelming force. [fyou can shatter an
W|th one decisive blow, then you will have
cracked the essence of Eldar tactics.
Because of their average Toughness, light .
armour and relatively few
numbers, the Eldar simply
cannot afford to get drawn
into a protracted slugging
match. In a battle of attrition,
the Eldar will nearly always
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THE COLLECTED WISDOM OF FARSEER THORPE

Fat Bloke), re-deployment can win you battles
Don’t be afraid to spend a turn or two re-
arranging the position of your forces if this
means that when they do attack it will be much
more effective. Look at the example position
right. If the Eldar carry on moving forward they
will end up in the teeth of the Space Marines’
guns. However, looking at diagram 2, you can
see how 2 turns of swift movement can leave the Space Marines
outflanked and outmatched. There is a balance to this, though.
Adaptability is all well and good, but if taken too far it will mean
that you simply spend the entire battle reacting to the enemy,
rather than imposing your own will onto the tabletop events.
Sometimes you will just have to grit your teeth and bear the
casualties, as this may be the best course of action in the long run.

The Sharpest Blade Cuts Deepest...
As I'm sure you may have heard or read before, the Eldar
work best by mustering their strength and then striking
with a single decisive blow. To do this, you must find the
4 balance between attacking as many units as possible and
these enemy units, making sure you do significant damage to the units you
and with what? do attack. The danger here is that if you give a real kicking
to only a few units, there will still be too many intact
enemy for you to survive the inevitable counter-attack.
On the other hand, if you spread yourself too thinly then you might inflict a few
casualties on each of a dozen or so units, but no one unit is significantly reduced
in its effectiveness. To find this balance, you must categorize the enemy units
into those which are the
most threatening and
those which you can
leave till later.

Quick Quiz:
In which order
would you attack

Answer: In my opinion, 1 would wipe out the Assault squad first

with the Guardian squad supported by the Wraithguard, then the
Tactical squad with the Striking Scorpions and the Wraithlord, using
the Falcon and Vyper to attack the Devastators. The Baal Predator is
on the wrong side of the ruins at the moment and can probably be
ignored this turn as it doesn’t present an immediate threat.

A Blind Enemy Strikes at Random... Almost all Eldar weapons are as good at shooting
Use terrain to your advantage. Now this may seem obvious, and when the model is moving as the){ are when
with practice it is, but here's a couple of things to remember. stationary. Almost all non-Eldar firing is reduced
: significantly when their units are firing on the
Fleet of Foot moves are not reduced by difficult terrain, which move. Use this to your advantage to engage the
makes up for forests, rocks and so on slowing you down in the enemy in running battles around rubble, forests,

movement phase, behind hills and so on, so that your comparative

lack of range is not a consideration.




lose; their foes are either more numerous
or less likely to suffer casualties than they
are. A swift and decisive stroke is the key
to victory — forget this at your peril. In fact
‘swift’ and ‘decisive’ are two words that
sum up the Eldar army pretty well.

Because the Eldar are so fragile and so
easily shredded by most basic weaponry,
if the enemy ever gets in a really good
round of either close combat or shooting,
then you will be in for a very hard time. By
splitting the enemy army up, you also
minimise the danger to your own units,
Do this either by forcing the enemy to
physically move apart or by using terrain
so that only a fraction of their force can
target your army at once. You can then
concentrate on this fraction while
the rest of his army has to waste
time manoeuvring to bring you into
their sights.

ARROGANCE

The Eldar are an arrogant race and to a
certain extent this is represented by the
way that they work on the battlefield. To
do well, you will need to invest a lot of
faith in the abilities of your troops. The
odds will seem stacked against you but
still you must make the bold stroke and

seize the initiative. You have to get used

to not feeling nervous when you ask a
handful of Howling Banshees to wipe out
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a full squad of Space Marines or when a
bright lance gets a bead on a Leman Russ
battle tank. You have the tools to do any
job, it's just a case of getting the right one
to the right place. Some units seem to be
crying out to be thrown forwards. The
Avatar for example and Wraithlords are
two exceptions to the 'Eldar are fragile’
philosophy. Both of these are more than
capable of taking a few blows on the chin
and still dealing out plenty of close-
quarter death. In my opinion, the
Wraithlord is the single best unit in the
entire WH40K game. Because of its
Toughness of eight, it is completely
immune to most basic weapons and as it
has three Wounds, it's also the only
Dreadnought that can’t be taken out by a
single, lucky shot from a lascannon. Given
this, its two power fists with built in
flamers or shuriken catapults and a heavy
weapon seem almost like a bonus!

Finally, because the Eldar are possibly the
most varied race in WH40K, they have
the widest variety of tactics — so don't be
afraid to experiment. Practically any
combination of Eldar units will work well
together, giving you an almost infinite
choice to play with. Whatever you choose
in the way of units and tactics, keep the
Eldar philosophy in mind and you won't

go far wrong.
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Info the

aelstrom

“The Chaos army had travelled frgm every continent, every shdttered eity,
every ruined sector of illium to gather on this patch of desert that had
once been the contral centre of the Imperial garrison. The sand beneath
their feet had been scorched. melted and fused by a final, futile act of

suicidal defiance: the detonation of the garrison’s nuciear stockpile.’

= Hell in a Boitle, from Simon Jowett

*Hoarse screams and the screeeh of tortured metal filled the air, Massive
laser blasts were punching into the spaceship. They superheated the air
that men breathed, set fire to everything that could burn and sent
fireballs exploding through the crowded passageways.’

e C.-‘mdren of the Emperor from Barringion J Bayley

‘The warp embraced him as it

‘Their archaic armour sported all manner of grisly and morbid -
decorations, borne of Chaos-twisted imaginations and depraved urges.”
= Unthinking Justice from Andras Millward

always did. Further and further he

reached. beyond the gibbering hordes of Daemonic creatures which
implored him for his soul.”
~ Into*the Maelsteam by Chris Pramas

In the nighimare future of Warhammer 40,000, mankind teeters on the
* hrink of extinction. INTO THE MAELSTROM is a collection of a dozen

aclion-packed short staries set

_J

in this dark and hrooding universe.

e . ON SALE: SEPTEMBER

You can read sneak previews of all the new novels at ;I‘..e Blagk L.-:Jrar-}r wehsite

; m.fp.mww-v. Jf.ac»dfbreﬂy_co. Uk
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épace Marine armies are the most feared of all the fighting forces of the
Imperium, All Space Marines are powetful fighters, combining awesome .
firepower with deadly hand-to-hand combat skills. These super-human warriors b
are made superior to normal men by a harsh regime of genetic modification, S S
psycho-conditioning and rigorous training. Although few in number, the Space e #, P
Marines’ superb battle gear and their unswerving loyalty to the Emperor makes fi o
them more than a match for any enemy. E '

Space Marine Battle Force boxed set contains: 10 Space Marines, 5 Terminators, b
1 Land Speeder, 3 Space Marine bikes & 1 Gothic Ruin sprue SPA(:E M Anm = \
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WARHAMMES

W 40000 o Eark Eldar are cruel, sadistic, piratical raiders who strike without
) A warning, killing or enslaving all who stand in their way. Armed with
\-) ' P deadly, exotic weapons and mounted on swift Raiders and jetbikes, the
. | et Dark Eldar can dart from one fight to the next, never staying still long
O : enough for the enemy to mobilize sufficient force to stop them.

Dark Eldar Battle Force boxed set contains: 20 Dark Eldar Wartiors, ;
1 Raider, 5 Reaver jetbikes & 1 Jungle Tree sprue =)

[DARK ELDAR |

! an‘rﬂ.h‘ FORCE I

Dark Eldar Battle Force £40




Battle Forces are the perfect, cost effective way to begin a new army for Warhammer 40,000 or just
add some last-minute reinforcements to your existing army. All the Battle Force boxed sets are
packed with essential core troops to bulk out your army, and you also get cool plastic scenery to
add to your battlefield. j

UL LA

he Orks are one of the most brutal and warlike races of aliens in the

bloodstained galaxy of the 41st Millennium. Their huge empire is
divided among thousands of Warlords, each one striving to defeat his
neighbours whether they be human, Eldar or even other Orks! In battle they
fight in huge mobs and their tactics are as subtle as a sledgehammer. They
are seen as barbaric and anarchic, yet they are the most widespread race
in the universe!

Ork Battle Force boxed set contains: 16 Ork Boyz, 5 Warbikes, 1 Wartrukk,
® | 1 Warbuggy & 1 Barricade sprue

Sp Orks Battle Force

e e — : — = 2 = e

- Idar are an incredibly ancient and sophisticated race, who once ruled VT Rolilhid
a vast empire across the stars. Although they are now few in number, = ol :
they are one of the most technologically advanced races in the galaxy. i, 4

The Eldar battle for survival and dream of their former glory, even as they e “_
resort to piracy in their fight to avoid extinction, o

Eldar Battle Force boxed set contains: 20 Eldar Guardians, 1 Falcon,
1 Vyper jetbike, 5 Guardian jetbikes & 1 Jungle Tree sprue

Eldar Battle Force £40
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GLYPHS
‘Goffs use the bull's
‘head as their clan
totem. Thls

and ferocrty of their
‘charge.

Homsarea
common theme

amongst Goffs,
either bo!ted to thelr

PAINTING

CHECKS
Painting checks
onto your Goffs

is simple, Start
by painting the
“area Skull White,
Then paint (or
~draw) a grid
‘onto this white
-area. Finally
paint alternate
‘squares with
Chaos Black to
‘create the
chequered effect.

TRINSFERS

T Anem&rgreat
way to adorn your
Goffs is by using

_ transfers, The -
' check patterns
common to Goﬁs

Goffs |

0o are da Goffs?

The Orks of the Goff clan represent the classic and
most easily recognisable form of Ork kultur. Goff
Orks ‘are bigger, prouder and more aggressive
than other Orks. They have no patience with
complex technology or intricate battle plans,
believing that any situation can be resolved with a
determined charge into hand-to-hand combat and
some serious head-cracking. Goffs are the most
militaristic of the clans, and will always attempt to
take the lead in battle, dominating other warbands
by threats and intimidation to get them to follow
their painfully simplistic plans. Disputes between
Goffs (and there are a lot) are resolved with hand-
to-hand combat (armed or unarmed), or
occasionally in bizarre, ritualised head-butting
contests.

Goffs sneer at those who decorate themselves
excessively. They wear only black themselves,
with a minimal amount of decoration in either red
or white. Check patterns are the most favoured,
along with horned helmets and/or the symbol of
the bull's head. They are a no-nonsense clan and
excessive decoration is deemed highly unsuitable.
Goffs consider other clans such as Bad Moons
and Deathskulls to be somewhat frivolous.

ombat and what be

By Andy Chambers. Stories by Dan Abnett

Codex Orks has briefly touched upon how the Ork race is made up of many different clans, each with their
own style and way of fighting. In this article Andy takes a look at three of the clans in more detail and
suggests how to collect an Ork army to give it a distinctly ‘clannish’ feel.

Da army an da battle

A Goff army is very simple: Boyz, Boyz and more
Boyz, a high proportion of Nobs in mobs and a big
bodyguard for the Warboss. Goff warbands are
also likely to include a good portion of elite Ork
warriors such as Skarboyz and Stormboyz. Crude
Ork Dreadnoughts and Killer Kans (daubed in the
customary Goff black) fulfill the Heavy Support
role, but big gunz may be employed to give
covering fire by particularly canny Goff
Warbosses. Fast Attack forces are likely to be
limited to war trukks carrying Boyz but are often
equipped with rams, wrecking balls and boarding
planks so that the trukks themselves can be used
to assault enemy vehicles.

Goff armies are determined to get into combat
first, each mob trying to cover the distance to the
enemy before its rivals do. However, if an enemy
demonstrates patently overwhelming firepower by
wiping out the first few attacks against it, even
Goffs will rethink their approach. This will result in
an attempt to attack through dense. terrain or at
night to avoid the worst effects of enemy shooting.
Goffs will rarely, if ever, take up a defensive
position and hold onto it, preferring fo counter
atiack as soon as an opponent has committed
their forces to an attack.
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* Honavted Lot my fistenr, whocver you imay be, § am Elon Husssi. of
- the noble Nisetenth Melkias Imperill Guad, {may the Emperor smile
upon me) Sergeant-commandes of Scout: Pasty Dayjinn, deployed to.the.

fungle moon Ahanzok (locater gid ref attached) on the date..

«forgive my pavse, There is little left here save the vox-corder and my

- last clip of bolt pistol shells, The chronograph and focater units of my

Let me marshal my thoughts, record “what is p:rti:ixm..Wc;:._:. my- scout,
- party and L. we set down on Alanzok to recomnoitre ﬂ'lc”tl‘.‘l_'l'_itoty west

of the great inland delts, in preparation for our tegimental groundfall.
Contact with the sescarch sertlements here bad been £t two months prior,

following teports of an unknown cnemy missing for assault. Sixty men

were with me. A day's trek through stecply-ravined river-slopes, thickly
soped with fleshy, stinking plants, brought us to the perimeter ficlds of

the settlements,

-z They bad been razed. We found no.sig;n of settlets, vehicles, shc{m.o‘f.:._.l;_n)f. ;
" “equipment farger than 2 man's fist. There ‘was a charred scar in :

......... _ 1ed scar o the soil
six miles foog and two wide, fringed with blackened, ed trees. There
was 3 smell A dreadfol smell And then we'saw o the trecline. stakes

cat from trunks, stakes with skinsed heads o top of them. Barbarous
] signs around the boles of the stakés, This was

the work of Orks There was no mistaking it, according to the Commissar.
who said e “kncw about  these’ things, ‘and our. bricfings had. indeed
: ' 3 might be the adwersary on this world None

4Lt eREF: - INO/0STISS0/ER

f#+4+RE: — Fragment recovered from vox-corder memory cells

By late afternoon we had reached the banks of ‘one strand 'of the great:

delta. Riverwater, like ochre soup, siffed hetween the. finger-roots of great

we make the far bank before nightfall. The Commissar refused to-inform

me of his actions in HBunting down thc deserters, but many in his detail

had: pale, unnerved expressions.

We crossed the river in the half-hour before sunsct, striding out in single
files of men roped together as they marched through the mud silt and

hip-decp water. Thus :J;pospd.' thus vulnerable, iﬁ:y found us. | remember .

the ‘roar of crude weapons, the strafing fincs of high-velocity impacts that
chewed up the sullen stream: Men. died, blown apart. Some broke and ran,
some ried to push forward. Then the foc emerged from the trecline on
three sides. Their armour, colours and  fotem-standards were a3 black as
death. Under these fluticring, taven-pennants, they came at us, Orks.. for
the first time we saw Orks. Larger than men. wider than mes, pot men.
at all, but shaped fike them. Hides green like lichen, bellowing mouths
open to. cxpose vast ranges of blackened, broken tecth.

+ There were less of them than us. At first anyway... Peshaps thirty or thirty

five. They were like 2 wall of raging noise a5 they came and as they closed,

I saw fear in his eyes. ln_ trurh. I'helieve he had never ;c_ma_.ﬁy. encouptered _"‘

them cither.

This gully between fallen trees is my fioal rest. T have ot wi, streagih
or bility to strap aud staunch my wound. Some. ironic chance ha.s.l'cft_mc:
with the yox-corder set. and into it I make my last testimony. On the

display. I'see that Farburn's. translators have finally deciphered the codless o '_ 1 .

chant.

“Fight 1o live, live to fight”

Now I can do. nesther. May the .Emfsgror Jlook down vpon me, and find
me worthy: -

i




i i . Blood Axes use
; 4 pcolour for
3 4 A idenﬂﬂcatbmn
2 i the same way as
: l ‘ hl.u'nams X
tmumsﬁ

Paintmg c:a;mouﬂage is-an easy way

to make your miniatures look
impressive, as the pattern itself wﬂl AT
require little or no highligl OF
shadfng Agcod source > {0

Sneahy gitz

Members of the Blood Axe clan are distrusted by
most other Orks. The Blood Axe clan was the first to
come into contact with humans untold millennia ago
and over the course of their interminable wars with
the pinkskins the Blood Axes have adopted certain
traits of the human military. Many Orks suspect that
the Blood Axes are (have been or will be) in league
with the humies and have become tainted with
dangerously un-Orky ideas like taking cover when
they're shot at and retreating if they're losing. Blood
Axes are the Orks most likely to work alongside
human pirates and renegades and even hire
themselves out as mercenaries if the price is right.
Blood Axes have a reputation for being cunning and
treacherous, whether they be allies or enemies.

Blood Axes often use human-style camouflage
schiemes and body paint, although the colours and
application tends to look crude and lurid to human
eyes. It is debatable as to what extent Blood Axe
warriors use camouflage to conceal themselves,
many appear to wear it as a trophy or prize, rather
like a human would wear leopard or tiger skins. In a
similar vein some Blood Axe Nobs have even been
observed wearing an approximation of full Imperial
Guard uniform including looted gold braid, medals

‘and regimental insignia. Blood Axes use the symbol

of crossed axes for their clan, often embellished
with blood dripping from the blades.

Blood Axe Or

This Blood
Axe Wartrak
has been
painted in
desert
camouflage
and carries
lots of
supplies and
equipment —
a common
practice
amongst the
Imperial
Guard.

Ow do dey fight den?

Blood Axe warbands tend to feature large numbers
of Kommandos; their warriors apparently showing a
natural ability in this regard. The bulk of the Boyz
are unremarkable, being a selection of slugga-
armed and shoota-armed mobs appropriate to the
terrain and opposition. Nobz are less in evidence
than in other Clans, presumably because those that
achieve Mob status either get assassinated or
quickly rise to command the whole warband. Blood
Axe warbands commonly field looted Imperial tanks
and artillery for their heavy support, such as Leman
Russ battle tanks or Basilisks, and consequently
include a greater number of Mekboyz than those of
other clans to keep these behemoths functioning. In
battle, Mekboyz lead Burna Boyz mobs or join the
Warboss's bodyguard.

ook my tanks! Who do they
think thc_y are taking my tanks

deatly oo

Blood Axes rely on stealth and their opponent's
overconfidence to catch them off guard and destroy
them before they recover. Ambushes and raids are
their favoured methods of combat, but in open
battle Blood Axes are guite capable of fighting with
customary Ork aggression. A Blood Axe Warboss
will not think twice about sacrificing several mobs
just to distract an enemy or lure them into an
exposed position where the combined attacks of the
rest of the warband will destroy them.
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Andy Chambers’

Basilisk is a prime
example of a Blood Axe
looted vehicle.
Conversions such as this
can be large projects
and will form a great
centrepiece for an army.

: g 'lly she suns came out zgam and. l:gln i
: :_gBioud Axes koew their ad\'amagc was fost and: shpp:d away('

,

Exccrp! f.rom the memoirs:of [’ﬂtmenk al Baz,

Captam of the J\cftprus Astartes, ‘. :
Hound: Skull Chapt:r 732M4l

“To kill the Gmt e mot know the Orloid”

THOUGHT Bravers
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‘main icon is a
skull, sometimes
horned and
usually blue. The
glyph varjes
greatly and many
' Deathskulls have
their own
personal version
that they paint on
anything and
everything they
own (and a lot of
things they.
don't!) as a mark
of ownership.

DAGS

W ] ]

pattern, dags are a

. good Orky decoration
_for both troops and m
vehicles. First, paint a .

 zig-zag pattern and
then fill in each
-alternate triangle.

WARPAINT

Like most Orks, Deathskulls use
‘warpaint to decorate themselves.
Deathskulls see blue as a lucky colour
-and will paint themselves with as much
-as they can in the belief that the more
they wear the more hke}y their gods’

more biue the Ork
‘Wears the higher

Ji his standing :
g amongst the ottier

Orks.

[AAAAl

Da lootas

The Deathskulls clan are renowned for their
exploits in scavenging weapons and equipment
from the battlefield. Orks from other clans view
Deathskulls as untrustworthy thieves and
rapscallions, who will steal anything not nailed
down. Deathskulls see themselves as
opportunists and entrepreneurs who simply take
advantage of the natural opportunities the gods
place in their path. To most Orks the ownership of
an item is a privilege earned by being big enough
to fight off anyone who wants it. To a Deathskull
ownership is the right of whoever is quick enough
to snatch something and clever enough to keep
hold of it. Deathskulls have a strong belief in luck
and, for want of a better term, fate — should a
Deathskull spot some unguarded piece of loot, he
will regard it as a message from the
gods that it should be taken by
someone who will take more care of it.

“Purzeshun iz nine tenfs

of 00's da biggest.”

“Shargob Zaghad

Deathskulls can be identified by the
assorted pieces of plunder they bear
from their various scavenging exploits —
broken weapons, pieces of machinery,
unexploded shells, tattered uniforms.
Small pieces are tied onto limbs or womn
as jewellery, often through pierced lips
and ears. Large and particularly choice
items may be incorporated onto helmets
or bosspoles. The unifying feature of all
Deathskulls is their blue war paint. Orks
think of blue as a lucky colour and
Deathskulls habitually daub their bodies
with blue paint to attract good luck when
they are looting. The more unlucky a
Deathskull is feeling the more war paint
he will use, so an individual wha is down
on his luck may end up painted entirely
blue!

Ow do dey fight den?

The most notable feature of a
Deathskull warband is the number of
Lootas mobs it will contain, each armed
with a plethora of Imperial weaponry
scavenged from earlier battles. A looted
vehicle is a common sight amongst
Deathskulls, doubtless stolen from
some inattentive Blood

Axes. Deathskull

warbands also tend to

include large numbers of Gretchin, as the most
light fingered of the little blighters naturally
gravitate toward serving Deathskull Orks. The
remaining mix of troops will be fairly typical for an
Ork warband, though the Nobz and Warboss will
be well equipped with scavenged wargear.

While the firepower of Lootas may be impressive,
their accuracy remains typically... Orky. However,
the Lootas can still pin down enemy units,
generally from good firing positions in cover where
they will be hard to wheedle out with retumn fire.
Where cover is in short supply skirmish screens of
expendable Gretchin are used to protect the
Lootas instead. While the opposition is distracted
by the Lootas, the rest of the warband pushes
deep into their lines and launches attacks against
anything they find.

Dea
with



:_ he trophy lay smashed, a mess of metal. Garslob slid his
W/ great bulk down the.hot ash slope of the gouge it had cut out
%o S oo Ul aegoUge

~ 3 was an Imperial ﬂ:er a supersonic gunship, grounded by

7y, Smoking, hot, bumed, broken..

guﬂy The: amu!et mumped agamsr hrs chest swaymg on rhe

1 repe fength that tied it around his thick neck. H;s hoots were too

Gfﬁer shards of burat washers and d:scs of s.-,‘ver he purmfo h:s:
Pmch for. baner i e

£ S

_his hands.

{ A A
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Gafsfob rore out h:s z‘hroat' with his teeth.

Blood covered Garslob. He crouched on top of the wreck for a

few minutes,, reapplying the blue skin paint to cover the
splatters of blood. He wanted the war gods to know where he
was.

By. the time the human' rescue. party had neared the wreck |
Garslob had secured the greatest trophy.

As the humans appeared over the lip of the gouge, he turned
the rwmned autoeannons on fhem wh.-ch he had freed from rh

It'was his now.
Trophy. Garslob’s frophy.
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storm into action in thl
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rk "Ard Boyz wear

heavy armour

bolted and
rivetted together from steel plates and scavenged materials found on the battlefield. This is their "eavy
armour, and combined with their natural Ork toughness means that *Ard Boyz really live up to their name,
enabling them to wade through the fiercest fighting and emerge with barely a scratch.

‘Ard Boyz, supported by Orks with a big shoota and a rokkit launcha, lead the attack on asquad of Attilan ?%ough Ride:‘é.




SCOURGE
& PURGE

n need of some substantial fire power for your mobs?
I Look no further — this month’s new Orky releases include

these ace "Eavy Weapons Boyz designed by Mark
Bedford. With the awesome Burna Boyz released last issue,
Ork players now have access to all the extra weapons an
Ork mob could wish to include! If you want to know more
about the best ways to use these Orky weapons then check
out last issue’s ‘Orky Taktiks?' article by Andy Chambers.

, PAT V?s&iﬁ;f WAYNE ’*ﬁj :
oG | MILLS - GALLAGHER - RevNoin$ -

Nobz. These big,
hard and brutal Orks i ] S
are now available in The Redeemer: The Third Epistle is the final issue of our
blister packs, three part Redeemer mini-series. The Caller has
allowing you to add ; whipped his mutant warband into a frenzy and
these fearsome Orks summoned the ancient Bloodmare spider from the depths
to either lead the | of the Underhive. Such is the ferocity of the Callet’s
Boyz or to bolster ] amassed forces that many of the Redeemer’s followers
your Warboss’ i begin to lese faith._But the Redeemer soon sorts out any
bodyguard. : doubters with his rousing rhetoric, firm use of the lash
- - and, if that fails, a good dose of S.L.A.U.G.H.T. -a

comhbat drug that furns even the fawning Malakev into a
psychopathic killing machine! Don’t miss the final issue

of this darkly humourous mini-series by Pat Mills,

Dehbie Gallagher and Wayne Reynolds.

WHM22 « OUT: 237 AUG ¢ ONLY EZ.‘;ill]
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: Fi
Ork Nob in ‘eavy armour, with
slugga and power claw.

Each blister contains
either a Nob in 'eavy
armour or a Nob
wearing standard Ork
armour. There is a
variety of weapons
(covering all the
weapon options
available to Ork
Nobz!), so now there
is no reason for Ork
players not to go into
battle and...

STIKK DA B0OT IN!

Ork Nob with choppa :
and kustom shoota. Get all the latest news ahout the Black Library at our

website: http://www.lacklibrary.co. uk







Lords of the Night

By Alessio Cavatore

The original intention of this article was for me to give players some
ideas for basing their games around the special characters in the

Vampire Counts book. During my research, I also found some interesting
evenis in the Warbammer world’s bistory that could be used as
inspiration for creating various battles and scenarios using the undead.

Mclkbior the Ancient,
Necrarch Lord

The hunger for knowledge and the need to
replenish the number of ‘guinea pigs’ in his
laboratory has often forced Melkhior out of
seclusion. Throughout history he has been known
to have led his horde of minions on raiding

campaigns, looking for new victims for his

experiments. In ancient times, before the armies of
the Old World were strong enough to stop them,
the forces of Melkhior reached as far as Tilea and
Bretonnia, leaving a trail of destruction and horror
behind them. An ideal scenario to represent this is
the Ambush scenario (WH Battle Book, page 29)
where the ambusher is an outnumbered force
desperately trying to save a nearby settlement from
an approaching Undead army. I imagine this
ambush happening while the Necrarchs are
marching on a road through a dense forest or
along a mountain pass. Wood Elves are the perfect

ambushers if you choose to set this in a forest,
while Orcs & Goblins are ideal for fighting in a
rocky, barren area such as the pass mentioned
above.

Dieter Delsnicht,
the Doom Lord of Middenbeim

As we can tell from the tragic story of this
character, his arch-enemies were the men of
Middenheim, in particular the Knights of the White
Wolf. If you are looking to play a scenario involving
Dieter, I suggest you read Jervis's article in WD
235, or his excellent scenario in the old Undead
book, if you're lucky enough to have access to a
copy. Both are great fun and you will have many
opportunities to unleash the destructive powers of
the Doom Lord upon the unwary mortals that dare
to oppose him.




Mannfred von Carstein, last of
the Vampire Counts of Sylvania

The Battle of Hel Fenn, which was waged during
the winter of 2145, should provide a challenging
scenario, where a coalition of races were united
to defeat the encroaching Sylvanian menace. On
one side flew the banners of the Empire and
Kislev, together with those of the Dwarfs and
High Elves. This was indeed a rare alliance and
certainly was not easy to hold together, but it
proved deadly for the Vampire Lord. 1 have an
interesting idea to recreate this barttle... hmm...
maybe it’s so interesting that I'm going to keep it
for myself. Stay tuned for future developments...

Viad and Isabella von Carstein,
the Hristocracy of the Night

These two characters found their nemesis in the
forces of the Empire. The central event of the
Vampire Wars was the siege of Altdorf, but you
could also choose to recreate some of the minor
battles that occurred during that long campaign.
A good idea would be to play a small game
(maximum 2,000 points) where Isabella is leading
a Carstein army in a Treasure Hunt against the
forces of the Empire (WH Battle Book, page 32).
The outcome of this small battle will affect the
main Pitched Battle that will follow. This second
game must be really huge and should see the
forces of Vlad (the more points, the better)
fighting against an equally large Empire army,
containing Grand Theogonist Wilhelm III. If
Isabella’s forces end the Treasure Hunt in
possession of the treasure, Vlad will have his ring
to use in the final battle. Otherwise, he will be
forced to fight without the help of this magical
heirloom, as the chronicles of the period report.

Walach, Grand Master of the
Order of the Blood Dragon -

The best place I can imagine this ty Lord of
the Blood Dragons is at the head of his knights, in
a scenario where many regiments of heavy cavalry
thunder across the battlefield. According to their
background, the Vampire Knights of the Blood
Dragons feel a bitter hatred towards the knightly
orders of the Empire. These knights were
responsible for the destruction of the Bl

and many battles have been fought between the
two armies. To represent this you could wy a
Pitched Battle scenario (WH Battle Book, page
24) between an army of Blood Dragons, which
must spend at least 25% of its points on heavy
Wight Cavalry (I define ‘heavy’ as any cavalry with
a basic armour save of 3+ or better), and an




Empire army, again with at least 25% of its points spent on

units of heavy cavalry and which has only one war machine.

(knights de~p1sc these weapons of mass destruction).

Alternatively, you could play the Pitched Battle applying the
same limitations to other armies, trying out the different
heavy cavalry of the Warhammer world against the might of
the Blood Dragons. I'm sure Bretonnians will do quite well in
this scenario!

Of course, if you're mad, you could also play a full-scale Siege

game based on the Battle for Blood Keep. This would be

great fun, because an Empire army makes a great besieging
thanks to all the heavy guns it can use to pound the
On the other hand, a Blood Dragon garrison is a real
are for any besiegers, with Undead men-at-arms who
abandon their positiﬂn on t :

extremely

sally out for an attack.

Neferata, the Queen of Mysteries

The World’s Edge Mountains are the perfect setting for
battles that involve this shadowy Vampire Queen, and Dwarfs
would be her obvious opponents (though Night Goblins or
Skaven are a good alternative). You could try a Last Stand
scenario (WH Battle Book, page 30) centred on a Dwarf
mining outpost that has been attacked by a Lahmian Undead
horde led by Neferata herself. The Dwarfs are busy drinking
all their reserves of Bugman’s XXXXXX when they realise that
they are completely surrounded by the Undead. The
powerful concoction bolsters their already remarkable
stubbornness and so all Dwarfs will be immune to fear in this
battle. If you prefer, this situation can again be played as a
Siege game, with Dwarfs in defence and the Lahmian Undead
attempting to raze the Dwarfs’ fort.

ALL-ACTION
TWIGE A MONTH

PREPARE TO FACE THE mqul_srjr___lli!\!_!_;_

Get all the latestinews about the Black Library at our

The first instaliment of this month's double dose of action and
atventure comes from Warhammer Monthly 21. This issue of
Warhammer is absolutely packed with all your favoutite comic
characters. We have another episode of the epic Bloodquest
saga. Stranded on a Daeman world, Captain Leonatos and his
heroic Space Marines find themselves caught hetween two
rival Champions of Chaos. While Malus Darkblade must
escape from the cluiches of Ezriel and an eternity spent in his
unearthly eourt. As if that wasn't enough we have the start of a
fantastic new four part Kal Jerico story. Kal and Scabbs find
themselves embroited in a plot to uncover a mytiiical treasure
known only as The Motherlode. All this plus another episode '
of Inquisitor, special features and more. ..

WHM'21 « OUT: 9" SEPT o ONLY £2.00

websitex hitp,fwwiv. blacklibrary.co. uk
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Battle of La Maisontaal in an unconventional

Warhammer three-way battle. The objective
of all the forces is to capture the awesome
Black Arc.

Chis scenario allows players to recreate the

Of course players are free to use different armies
and try any kind of variation that they want on
this scenario.

Special rules
Three-way Battle

Turns

Players take turns in the following order:
1) Skaven

2) Undead

3) Bretonnia

The Skaven player goes first. He moves his troops
and shoots as normal, then hand-to-hand combat
and magic are resolved with the special rules that
follow. Next comes the Undead player’s turn and
then the Bretonnians’.

This concludes the first game turn, and the
second turn begins again with the Skaven player,
and so on for six full turns.

Hand-to-band Combat

All models in base contact with the enemy will
fight in every hand-to-hand phase, regardless of
whose turn it is. In a multiple combat that
involves units from all three armies, models that
are touching different enemy models have to
choose which enemy they are directing their
attacks against, (they can split their attacks if they
have more than one).

Work out each side’s combat score as you would
normally in a multiple combat and then compare
the scores of each player and apply all the results
simultaneously (see the examples that follow).
This could result in two sides fleeing from a
combat and a third pursuing and destroying both.
Use a bit of common sense in these cases and
refer to the examples for guidance.

Magic

Roli 3D6 for the Winds of Magic. Divide the cards
equally among the players and give any cards that
are left over to the Bretonnian player. This
reflects the favour of Taal on his worshippers.
The player whose turn it is can cast spells as
normal and the other two players get a dispel
attempt each, starting with the player who is
attacked by the spell (they do not have to dispel
if they don’t want to!). Players can attempt to




dispel spells that target both enemies or none at
all, as well as spells that remain in play, as normal
starting from the player on the left of the person
who cast the spell. Note that the effect of
spells remaining in play will be resolved in
every magic phase, making these spells very
effective. On the other hand, there will be
many more chances to dispel them!

The Black Arc

The Black Arc can be carried by a
character or a unit (ethereal models cannot
move. the casket). The Arc should be
represented by a counter or, even better, a
suitable model of a chest or casket. The Arc is
always moved with the character or a unit
carrying it. While retaining possession of the
Black Arc, a character or a unit may only charge at
half speed and may not march or fly at all. In
effect its movement is capped at its normal rate,
although it will pursue and flee as normal.

If a character or a unit carrying the Arc flees, is
turned ethereal status by a spell, or is slain or Kol Diark Ford of Navash and Hotiich
destroyed, the Black Arc is dropped and remains K:fn;n Iefrtb ¢ Lich ei mtgfs * e

where it is until picked up by the next character : ; ' '
or unit to reach it. The bearer will then suffer the

movement restrictions desctibed above. If the Magic. I recommend that players do this, as Amber

bea.rgr = Slalnﬂor dcirtroyecilln (ljxsindl;to l‘;and Magic best reflects the powers of a priest of Taal
CombE,. OF Jicts om.: Janc-to-han and it’s great fun to use as well!

fighting, the Black Arc is automatically
picked up by the closest unit or
character that won the combat.
Otherwise, the Black Arc cannot be
passed f_rom one unit or character to
another. Whoever carries it holds onto it
jealously.

The Black Arc itself is partially immune to
the effects of magic. Neither the Arc nor its
bearer can be moved or frozen in place by
magic. A magic item or spell that would make

it impossible to capture, reach or move the Arc
will simply not work. This is a broad principle
intended to stop a player using magic to make it
impossible for the enemy to take the Arc.

Special Characters ‘%

Kemmler and Krell
For their cost, statistics and equipment, see
page 71-72 of the Vampire Counts army
book.

Gnawdoom

Gnawdoom is a Grey Seer and you can
choose his equipment as normal. For
his cost, statistics and choice of
equipment, see page 62 of the Skaven
army book.

Tancred, Duc de Quenelles
For his cost, statistics and equipment, see
page 70 of the Bretonnia army book.

Bagrian

Bagrian is a Wizard Lord, you can choose
his equipment as normal, but he must be
on foot. For his cost, statistics and
equipment see page 61 of the Bretonnia
army book. If both opponents agree, he
can use Amber Magic instead of Battle



Scenery

The scenery must be set up as shown on the map.
The walls of the abbey have been destroyed by
the Skaven siege and are now treated as low walls
(counting as obstacles and hard cover). The only
building left is the chapel that Taal protects from

peasants have found refuge in the building and
Bagrian has ordered them not to open the doors
to anybody for the duration of the battle. Treat
the chapel as impassable terrain.

Hrmies _ _

Armies are chosen from the Skaven, Bretonnia
and Vampire Counts army lists to a value of 2,000
points.

Limits

No allies.

No special characters other than the ones already
mentioned (see above).

No monsters, except Swarms.

Skaven army:

The general of your army is Grey Seer
Gnawdoom. You may not include a Warlord or
Vermin Lord in your army, as there has not been
enough time to perform the complex summoning
ritual.

Undead army:

As Kemmler is the general of the Undead army
you cannot include any other Vampire Counts or
Lords. If you have WD 235, use the

include Krell.

Bretonnian army:

The general of your army is Tancred. Your army
must also include Bagrian, High Priest of Taal,
and at least one unit of Men-at-Arms or Bowmen
(16 models or more).

Deployment

The Skaven deploy first in the area highlighted on
the map, then the Undead, and finally the
Bretonnians. The Bretonnians must place Bagrian
(with the Arc) and one unit of Men-at-Arms or
Bowmen (you may include a Champion, but no
other characters) inside the walls of the abbey
(vellow area). The remaining Bretonnians move
onto the table in their first turn, from the edge of
the table at the point shown on the map.

Special Deployment Rules
Units which are allowed to deploy closer to the
enemy or after normal deployment (eg, Gutter
Runners) can do so only inside the two woods
that are present on the table.

Curns

‘The game lasts for six turns.

Victory

Unless two players concede beforehand, the
winner is the player who ends the battle in
possession of the Black Arc. Victory can also be
attained if a player manages to carry the Arc off
the battlefield through his own deployment zone.
If this unlikely event happens, the player
certainly deserves the title of Unquestionably




Example 1

Bretonnia vs Undead

The Bretonnians kill 3 Skeletons, and claim 3 ranks
and 1 banner. The Undead claim no ranks (charged
in the flank) and 1 banner, no wounds caused. The
Bretonnians win by 6.

Bretonnia vs Skaven

The Bretonnians kill 2 Skaven and claim 3 ranks and
1 banner. The Skaven kill 1 Bretonnian and claim
no ranks (charged in the flank) and 1 banner. The
Bretonnians win by 4. The Skaven take a Break test

Example 2

The Bretonnians are locked in combat with the

Undead from previous turns. The Skaven decide to
charge them (note that they could bave decided to
charge both enemy units).

Undead vs Skaven
No fighting occurs.

Bretonnia vs Skaven

The Bretonnians kill 1 Skaven and claim 3 ranks and
1 banner. The Skaven kill 2 Bretonnians and claim
3 ranks and 1 banner. The Skaven win by 1. The
Bretonnians take a Break test on -1 and fail. They

on -4 and fail. They run, but the Bretonnians and
the Undead cannot pursue, because they are still
locked in combat.

Undead vs Skaven

The Skaven kill 3 Skeletons, and claim no ranks
(charged in the flank) and 1 banner. The Undead
kill 1 Skaven and claim no ranks (charged in the
flank) and 1 banner, The Skaven win by 2.

Overall result
The Undead lose 8 Skeletons, the Skaven break and
flee. The Bretonnians have to stay and fight.

run, and the Skaven pursue. Note that the Undead
cannot pursue, because they did not win the
combat.

Bretonnia vs Undead

The Bretonnians kill 2 Skeletons, and claim 3 ranks
and 1 banner. The Undead kill none of the
Bretonnians, and claim 3 ranks and 1 banner. The
Bretonnians win by 2.

Overall result

The Undead lose 2 Skeletons and stay in place, the
Bretonnians break and flee, and the Skaven pursue
them.
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" The Warkamnier Fortress is ﬁcpp{i&d unpafﬁa'tgd and wnassembled, Citadel miniatnres and scenery wre not supplied.
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crashing against spl
doors, boiling oil raining down from the
battlements, and lope heroes holding the
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completely dominates the tabletop. Castles are
conquest and the last defence against attack.
breach - all images which set the scene for

Battering ram
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between their warbands...

Simon: To play this special battle report we required
three fanatical Ork players. Those three players were
Andy Chambers (Codex Orks author), Alex Boyd (one
of the artists for Codex Orks) and Adrian Wood (a
large Ork who helped to hammer all the art and text
into the finished army book) all of whom had their own
large Ork armies.

Andy came up with the scenario ‘Da Batile at d_a
Camp’ for just such a three player game, and we've
included it here so you can have a go yourself and
see how much fun it is. All forces use the standard
force organisation rules. Although Andy designed the
mission with Orks in mind, it would work just as well
with Chaos, Dark Eldar, or even Space Marines in the
right circumstances. Basically, three commanders
meet in the centre of the battlefield while their
respective armies set up camp on the outskirts. We
played this game with 1,500 points a side, on a
standard 6'x4' table.

there are a Iarge number of sﬂuaﬂons that arise in
three player games that simply don't fit the standard
Warhammer 40,000 rules. There is also a new
scenario special rule, ‘Confusion’, specifically
designed for this scenario (though you may want to
adapit it for use in your own scenarios).

ADDDD

DA BIG FIGHT

A rather unusual battle report by Andy Chambers, Adrian Wood and Alex Boyd.
Reported by Simon Shuker.

Picture this — three Ork Warbosses meet in a neutral location to plan their strategy for an
upcoming battle against a common enemy, but when they can’t agree on a plan it’s not long
before the Warbosses are brawling amongst themselves and a large scale battle ensues

SCENARIO SPECIAL RULE

CONFUSION

Sometimes a force will be caught off guard by an
unexpected attack or event in a place they misguidedly
imagined to be safe. There is uproar as troops grab for
weapons and equipment, crews rush to their vehicles and
so forth. Affected units may not move, shoot or assault until
they are organised by passing a Leadership test. A player
may attempt to get up to three of their units organised at the
start of their turn (squads with transports make just one
roll); the units become organised and may act normally if
they pass the Leadership test. Units which do not have
Leadership specified in their characteristics (such as
vehicles) use the following values instead:

] (1= P A et L B o, 8
FAStARAGK 1ouremmsmon swsis sows v 7
Troops and Heavy Support . . ... 6

Once a unit is organised it becomes active for the rest of
the battle and does not need to check again for

'organisation. Units which are confused may be fired on or

assaulted by the enemy but they automatically become
organised if they survive the experience.

ANDY CHAMBER’S DESIGNER’S NOTES &

I've tried to make this scenario so that it encourages players to get stuck in and not hide in the corners./l toyed with the idea of
bringing on units from the camps as reserves but | prefetred the idea of having them all on the tabletop. One problem you may
encounter is that the armies don't physmally fit in the camp area because of small tables or big armies. ‘In this case, place any
units which won't fit into reserve, but don’t start making rolls for reserves until all of the units on the tabletop have recovered
from their Confusion, | was also going to use the standard Victory Point rules until | realised the difficulties about exactly who

i would earn the points feritnits attacked by two other players. Instead I've chosen to award Victory Points for a) getting the enemy.

commanders and b) bemg aggressive and moving to attack the enemy camps.

Close Combat: It's entrreiyposmble that some three-way close combats will break out during the game. In this case everyone

gets to fight as'normal, attacks carr be allocated against either opponent (subject to the Aormal restrictions of being in base

contact or within 2" of a unit to be able to allocate attacks to it). For determining assault results each player totais up the number
of wounds they inflicted with all of their units involved in the close combat. Whichever side scored the most wounds is the winner
and doesn’t take a Morale check. The other two players both have to take morale checks for ali of their units involved in the close
combat. As usual winning units can only pursue or consolidate if all of the units they are fighting have fallen back.

One fmal consgideration is that close combats are fought in every player turn, even if the pjayer whose turn it is isn’t actually
involved in the combat.




The leaders of three allied forces have met to plan their strategy in a forthcoming battle. Despite their common purpose, the leaders
can't agree on a plan and what starts as a violent argument quickly escalates into outright violence. None of the leaders are going to
back down and they throw themselves into the fray, determined to prove that might is right! The warbands of all three leaders soon
Join the fighting and utter mayhem ensues...

I

Da Battle at da Camp uses Random Game Length. This scenario also uses a new scenario special rule, Confusion, which is detailed
on the opposite page. Ork Warbosses and their bodyguard may not make Power of the Waaagh! tests in the first tum of the game.

SET-UP
Set up a marker in the centre of the table. All three
players then roll a dice and the player who scores
highest may choose a point no closer than 18" from the
centre of the table. This point is the centre of his camp. The
next highest scoring player chooses a point at least 18" from
the centre of the table and at least 30" from the centre of the
opposing player's camp. Finally, whoever rolled lowest must
choose a point at least 18" from the centre and at least 30"
from both other players' camps.
Players then deploy their commanders and their
Q bodyguards within 6" of the centre of the table, in the
same order that they picked their camps. Transport vehicles
must be placed more than 2" away from the commander and
bodyguards (no jumping in your vehicle and driving off
straight away!) and these do not have to be within 6" of the
centre of the table, :
Players then deploy the rest of their armies in their camps in the same order as they picked the locations. The players may
3 deploy within 12" of the chosen point (this marks the centre of their camp). When deploying, all units must be at least 18" away
from any of the commanders or their bodyguards (don’t worry about transports though) and 24" away from the other players’ units.
All units in the camps at the beginning of the game are subject to the Confusion special rule.
4‘ Take three counters for the three armies and put them in a mug or cup. Draw one of the counters, and whoever's counter it is
gets the first turn. Keep the counter out of the cup, then when the first player has completed their turn, draw another counter
to see which of the two remaining players goes next. When all three players have had a turn, return the counters to the mug except
the last one drawn and draw & counter to see who goes first in the next turn. After the first player has had their turn place the last
player's counter in the mug and draw again to see which player goes next. Although this sounds complex it's just to ensure that no
player gets two turns in a row! ' i

n of the camps will vary depend'rng an playe

MISSION OBJECTIVE

Stomp the enemy! Victory goes to the player whose

commander is still alive at the end of the game (he wins the
argument). If all commanders are dead or more than one is left
alive, victory goes to the player who has earned the most
victory poeints. Normal victory points are not used, instead
victory points are only earned for the following:

Own commander killed an enemy commander in close combat
+250 points.

Each unit with 50% or more of its original strength, in an enemy
camp at the end of the game +100 points.

GAME LENGTH

The game lasts for a random number of tumns (see the Scenario
Special Rules).

LINE OF RETREAT

Any unit which is forced to fall back will move towards its own
camp by the shorfest possible route. Once it has reached the
camp it will move towards the nearest board edge by the shortest
possible route.
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How did | pick my army for this battle
report? Simple, | used the 1,500 point
army list | used for my last game of
Warhammer 40,000! It's true, | always
use the same army no matter who | fight
against, whether Space Marines or Dark
Eldar. The main feature of my army is its
vehicles, particularly the three Wartrukks,
which are a hangover from my days

fighting Gorkamorka. Speaking of which,
| hope to make full use of my
Gorkamorka tactic (my only Ork ‘tactic’ |
might add, see WD235 — The Bloodied
Fist battle report and page 20 of Codex
Orks) to get my vehicles into the
opposing camps, while leaving a strong
force to defend my own camp. The
newest addition to the army is a mob of
Skarboyz. These veteran Orks are dead
strong and this makes a big difference
when wounding the enemy. The
Skarboyz wound more of them! They
are particularly useful against high
Toughness troops like Space Marines,
and they'll be perfect against their fellow
Orks. I'm also using my newly painted
Grishnak model, to replace my old figure
of the Warboss, Grishnak Grimjaw. You'll
notice that for a change the model hasn't
been heavily converted. That's because |
really like it just as it is and decided to
spend as much time as | could painting
him. Now all that's needed is to see if
he’'s got what it takes to lead the
Waaagh!

Grishnak Grimjaw
and bodyguard

Warboss with big shoota
and choppa

8 Nobz with assorted
weaponry and Waaagh!
banner

Warboss’s Trukk

Big shoota, searchlight,
ram, riggers

Dreadnought
Da Basher

2 big shootas




Shootas, 3 big
shootas

Nob with big
shoota, cho';pa
and bosspole.

10 Skarboyz

Assorted
weaponry

Dreadnought
" Da Fighter

2 big shootas

10 Trukk Boyz

Sluggas, choppas
and 1 rokkit
launcha

Nob with power
claw and bosspole

Trukh

Rokkit launcha,
ram and riggers

19 Grots

Grot blastas

Slaver with
choppa and
squighound
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and 1 big shoota

Mob with power
claw

10 Trukk Boyz Warbuggy
Sluggas, choppas Scorcha, riggers

Wartrak

Scorcha, riggers

Trukk

Big shoota, ram,
red paint job and
rigger

Scorcha, riggers

19 Grots

Grot blastas

Slaver with
grabba sti
squighound

¢
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GORBAG'S BLITZ BOYZ
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GORBAG

| started picking my army by taking a look
at the mobs I've used in past battles.
Most of my Ork mobs have pretty much
settled down into familiar-looking groups
now, so it was a case of mixing and
matching the different mobs until | had
the right proportions for da cunning plan.
First came Warboss Gorbag 'Eadsplitter
and his bodyguard of five Nobz, and in
my case these guys are absolutely
armed to the teeth with mega armour,
kustom shootas and all the trimmings
except for two of the Nobz who are just

armed with choppas. Why? To make sure
that they can get some blows in before
any enemy do; mega armoured, power
claw swinging Nobz strike last.

For Troops | chose my three largest
mobs: two Shoota Boyz mobs and a
Slugga Boyz mob led by Boss Vagnatz. |
also included an Elite choice of a slightly
smaller Skarboyz mob led by Boss
Nashbad to round out my foot sloggers.
These would make up the weight of my
army, now they just needed some back-
up. So, for heavy support | included a
Dreadnought with a mega-blasta and
rokkit launcha, a battery of two kannons
and my secret ace in the hole, a looted
Basilisk. | was counting on the Basilisk’s
huge earthshaker cannon to make a big
dent in the other armies. To add a pitiful

‘attempt at mobility, | also included two

warbu%gles as a Fast Attack choice, with
some Grots to help them get going again
if they became immobilised.

At the last minute, | took out the blasta
kustomisin’ on the Nobz' kustom shootas
and the tankbusta bombz because we
were fighting Orks and | wouldn't need to
be punching through vehicles and power
armour. | also swapped round the Dread

with the rokkit launcha and mega-blasta
for one with two big shootas (more range
and less chance of crippling itself if the
mega-blasta overheats), and changed

-Gorbag's warirukk so that it carried a big

shoota instead of its customary rokkit
launcha — all the more dice to roll!

DA PLAN

| don’t expect Gorbag or any of the other

ses to survive the fight. If someone
does survive, priority one is to make sure
they get nailed, preferably before they
make it back to their own camp. If, by
some miracle, Gorbag survives the first

few rounds, I'll use him to lead an attack

on an enemy camp, but that's really not
likely to happen, so we won't worry about
it. As the Boyz get moving, I'll try to send
one of the Shoota Boyz mobs, the
Skarboyz, the Slugga Boyz and the
Dread to aftack an enemy camp under
covering fire from the Big Gunz and
Basilisk. The other Shoota Boyz will stay
back to guard my camp. The Warbuggies
will lurk around and try not to look too
threatening, until the last moment when
they can make a dash for another camp.




BN )
Looted Basilisk
Dreadnought
2 close combat weapons
2 big shootas
2 Wartrahs
Big shootas
2 Big Gunz
Kannons with Grot crew
Slaver
Gorbag *Eadsplitter 16 Shoota Boyz 14 Sharboyz
and bodyguard Shootas and 3 big Sluggas and choppas,
: ' shootas 3 burnas
Warboss with mega Neb with slugga and
armour power claw
5 Nobz, 3 in mega armour
with assorted weaponry
and Waaagh! banner
Warbosses Trukh 16 Shoota Boyz 17 Slugga Boyz
Big shoota Shootas, 1 big shoota Sluggas and choppas,
and 2 rokkit launchas 3 big shootas
Nob with slugga, choppa
and bosspole




NAGRUK’S DOOM BOYZ

« NAGRUR

Playing in a battle against such
experienced and infamous greenskins as
Adrian and Andy is going to be tough. |
decided to field a balanced force
containing a decent amount of both Fast
Attack and Heavy Support, as hopefully
this will allow me to deal with any
situation which arises in what promises
to be a truly chaotic battle.

Alex Boyd

The Warboss and his retinue are the first
thing | need to decide on. Because the
scenario puts-such importance on the
Warboss surviving (effectively last man
standing) I've invested in a cybork body
for mine. For this | needed to convert my
Warboss figure, but the 5+ invulnerable
save is worth it as it gives him a chance
against power claws. His retinue
contains eight Nobz, armed with choppas
and sluggas, plus two power claws and a
Waaagh! banner. Their role would be fo
surround Nagruk and stop him  from
being charged in the first turn of combat.

My core force is built around twenty
Shoota Boyz, twenty Slugga Boyz and
twenty Grots. A lot of combats will be
decided by who gets to assault (and
therefore take a Waaagh! test). With this
in mind, I've taken ten Stormboyz as their
move -of 12" means they will almost
certainly get to assault. Bigger, slower
units can then charge in the tumn
afterwards, finishing off any survivors.

‘Supporting my larger units | have taken
five Warbikes and a Trukk Boyz mob for
mobility. Finally, as heavy support for my
army I've invested in a Dreadnought and
three Killer Kans. In the past I've found
that my Stormboyz, Warbikes and Killer
Kans tend to get shot at a lot and suffer a
lot of damage before they really achieve
anything. For this battle, | hope to get
around this by using the available cover
as much as possible.

I've found it hard fo decide on a fixed
course of action for the Warboss. | think
I'll have to be flexible and react to the
result of the initial brawl. This said, |
intend to be as aggressive as possible
and take the fight to the opposition, as
this is the only way an Ork player should
act. Hiding and shooting is for Eldar not
Orks (that's the spirit, Alex! — Fat Bloke).

Engines rewing, guns loaded and
choppas sharpened, I'm ready to go!
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20 Shoota Boyz

Shootas, 2 big
shootas and a rokkit
launcha o
Nob with iron gob and
boss pole

19 Slugga Boyz

Sluggas, choppas,

2 burnas and a rokkit
launcha w
Nob with iron gob and
power claw

I0 Stormboyz

Sluggas, choppas and
jump packs

10 Trukk Boyz

Sluggas and choppas

Trukh

Rokkit launcha and
bolt-on big shoota

Nagruk Da Slayer
and bodyguard

Warboss with cybark
body 4 5 Warbikes

8 Nobz with assorted
weaponry and Waaagh!
Banner

Twin-linked big shootas

Dreadnought
S .
weapons

Big shoota and rokkit
Iagnc_ha ' I 20 GI'OI’S

3 Killer Rans

2 with rokkit launchas

Grot blastas 1 with big shoota
Slaver with squighound

and grabba stik
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Adrian starts the battle by trying to
intimidate his opponents.

AL

TURN ONE

Alex got the first turn and managed to mobilise his Warbikes and Slugga Boyz. The
Warbikes sped toward their Warboss in the centre of the table, and both units then
opened fire on Andy's Warboss. Gorbag lost two of his bodyguard to this combined
firepower, as they failed four out of seven 2+ saves! Meanwhile the Slugga Boyz
pushed their way past the Grots and headed toward Gorbag’s camp. Then came
Alex's dilemma: as the player with the first turn, which Warboss was he going to
have Nagruk assault? The decision was
made a lot easier when Adrian used his
intimidation technigue on Alex to dissuade
him from attacking Grishnak. However,
this had the opposite effect and Alex chose
to assault Grishnak. Alex passed his
Waaagh! test and his Warboss, Nagruk,
struck first, landing two heavy blows into
Grishnak which Adrian failed to save
against. Nagruk’s Nobz managed to kill
seven of Grishnak’s bodyguard, four of
which were smashed to a pulp by power
claws. One of the Nobz also managed to
knock Grishnak to the floor and score a
wound on him which would have seen him
dead but Grishnak just stood back up
again (yes, the jammy git had made his 6+
saving throw — see opposite page). In
return, two of Alex's Nobz were killed and
Nagruk also took 2 wounds from
Grishnak's choppa. Things were even
between the Warbosses but neither was
dead. Alex won the combat easily (mostly
due to the Waaagh! test). We suggest that
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while the Tr

you do not allow players to use the Power of the Waaagh! on the first turn of this mission
as it will make the combats between the Warbosses more nail biting with them all hitting
simultaneously. Adrian failed his Morale check, fleeing 7" back towards his camp. Alex
chose to pursue as the opportunity to kill the Warboss was too tempting. Unfortunately
his dice roll just fell short and he was left dangerously stuck between Andy’s Warboss
and Adrian’s army.

The next turn went to Adrian, and he rubbed his hands together with glee at the chance
of getting revenge on Alex for chasing off his Warboss. Managing to get his Scorchas
and his Trukk Boyz mob to overcome their confusion, Adrian first sent the Scorchas
forward into a better position to strike next turn and then moved the Trukk Boyz up to
engage Alex’s stranded Warboss. Meanwhile Grishnak fell back into the Skarboyz and
mobbed up with them. We also decided that any organised models which mobbed up
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Grishnak is saved.
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with a confused squad would make that squad organised,
and so the Skarboyz were now ready to join the fray. The
Trukk Boyz raced around a nearby rock spire and jumped
from their moving vehicle to charge headlong at Nagruk.
The combined firepower from the Trukk’s big shoota and
the Boyz' sluggas felled one Nob before the close combat
began. The Boyz passed their Power of the Waaagh!
test, though Nagruk easily hammered one of them into
the ground before he and three of his Nobz were killed.
Alex’s remaining Nobz slew five of the Boyz but were
finished off by Adrian’s Nob who battered all three with his
power claw. Satisfied that revenge had been exacted and
Grishnak was safe, he handed the tape measure over to

Andy.

Andy began his turn by rolling to see which of his units he
could mobilise, but only managed to get the Shoota Boyz
to pass their test, while the Basilisk that he wanted
desperately to use failed and remained inoperable. With
only two squads mobile, Andy’s first turn was rather short.
Gorbag and his bodyguard moved back towards his
personal Trukk while the Shoota Boyz moved in front of
the inactive Dreadnought. The Shoota Boyz’ big shootas
blew up one of Adrian's Scorchas with a lucky penetrating
shot, but the rest of Andy’s shots missed their targets.

i

Andy’s army mills around, mostly unaware that a battle ha.s- just s‘ra_rted-_

TURN TWO

Alex again got the first turn and was able to organise his
Stormboyz and Shoota Boyz, both of whom moved
forward to form some sort of battleline. Despite having
lost his Warboss in the previous turn, Alex now had
more mobile units than anyone else and was in a better
attacking position. If neither of the other Warbosses was
alive at the end of the game he could still win by having
his units in enemy camps. The shooting phase began
with the Warbikers turning their
attention on Adrian’s Trukk Boyz
who had killed Nagruk. They
easily gunned them all down
with their twin-linked big
shootas,

/o

With a hail of fire
from their big
shootas, the
Shoota Boyz ¢
destroyed .8
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Standing on the roof seemed like a good idea until Gorbag was shot at.
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unsuspecting Stormboyz. Three died instantly, while one
of the Warbikers was caught in the blast and his engine
exploded, taking him out of action. Alex failed his Morale

check and the Stormboyz leapt right off the table.

Alex’s turn was next and the Trukk Boyz and Killer Kans
both became organised, leaving just the Grots milling
about in confusion. The Killer Kans advanced toward
Adrian’s camp with the Bikes in front and Trukk Boyz
manoeuvring around the flank. Alex's Shoota Boyz
moved forward to support the inevitable charge by the
Slugga Boyz but despite a huge number of shots, all of
them missed Andy's Shoota Boyz. The Killer Kans and
Warbikes fired at two of the Trukks being used as cover

by Adrian's army, destroying
one and blowing the weapon off
the other. Alex’s Trukk Boyz
came into view of Adrian’s Trukk
Boyz mob, who were still in their
vehicle, and started firing on
them. Gunfire ricocheted wildly
off the trukk, blowing the big
shoota off and stunning the
crew, who wouldn’t be able to
move or fire next turn.

Adrian’s Shoota Boyz woke up
to what was going on around
them, as did one mob of Grots,
and almost the whole of his
army began to steamroller
forward (though only at the
speed of a steamroller). The
Scorchas and the surviving
trukk, which had all lost their
weapons and were very
cunningly being used as cover,
took on a new role. Driving
around the base of the mine,
Adrian moved his damaged
vehicles to become a barricade
against Alex’s on-coming Trukk
Boyz mob. Adrian then
combined his firepower against
Alex’s Warbikers. The Dreadnought, Warboss, Grots, and
Shoota Boyz all shot at them, leaving nothing but bodies
and chewed-up, smoking wreckage.

TURN FOUR

After the huge amount of destruction Alex suffered in the
previous turn, it was his chance to exact revenge. The
Grots overcame their confusion, leaving just the
Dreadnought immobile. Alex turned his Trukk Boyz
around and headed back round the other side of the
mine, as he was unable to get past Adrian’s blockade,



the trukk that Andy’s Warboss had been intent on using.
Alex’s final action was to shoot a rokkit from the Shoota
Boyz into Andy’s Wartraks. Although he missed, this did
alert the Wartraks to the fact that there was a battle going
on around them, and they overcame their Confusion
automatically.

Andy's looted Basilisk fires. ..

Andy got the second turn and still only managed to
organise one squad, mainly due to the fact that he was

trying to start up the Basilisk which needed to roll 6 or:

less on its Confusion roll, and kept failing. The Warboss
found his trukk in little pieces and so went for his back up
plan of moving onto the nearby building in the belief that
his mega armour would keep him protected. The newly
organised Shoota Boyz and Wartraks moved in the
direction of Alex's camp and let rip with their guns, killing
five of Alex's Slugga Boyz. The Warboss and his Nobz
missed Alex’s Warbikers with everything but a rokkit, and
this was saved by the Warbikers’ cover save (due to all
the smoke and fumes from the bikes). Finally the first
Shoota Boyz mob fired on Adrian's Scorchas and left
both of them weaponless.

-
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With fairly light casualties so far,
Adrian started his second turn.
The second Trukk Boyz mob
and one of the Dreadnoughts
became active. Everything that
could move forward did, while
the Trukk Boyz swung around
the flank of the army between
the mine and rocky spire. The
Scorchas that had lost their
weapons to Andy’s big shootas
in the previous turn, made a
cunning  manoeuvre  and
effectively made themselves
into moving cover, positioning
themselves between Alex’s and
his own army. Adrian then fired
everything he had at Andy's
Warboss and his bodyguard.
This left Gorbag with one
wounded bodyguard and a
heap of Nobz bodies to take
cover behind.

TURN THREE

Andy got the first turn but was only able to
organise one thing in his army. Unfortunately for
Alex and Adrian it was the Basilisk that came on
line. There was still a chance that the Basilisk
would not be able to fire if it failed its Breakdown
test but Andy passed it easily, though he would
still have to take this test every turn. The only
movement came from Warboss Gorbag who
realised that he didn't like the view from the
building (nothing to do with the large number of
guns pointing in his direction!) and so clambered
down to join the Boyz with the Dreadnought. The:
Slugga Boyz and Wartraks fired on Alex’s Slugga
Boyz, kiling four between them. Finally, the
loaders got the Basilisk’s cannon to work and a
thunderous boom echoed forth across the
battlefield. The shell hit home amidst Alex's



Unable to find any other suitable
target, the Trukk fired off a rokkit
into Adrian’s Grots, turning one
into nothing but a bad smell.
Meanwhile, on the other side of
the batilefield, the Shoota Boyz
and Slugga Boyz pushed
forward toward Andy’s camp.
The Slugga Boyz were in range
to use their burnas against one
of the wartraks. The flames
enveloped it, killing the driver
and exploding the fuel tank.
While this was happening, Alex’s
Shoota Boyz were firing wildly
into Andy’s Shoota Boyz, but
their excitement affected their
already temperamental aim and
only a single Ork fell.

Andy's luck began to change

when he managed to organise all

three squads he was testing for.

The Skarboyz, Slugga Boyz and

Dreadnought joined the rest of

the army in taking the offensive

while the Basilisk fired off

another shell, this time aimed at

the centre of Adrian’s army.

Hitting bang on target, the explosion tore apart a
Skarboy, four Shoota Boyz and nine Grots. The
Dreadnought added its weight of fire to the carnage
already caused and killed a Shoota Boy. On the other
side of the battlefield the combined firepower of Andy’s
Shoota Boyz, Slugga Boyz and Wartrak caused huge
amounts of damage to Alex’s Shoota Boyz. At the end of
it, ten of Alex’s Orks lay dead. Taking the initiative, Andy
then charged his Shoota Boyz into Alex’s Slugga Boyz,
automatically passing their Power of

the Waaagh! test. However, despite a

huge number of dice, Andy only

inflicted 2 wounds on the Slugga

Boyz, who in return killed one of his.

Alex passed his Morale check and

Andy moved in.

Adrian was last to go in turn four, and
he started it by failing his roll to
overcome the Confusion suffered by
his second Dreadnought. During the
movement phase, the damaged
vehicles that had been blocking the
Trukk Boyz moved closer to Alex’s
camp, with Adrian’s trukk ramming
Alex’s Trukk Boyz in an attempt to halt
the vehicle but failing to inflict any
damage. The Shoota Boyz, who had
stood still this turn to get the extra
range on their shootas, fired on
Andy's Shoota Boyz, killing four of
them, while the active Dreadnought
immobilised the lead Killer Kan with
its big shootas. Even though it was
Adrian’s assault phase, the close

Gorbag leads the Shoota Boyz and Dreadnought in the attac
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combat between Alex and Andy still had to be fought.
Alex’s Slugga Boyz caused one casualty while Andy’s
Shoota Boyz slew five, though they weren’t able to
defeat the Nob who then massacred a further three

' Shoota Boyz. Alex lost the combat again and despite

being seriously outnumbered passed his Morale check.

The roll to see if the game would end was made, and as
expected the game continued for another turn at least.
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and Alex's camps and Boyz on both sides rush to join in.

TURN FIVE

Alex got the first turn again and finally got his
Dreadnought to wake from its long slumber and join the
fight by stomping toward the massed scrap going on in
front of it. The Trukk Boyz made a complex manoeuvre
(well, complex for Orks anyway) and spun around ready
to take out Adrian’s vehicles, which were becoming an
irritation. The mobile Killer Kans also moved to attack
Adrian’s vehicles as it was important that they didn't end
the game in Alex'’s camp. The shooting phase
commenced with the newly awoken Dreadnought killing
one Slugga Boy. The Killer Kans managed to get a

‘Crew Shaken’ result on one of Adrian’s damaged
Scorchas while all the other gunfire from the rest of the
army flew wide of its targets. In the assault phase, the
Shoota Boyz and the Dreadnought both charged into the
continuing combat. Alex’s Boyz caused just 3 wounds
between them, the high Toughness of Orks proving to be
a constant problem. In response, Andy killed two Boyz
and toppled Alex’s Nob who had yet to strike. Finally, the
Dreadnought got to make its attacks. Alex was
expecting it to mince Andy's Orks but then proceeded to
cause only one hit and followed up by rolling a 1 to
wound. The combat was a draw so it went to a moral
high ground roll off, which also came up a draw.
Stalemate again, so the combat continued...
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: Alexs one remammq Nob is Totai!y surrounded by Andysa Slugga Boyz Shoota Boyz and Skarboyz.

Adrian’s fifth turn began with the Dreadnought powering

up. The Scorchas moved into Alex’s camp and the rest of
his army moved forward to engage Andy’s approaching
Orks and stop him getting within 12" of his own camp.
Adrian’s Trukk Boyz were still unable to move as the
Grots couldn’t seem to get the immobilised trukk working
again. The only action they made this turn was stopping
Alex's damaged Killer Kan from being able to shoot next
turn by damaging it with their big shoota. Much to Andy’s
embarrassment, two of his Shoota Boyz fell to the
awesome firepower of a mob of Grots, though Andy did
pass his Morale check (Adrian’s Grots

are well known for possibly being the

most dangerous element in his entire

army). Again Alex and Andy fought in

Adrian’s assault phase. Alex’s Shoota

Boyz Nob started true to form by

missing with all his attacks. Andy then

inflicted a single wound on the Nob as

well as killing another Boy from the

Shoota Boyz mob. Alex’s Boyz,

enthused by the arrival of the

Dreadnought, killed four of their

enemy, even though the Dreadnought

disappointingly did no damage. Andy’s

Shoota Boyz lost the combat and failed

their Morale check, falling back 8"

Despite three squads chasing them,

not one managed to catch the

somewhat nimble greenskins.

Andy got the last turn again and
managed to get his Kannons
organised. The fleeing Shoota Boyz
failed to mob up with the Skarboyz and
continued to fall back. The Shoota
Boyz, with the Warboss and
Dreadnought, moved up close to

Adrian’s army ready to assault, while the Skarboyz and
Slugga Boyz did the same to what remained of Alex's
attack force. The remaining Wartrak moved as near to
Alex’s camp as it could. Andy started the shooting phase
with the Basilisk, firing it at the horde of Adrian’s Grots in
front of his Warboss. The shell hit home with unnerving
accuracy, killing a Shoota Boy, Squig and two Grots
(though two Grots did survive the blast — Adrian’s Grots
are really hard you know). Andy's Shoota Boyz
proceeded to fire at Adrian’s Dreadnought. One of their
rokkits penetrated its armour and the Dreadnought
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Gorbag and his Boyz charge the only available targ

collapsed with smoke pouring from the gaping hole in its
side, The Kannons targeted Alex's Dreadnought,
managing to destroy it in a much more impressive
fashion. The explosion left a big crater and nine dead
Orks, five of which were Andy’s! The Dreadnought fired at
Adrian’s Shoota Boyz killing two, with another falling to a
shot from Warboss Gorbag. The shooting phase ended
with a burna, two rokkit launchas, three big shootas and
numerous Sluggas wiping out all but one of Alex’s Orks
who were near Andy’s camp. The lone survivor, a Nob on
1 wound, was then charged by the Skarboyz and not
surprisingly died, his body trampled into the ground as
the Skarboyz stampeded toward Alex’s camp, nothing
standing in their way. Near Adrian’s camp, Andy’s Shoota
Boyz, Dreadnought and Warboss Gorbag assaulted the
Grots (the only obvious target), who were also wiped out
before they could make a single attack. The only survivor
was their Runtherd, who fled only to be pursued by the
Dreadnought. The Runtherd escaped being squished
when Andy’s Dreadnought ran headlong into Adrian’s
Dreadnought, initiating a titanic combat. The Shoota
Boyz tried to sweep into Adrian’s Shoota Boyz but Andy
rolled a 3 and they fell short of their target. Because he
was wearing mega armour, Warboss Gorbag had to
halve his sweeping advance and so moved just 3",

With Andy’s turn over we diced to see if the game would
end. Fortunately for Andy it didn'...

TURN SIX

Adrian got the first go in turn six. The movement phase
consisted of the Skarboyz and Shoota Boyz moving
closer to Andy'’s attack force to bring all their guns to bear
before assaulting. The Trukk Boyz got out of their vehicle,
giving up on any chance of getting it fixed, and headed
back towards the camp. The Dreadnought fired its guns
at Andy’s Shoota Boyz as the enemy Dreadnought swept
toward it, but missed the Orks completely. The rest of
Adrian’s shooting was all targeted against Andy's Shoota
Boyz, eight of which were killed by the combined
firepower. In the assault phase, Adrian charged his Grots
and Shoota Boyz into what remained of Andy's Shoota
Boyz and Warboss. One of Andy’s Nobz died at the
hands of the Shoota Boyz, who had passed their Power
of the Waaagh! test, and Gorbag also lost a wound. In
return, Andy’'s Boyz booted five Grots to death, the rest
ran away in good old Grot tradition. The combat between
the two Dreadnoughts was carried out simultaneously.
Adrian’s Dreadnought was able to damage the leg of
Andy’s before it was smashed to pieces and exploded,
taking out three of its own Grots and Shoota Boyz in the
process.

Next up was Alex, who looked unlikely to win so did
everything he could to stop the others getting into his
camp. The Grots moved toward Andy's approaching



Skarboyz, as did the
Trukk Boyz, while the
mobile  Killer Kans
moved back towards the
camp centre to deal with
Adrian’s Wartraks. The
Grots fired on Andy's
Skarboyz, killing three of
them, and the Trukk
Boyz and Killer Kans
destroyed: both  of
Adrian’s Wartraks
between them. In the
assault phase, the Grots
charged into the
Skarboyz, completely
missing with all their
attacks, only to lose four
of their own number.
This in itself was
unsurprising but then
the Grots passed their
Morale check and held
their ground as the
Skarboyz surrounded
them. On the other side.
of the battlefield Andy’s
Warboss, Gorbag, tried
to brain his opponent
with his shoota instead
of his power claw so he could strike first. Unfortunately
he failed to wound and the Nob he was facing off against
wounded him. In return Andy’s Nob killed a Boy before
Adrian’s Shoota Boyz got to attack. Despite nine Boyz
attacking Gorbag they were unable to remove his last

wound. The combat was a draw and it came down to

Moral High Ground. Andy lost and then failed his Morale
check, falling back towards his camp. Adrian pursued
with the Shoota Boyz and caught the fleeing Warboss,
unsurprisingly as he was wearing mega armour. The
death of Gorbag put Adrian in a winning position but
Grishnak would still have to survive to the end of the
i enc
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It was Andy’s sixth turn and if the game ended this turn
he needed to kill Grishnak. He began by moving the
surviving Wartrak into Alex's camp and the Slugga Boyz
up close to the scrap between the Grots and Skarboyz,
ready to join the combat (or should that be slaughter).
Andy began the shootmg phase with the Wartrak
targeting Adrian’s Skarboyz (who Grishnak had mobbed
up with at the beginning of the game) killing just one.
The immobile Dreadnought shot down the fleeing

Runtherd with its big shootas. Then came the Basilisk.

First, it failed its Breakdown test, which could have been
bad but resulted in it being unable to move that turn.
Andy placed the Ordnance template directly over

Grishnak’s head but fate intervened and for the first time.
in the game the shot scattered, missing

Adrian’s army completely. Finally, the
Kannons fired on Adrian’s Shoota Boyz
who had cut down Gorbag, kiling a Boy
and a Nob with a frag shell. With the
shooting phase over, there was nothing
that Andy could do to take out Grishnak
this turn. The close combat between the
Skarboyz and Grots was joined by Andy’s
Slugga Boyz and as expected Alex's Grots
and their Slaver were turned into little more
than a green smear on the ground. Then
both the Skarboyz and Slugga Boyz swept
into Alex's camp and the sixth turn ended.

And with that, a 1 was rolled and the game
ended. Adrian was declared the outright
winner, as he was the only one with his
Warboss left alive.

WARNAMMER"



Where'd da Boyz go?

Andy: Aaaaaahhh! AAAAAAAaaaaaaahhhh! Do not send your Warboss into the middle of
the opposing army without lots of Boyz to back him up! Harumph, | suppose | probably
should have charged after Grishnak right at the start, doubtless got killed and got it over
with, then at least me and Alex could have joined forces to finish Adrian off. But the novelty
of survival was just too much, so | sidled off with my Warboss like some snivelling Grot, and
achieved precisely nothing (serves you right then — Fat Bloke). On the bright side | was
much taken with the mobility of Adrian’s and Alex's Trukk mobs and now I'm tempted to
include more of my own. The Basilisk was... interesting. Against Orks | had this weird
feeling that even with an enormous Ordnance template | just couldn’t kill enough of them to
make it worthwhile — and spending so long getting it started meant | was slow getting the
rest of my foot mobs going. Overall, it was a fun scrap though, mostly because of the good
Orky attitudes of Alex and Adrian. If you want to see a great punch-up just get three Ork
armies fighting!

Where'd da Boss go?

A Alex: | must admit that | wasn't
= : = expecting too much success playing
Cs, just pure jamminess. against two experienced Ork players
like Adrian and Andy, but despite having
lost | think I've got the most out of it as
far as lessons learned. | had the advantage of the first charge and the humiliation of
being the first Warboss to bite the dust. | think | made the right choice to charge
Grishnak, but | don't think | should have pursued him when he broke (I played the
character of my army and chased after him just as a true Ork would have done). My first
real mistake (and lesson) was my choice of camp. | opted for cover rather than position
on the board. The cover made no difference but my position meant | was closest to both
the other camps. My hopes were finally dashed when | underestimated the amount of
big shootas Adrian could fire at my bikes (well he did say he'd get me back for charging
Grishnak}, and my entire Stormboy unit fled off the table when Andy’s looted Basilisk
fired at them. In the end, | thoroughly enjoyed the game. It was played in great spirit and
| learnt some valuable lessons. It's always good to occasionally play against the race
you collect, as it forces you to look at your weaknesses more closely. | suggest trying
this yourself as it gives you a different perspective on your own army. | came out of this
game with a huge list of things to add to my army, including some mega armour, Big
Gunz, a looted vehicle, Skarboyz, Wartraks...

Better luck next time... loser.

A six and a one!

Adrian: OK, let's face it, | won this
battle on two dice rolls. The roll of a 6
for an armour save on Grishnak's last
wound, and the roll of a 1 for the end of
the game! It certainly wasn't won with
erudite skill and tactical genius. | gave
up on the idea of using tactics years
ago — it's much better to fight with an
army in character. In other words, think
like an Ork, fight like an Ork, win (or
lose) like an Ork!

This has to be the most amicable game
of Warhammer 40,000 I've played.
None of us could really take it too
seriously, which is why it was such a
great scenario to fight. What were the
main points of the battle for me? In the
beginning no one wanted to risk his
Warboss and | pitied Alex having to
decide who to charge first. He charged T oA, ; p W ]
me of course, which was his first mistake | might add — GRRRRR! The game then turned into a test of who could kill who first. Alex, once
again, came off worse, caught between Andy and me. Andy was a real threat, and was dead cunnin’, except when he put his Warboss
on the building. In the end, swamping Andy's Warboss did the trick, although losing both Dreadnoughts was a real blow. Also, having a
Wartrukk stuck on the starting line, so to speak, was really frustrating. However | was pleased with the idea of using my damaged vehicles
to block lines of sight and threaten Alex’s camp. Andy’s Basilisk was deadly and it’s a great model too. It was brilliant going head-to-head
with both Alex and Andy, who both displayed the cunnin’ and brutality that I'd expect from two great Warbosses.
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o« PLANETARY ASSAULT
Everything you need to start playing
your own mega campaigns... :

e BRIGHT LANCE
The new Eldar Shining Spear
Aspect Warriors

e BIG, GREEN & MEAN!
Da Orc regiment is ’ere...

e CREATURES OF THE NIGHT!
Neferata, Queen of the Night,
& the horrific Grave Guard

» Did you know Mail Orde# have an extensive selection of back

caialogue miniatures?
MA ORDER F Ao S ¢ Did you know that post and packing in the U.K. & Eire is set at £4.00 for first
I L class and £3.00 for second class, no matter how many miniatures you order?

¢ = 0115 91 40000 =

Or e-mail us at motroll@games-workshop.co.uk

Lines are open from ’
2 e e USING MAIL ORDER IS AS EASY
DU S AS FALLING OFF A LOG!

seven days a week,
If you have access to a credit/debit card (either Access, Mastercard, Visa or Switch) then

Includlng ba“k ho"days' you can place your order by phone... Just ring the number above and the Troll on the
other end will be only too happy to help you out. If you don't have access to one of the
FaX! 01 1 5 91 6 8002 above cards, don't despair. Simply write out your arder on the order form and send it with
OSt: am r ac e or postal er made out to Games Workshop Ltd, to the address on the left.
es orks op a r er, hequ | ords G Workshop L add the left.
u Still stumped? Well then, pick up the phone and give the Mail Order Trollz a call.
Willow Road, Lenton, | .. s 156 By o R

Nottingham, NG7 2WS

. Deutsch/Holland Mail Order

DIESE LEITUNG IST MONTAG BIS FREITAG VON GEOPEND VAN MAANDAG TOT VRIJDAG VAN
12 BIS 20 UHR OFFEN (Mez) 12:00 TOT 20.00 UUR Nederlandse tijd

0044 115 916 8256 0044 115 916 8255

IL ORDER T 0115.91-40000 MAIL ORDER T 0115-91-40C
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Warhammer

40,000 a0 AN T

starter . T i
| boxed set ﬁr—fz-__v—r_—?f_"r_“ ?

B s

| 4 5 CAgENE S ! s 2yl | 2 3 b Sl LS Ry ¥ COnEY

SPACE MADINER

The Warhammer 40,000

starter boxed set contains everything

you need to start playing. The comprehensive rulebook
includes game rules, combat missions and army lists for
the forces of the 41st Millennium. You'll also find over
thirty Citadel miniatures to begin fighting your battles ; y et |
with, plus tabletop terrain including jungle trees, ruined - 3 dafe p ~~~~~~
buildings and barricades. - ;

G TS

¥ Rl et e el i ! ! 'I:a_i.._;;‘m.-:l..:j" f 'M R £l F‘j;l p 5)
BATTLE FORCE BOXED SETS U T, S ——
Superb value at £40 each wAd SE e

TR
CHATY S W oiare

1_uu ADMAMMED /[
§

AnDAN

Eldar

Space Marine S o S, 4 Battle Force

Battle Force boxed T, bt boxed set

sel contains: “§ contains: L
10 Space Marines, g y 20 Eldar -
5 Terminators, ghay. W Guardians, »

3 Eldar jetbikes, W
1 Falcon

grav tank.

1 Vyper jetbike
&1 Jungle Tree
sprue

_ snnqn CRT IR X
\ ADAAN. .l
"NEW
Battle Force .

boxed set
contains: =

1 Land Speeder, . i !
3 Space Marine [~ »; " ﬂ
hikes | : . 1

& 1 Gothic .
Ruins sprue

— =
\‘M ARMAMMER

ANNAD

Dark Eldar L
Battle Force boxed |
set contains: )

20 D?rk Eldar . — - 16 Ork Boyz,

Warriors. \ ) - 5 Ork Warbikes, l

1 Raider. " 1 Ork Warbugay, .

5 Reaver jetbikes =T ——.__.—* 1 Ork Wartrukk b

& 1 Jungle Tree T & 1 Barricade ’ R,, "
sprue : sprue o

[y
DARK ELDAR. s
L BATFLEFORGE | . “wdhia

== = nTTE The Epic Warhammer
A TR 40,000 boxed game
st vpereees - contains everything
G TH‘C . 1 ] You need fo start
Wl AR nel s 1 playing. The
1 T 3 - comprehensive
rulebooks include
game rules, combat
missions and army
lists for the armies of
the 41st Millennium.
You'll also find over a |
hundred Epic Citade! 1
miniatures to begin fighting your battles with, from Ork and Space
Marine Tanks to Epic troops stands, plus loads of Epic ruined
buildings to fight over!

IMPERIAL CHAOS ORK PIRATE ELDAR
BATTLE- WARFLEET FLEET CORSAIR N . -
GROUP DEAL DEAL DEAL e YOO )
DEAL 1 Desolator class 1 Terror ship 1 Eclipse class ¢ cf hNO W? igecs
1 Retribution battleship 2Kill kroozers e, - g
class battleship 4 plastic Chaos i 1 Shadow class " Mail Order also has the entire
4 plastic Imperial cruisers ek :hips :"“W_W " Epic range in stock, including all the
cruisers 3 Idolator class \ 2 Hellebore class Titans & other Epic war machines!
2 Dauntless class raiders 3Savage gunships f;igates Give us-a call to find out more about
light cruisers 3 Infidel class 3Ravager attack 3 "‘i"“"““" class 5, our exclusive range of Epic models
2 Sword class raiders ships - o and offers! Also check out this
frigates P At I 3 Nightshade class 20 - month's Troll magazine,
3 Cobra class Horircsass 2Brute ram ships destrayers we have loads of
destroyers ¥ 7S e AR All for only £38! 3 :9":::"‘“ class fantastic Epic grab :
All for only £48! h Sousvors bag deals for you'ta ||
All for only £36! get your hands on.
‘ree fighters, bombers and mine sprues with all fleet deals (if attack ships are not available for your fleet Titans available from Mail Order only — give us a call for
ve will include either Imperial or Chaos attack ships at your request — call Mail Order for details) details or check out Troll 22,
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{" DARK FIpaR ¢

JETBIKE
Designed by
Jes Goodwin

SHURIKEN |
CANNON

Designed by Jes Goodwin |

DARK ELDAR REAVER %k e
JETBIKE SQUADRON : " for 3 bikes

DAHK Designed by Chris FﬂzP.ifrkk

ELDAR & Dave Andrews

ER To 0N M  REAVER
.m',mxz P J) b, JETBIKE

Designed by £ 1 S e Gary Morley &
Jes Goodwin 1 o & Dave Andrews.

DARK ELDAR
RAIDER

Designed by Gary Morley
& Tim Adcock

ELDAR FALCON 4N
GRAV TANK

Deslgned by Jes Goodwin

DARK ELDAR

: i o \ RAVAGER §

ELDAR Ry : Wy ¢ s
FIRE PRISM i - : /AN
GRAV TANK . : 5 i)

Designed by Jes Goodwin

P

-}

' £65 ; The Saim-Hann craftword s renowned for !ts ficree; witd jetbike riders.
arm : R AIM:HA To give you complete air sUpremacy. Wwe have put :ogethﬂr this great
y : Saim-Hann |etbike deal. The Wild Ftrders of Saim-Hann contains:

deal & Ly u ' _* Wild Rider Chief (conversion) i
WILDSAIM = \ " * 4 jethike Wild Riders L o <

» 2 jetbike Wild Riders with shurlken cannons

* 2 Vyper |etblkes 1l

All this for £65 and we will throw in the me tal rider

 torsos to complete yaur force for FREE! [fyol want an
even largerjetbike force we also have this expansion deai !?

| which contains: : &

. Wild Rider Warlock (conversnon)

= =5 jetbike Wild Riders y f
All this far an additional £32 or you can buy the ™=

expansion deal separdtely if you wish. For flill Wil Orear's
details about our Wild Rider Chief and Wild'Rider Witk Bidter Wariook
* Warlock conversion kits: check outf Troll 22. conversion Kit

- - - -
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Neferata, Queen of Vampires
Designed by Trish Morrison & Coli y

Skeleton
Warbammer Regiment
Th

The Black Coac ' iaid e S A d plus metal parts f
b ed by Paul Muller & Norman Swales

£12

plastic
boxed set

mdudmg parts for a musician and standard bL‘a.rcl‘ make a ch:.mpmn, musician an-:‘l standard bearer.

The Summoned (pictured below) are

ideal to expand Neferata's Undead army B

£42 EFERAT S U DE D M or just to add more Undead to your own ¢ '
army. The Summoned contiins: i

¢ 1 Black Coach

* 1 Skeleton reghment

(20 plastic Skeletons)

* 15 Ghouls

* 2 Vampire Bats

* 7 Dire Wolves

* 1 Doom Wolf

i Thirall

£78 Kt { piciured
above} with the
nmmoned army de;
army THE SUMMONED ?|i Mail Order for d(‘:li\

(banner nat inclided).

Buy Neferata’s Undead army now for et ot =
£42 and you will receive 2 Mail Order e b T
exclusive Wight Lords (pictured left) (s : 3
FREE! to lcad any of your regiments.
Call Mail Order for details.
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NARHAMI VIER

Ba Orc
regiment
i comes wiv
spears too,
S0 ya can
choose what
ta arm yer
ladz wiv!

Orc Rock Lob.ba.. i

Orc Boar Boss
Designed by Brian Nelson

Orc Boar Boy

Orc Boar Boy
Musician ~

Standard Beaver

5-91-40000 MAIL ORDER T

01

0115-91-40000

Grc Warlord

haracters designed by Gary Morley
& Brian Nelson

Orc Shaman
Orc

£8

Orc Warlord

Orc Boar Boyz
Designed by Brian Nelson

DA ORC WARBAND woorc

Now dat da Orc regiment is released, getting "old of

..t da Boyz is even easier. Da ladz in Mail Order 'ave put
together his deal fer all ya budding Warlords out dere.

Da Orc Warband contains:

* Orc Shaman

* Orc Boar chariot (Mail Order conversion)

*. 5 Orc Boar Boyz

* 2 Orc regiments

All fer £54 and we will send yer da Ore Warlord on Boar fer

EREE! to lead da Boyz into battle..,
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MAIL ORDER EVENTS ¢
AT GAMES DAY 99
If you’re lucky enough to have a
ticket for this year’s Games Day
F 5l (and if not call us now - we have
B a limited number left!) don’t
forget to pay a visit to the Mail
Order stand.
B “Why?” I hear you shout!
N Well, we will have a ;
number of special
N events and
o deals
| running
throughout
the day...

O 0115.91.40000 |

=
e

& \ ¥

" SUNDAY 12TH SEPTEMBEE’B: 10AM 10 [ Conpersion g
" BIRMINGHAM NATIONAL INDOOR ARENA" "

TICKETS AVAILABLE AT YOUR LOCﬁ?&
GAMES WORKSHOP STORE & MAIL ORD

o Pre-release Y
Citadel Miniatures T

Plus...

e Mail Order advanced orders

¢ Mail Order
Legends

e Da Trollz will be running their own games

o And if you place an order with us on the
day, you could win a SIGNED copy of
Mordheim ~ City of the Damned!

O MO DS O D A T O e =

. DID YOO KNOW?

b - - ) - -
AL B You can now get in touch with Mail Order via e-mail. If you have any questions about

e rules, suggestions for conversions, price enquiries, or want to contact Mail Order for any
{’ﬂ reason, you can now do so via computer. The address to contact us is:

motroll@games-workshop.co.uk

-

DER T 0115-91-40000 MAIL ORDER T 0115-91-40000 N\



Phone 0115-91-40000 to add any of these models to your collectio

: How can you guarantee to get your hands on the newest Games Workshop
boxed sets, models and books as soon as they come out, posted so they
should arrive at your door for the day they are released?

: By taking advantage of Mail Order’s monthly Advance Order deals!

Don t forget that if you place an Advance Order with us we only charge half price 1st
class postage & packaging - that's only £2! Just give us a call to find out the prices
and what other advanced orders and special offers are available!

H
HENCHMEN
AING FOR DETAILS

CORRESPONDENCE W
White Dwarf, G N‘ > A ; t anfa Waver,
aick Biood Angels, Blood D gon,
d I ; Bloadthirster, Cadian, Catachan, Cel
es \v‘mrkshop ~ Willow Road, Lenton, Champions of ¢ Ci unt. Mardr
Naottingham NGT 2WS. E 3 pe

Please mark your e o ith the name of
the game you
reply
Gretchin, Grey Knight, G ! monculu;, Head Hrmcho
Hellion, Hunter Slayer, Jmmol ubl, Infamo, Journal,
ats, Kha Khorhe, Knights of
n of tha Damnad,
You can find Games Warkshop on the Warld Wids Web at the s Lord of t.-haﬂge Haqbay.
following Intermet address: : Marauder, Mekboy, Melkhiar,
hittp:/iwww.games-workshop.com i N
SUBMISSIONS All material submitted to'us for publ
only accepted on the assumption. that the copyright in
the very act of submissian, uncanditionally ¢
author as beneficial owner a
Games Workshop in the righ Squat, Squig, Striking Scorpion, Succubis
andior amend all material & 26 s 3 t wis! S?h qTaIJam TaJars nrr Ishia, Termin Troll Slaynr

IL ORDER T

0115-91-40

lo assign r-jpynght in i
0

REGISTERED mn!nnm(s Tha [cdlowmg are all
erad Irademarks of Games Workshop Lid. Armagedd
Bl ud Bowl, Chivalry, Cltadel, the Citas el
ng. Dungeong; ‘Eavy Metal, EIM
the Games Workshop logo, Games
. The GW Fiame logo, Genestealer,
, Space Hulk, Spac
s Marauideris ar
trademark of Marauder Miniatures Ltd. Used with parmission,
TRADEMARKS The following all trademarks of Games
Werkshop Ltd. Adepta Sororilas, Adepius Astartes, Adaptus

. Valnir the Fmagw Vyper,
Walach, Warhammer Qusst, Wei ho)r White Dwarf, the White
Dwarf figure, World Eaters, Wraithlord, Wych, Yoof and
Zoanthrape. The Citadel paint pot is UK registered design No.
2073130, Seattar dice are UK registerad dasign No. 2017484,
COPYRIGHTS AND TRADEMARKS
All subject matter in White Dwarf is @ Copyright Gamea
Workshop Lid 1988, All arwork all Gam
products;, and all images contained thereir
produced either in-house or as wark for hire. The exch
copyright in the arwork and the images it dej
property of Games: Workshop Ltd. @ Copyright uames
Workshop Ltd 1999 All rights reserved,




ORK
WARBOSS

Designed by
Brian Nelson

ORK ’EAVY
WEAPONS

Designed by Mark Sedford

SUBSCRIPTIONS

Games Workshop’s action
comic, featuring stories about
all your favourite Warhammer
armies.

Subscribe to Warhammer Monthly now and
not only do you get 12 issues for £22 plus
P&P but you also get the three free gifts
listed below. That gets you goodies worth
£30, absolutely FREE!

CITADEL PAINT GRAB BAG a
(at least B assorted old style pots)

4 PACKS OF OLD-STYLE COMBAT CARDS &)
4 BACK ISSUES OF WHITE DWARF (our choice) O

Plagse note: I stocks of any of ihe above n o, we resene the rght fo
substiule & gitt of simiar valle.

SPECIAL
SUBSCAIPTION
DEAL!

You can
subscribe to all
the Black Library
magazines for
70, and choose a
brand new £15
yoxed set of your 12 Issues
choice as your UK & EIRE £090
FREE gift! USA $80
(This special deal EUHOPE
teplaces the free gifts
advertised in the
individual
subscriptions ads.)

01 15 91-40000 MAIL ORDER ~

£12

plastic
boxed set

ORK BOYZ

Designed by Brian Melson.

' 0115-91-40000 MA

Boxed sef contains 16 multi-part, plastic Ork models,

ORK 'ARD BOYZ

Baoxed sef contains 8 multi-part, plastic Ork
models, plus additional metal armour.

hoxed set

Games Workshup magedine by b

SUBSCRIPTIONS

Games Workshop’s
indispensable fanzine,
featuring gaming ideas for
gamers by gamers.

With a one year subscripﬁon to the

Citadel Journal you get a FREE! 20%
off Imperial Armour kit voucher and a
FFIEE'I back issue of Inferno and

(Offer avaifable ﬂ?muah U.‘\’ Mail Order anifyl)

6 Issues
UK & EIRE £24
USA $70
AUS $90
GERMANY DM 90
FRANCE FF 330
SPAIN 8,000pts
EUROPE £36
ROW -£36

* Warmic s wigg

* Patguin i, %
o
* Blovd fowr Caatrinieay

Designad by Brian Nelson & Mark Bedford,

SUBSCRIPTIONS
Subscribe to Inferno!
for just £25
HERE’S THE DEAL:

7 8lx issues dellyered
‘direct to your door

/] Two FREE back issues
] FREE UK post & packaging
] vou'll save more money
' You won't miss an issue!
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BATTLEFLEET GOTHIC WARHAMMER 40,000 BATTLE SQUADS
BATTLEFLEET GOTHIC BOXED GAME £40.00  ELDAR GUARDIAN BOXED SET inc. 16 Eldar Guardians £12.00
IMPERIAL RETRIBUTION CLASS BATTLESHIP £12. 00 ORK STIKK BOMMAS BOXED SET inc. 12 Ork Boyz & loadsa stikkbombs! £12.00
IMPERIAL EMPEROR CLASS BATTLESHIP £12.00  ORKBOYZ BOXED SET inc. 16 Ork Boyz
IMF‘EHIAL CRUISERS PLASTIC BOXED SET Inc. 2 Imperial cruiser mult- -part kits  £8.00 DARK ELDAR WARRIORS BOXED SET i |nc 16 Dark Eldar Warriors:
IMPERIAL DAUNTLESS CLASS LIGHT CRUISER £500  KHORNE BERZERKERS BOXED SET inc. 12 Khorne Berzerkers
IMPERIAL SWORD CLASS FRIGATE 3 for £5.00
IMPERIAL FIRESTORM CLASS FRIGATE YE500  wEwl ORK mg‘g@cﬁ“g"@f@ﬂ Sqag,ooo BATTLE FORCE £40.00
IMPERIAL COBRA CLASS DESTROYER ) 41500 New! ELDAR BATTLE FORCE BOXED SET £40,00
SPACE MARINE BATTLE BARGE £12.00  DARK ELDAR BATTLE FORGE BOXED SET £40.00
AT A INIREICHUTER : 500  SPACE MARINE BATTLE FORGE BOXED SET £40.00
CHAQS DESOLATOR CLASS BATTLESHIP £12,00 - e
CHAOS DESPOILER CLASS BATTLESHIP £12.00 WARHAMMER
CHAOS CRUISERS PLASTIC BOXED SET inc. 2 Chaos cruiser miliipari ks £8,00 ~ WARHAMMER BOXED GAME Latda
CHAOS INFIDEL CLASS RAIDER Skresop  WARHAMMER MAGIC it
CHAOS IDOLATOR CLASS RAIDER 3forgs00  WARHAMMER ARMIES BOOKS gen
CHAOS ICONOCLAST CLASS DESTROYER Sforgs.00  WARHAMMER ROSTER PADS : £250
BLACKSTONE SPACE FORTRESS 200 NEW! N.EF'_EHQTA SUEEN OF VANFIRES i:'gg
MANNFRED VON CARSTEIN
WARHAMMER 40,000 MELKHIOR RIDING WINGED NIGHTMARE “£15.00 each
WARHAMMER 40,000 BOXED GAME £50.00  SUNTED NECRARCH VANPIRE - T EE00
WARHAMMER 40,000 RULEBOOK £25.00  NEGRARCH VAMPIRE ON FOOT w400
GEDES ELOAR: £800.  MOUNTED BLOOD DRAGON VAMPIRE £6.00
LRDERanke £6.00_ BLOOD DRAGON VAMPIRE ON FOOT ] £4.00
CODEX CHAOS SPACE MARINES 2800 NEw GRAVE GUARD — £1.75 each
CODEX SPACE MARINES £8.00  TOEBLACK COAGH £15.00 each
CODEX BLOOD ANGELS 2400 WRAMTHS = £3.00 each
(CODEX DARK ANGELS _ 2400 Sinus 2175
CopeX DARK ELDAR £8.00  ORC WARLORD ON BOAR £6.00
et el £5.000ach  ORG GHARACTERS Warlord or Sharman B £3.00 each
DARK ELDAR REAVER JETBIKE SQUADRON inc. 3 Reaver | ] E1800  GRC ROGK LOBBA £15.00
ELDAR AVATAR OF THE BLOODY HANDED GOD £1500  ORC BOAR BOYZ £4.00 each
ELDAR WAR WALKER £1500  5REC BOAR CHARIOT (Mail Order conversion) ~ £12.00
HOWLING BANSHEE ASPECT WARRIORS £2.00 each : ; ==
ELDAR WARLOCK £4.00 WARHAMMER REGIMENT BOXED SETS
NEW! SHINING SPEAR ASPECT WARRIORS £6.00 each NEW! ORC WARRIORS includes 16 Ores with hand weapons or spears £12.00
ELDAR JETBIKE £5.00 each g@\iEN CLANRATS inciudes 20 Clanrats £12.00
ELDAR JETBIKE WITH SHURIKEN CANNGN - £7.00each  NIGHT GOBLINS includes 20 Night Goblins. ] £12.00
ELDAR VYPER £12.00 each  EMPIRE CROSSBOWMEN includes 16 Crosshowman ) £12,00
ELDAR FALCON GRAV TANK - 1700  EMPIRE HANDGUNNERS includes 16 Handgunnera ] £12.00
ELDAR FIRE PRISM GRA\J’ TANK £19.00 SOLDIERS OF THE EMPIRE includes 16 Empire soldiers £12.00
ORK WARBOSS 3 £8.00 SKEI_.ETDN WARRIOHS includes 20 Skelgton warriors £12.00
ORK NOBZ £4.00 each ZOMBIES includes 20 Zombies ) £12.00
ORK NOBZ IN EAVY ARMOUR £4.00 'ea.ch CHAOS WARRIORS includes 12 Chaos Warriors ) £12.00
ORK BURNA BOYZ £2.00 e_a_ch CHAOS HALBERDIERS includes 12 Chaos Haiberdiers: £12.00
NEWI ORK WITH 'EAVY WEAPON F300 cach  CHAOS KNIGHTS includes § Chaos Knights A
NEW! ORK 'ARD BOYZ BOXED SET inc. 8 Ork Boyz & loadsa armour £15.00 BLACK LIBRARY
ORK DREADNOUGHT £25.00  WARHAMMER MONTHLY, Comic #21 £2.00
ORKKILLA KANS £10.00  WARHAMMER MONTHLY REDEEMER SPECIAL, Comic #22 £2.00
ORK NOBZ BOXED SET inc, 4 Nobz & Standard Bearer £1500  INFERNOI Tales of Fantasy and Adventure #14 £5.00
SPACE MARINE COMMAND SQUAD BOXED SET inc. 4 HQ Marnes & Commander  £15.00 FIREPOWER 2, EPIC 40,000 compilation £4.00
@Q_C_E MARINE TACTICAL SQUAD BOXED SET inc. 10 Marines £12.00 TROLLSLAYER, Gotrek & Felix are back in & novel by William King £5.99
SPACE MARINE COMBAT SQUAD BOXED SET i inc. 5 Marines £5.00 FIRST & ONLY, the first Gaunt's Ghosts novel by Dan Abnett £5.99
SPACE MARINE ASSAULT SQUAD BOXED SET inc, 5 Assault Marines £10.00  BLOODQUEST BOOK 1, graphic novel £6.50
SPACE MARINE DEVASTATOR SQUAD BOXED SET inc. 5 Devastator Marines  £15.00 o
SPACE MARINE TERMINATOR SQUAD BOXED SET inc. 5 Terminators £15.00

LEGENDS ™3
CATALOGUES

£1 EACH

This month’s : -~ i V7 NECROMUNDA
Order S i : T - % CATALOGUE

er’s own magazine, - W R _ £9 EacH
is full to the brim with ' L' 8 - : . haEA
deals and crazy ideas, il B
including...

* EPIC grab bags

» Lahmia Vampires

* Da Boyz - plastic Orcs
» Saim-Hann jetbikes
and much more...




WHAT'S THIS THEN?

This is your Mail Order form. Now that you've seen all the models and new releases in this issue, we know
that you can’t wait to get your hands on them. All you have to do is fill out this form, stick it in an envelope
with your payment and post it to the address shown at the beginning of the Mail Order section.

DESCRIPTION PUBLICATION/PAGE

021002201 High EIf Spearman 1_—— ANNUAL
010110401, Space Marine Imperial Fi ite Dwarf 223

Please start my White Dwarf subscription with issue number: ...... SUBTOTAL

| would like to subscribe to White Dwarf for 1 year ]/ 2 years POSTAGE & PACKING

Ring Mail Order to find out what subscription deals GRAND TOTAL
are available now on 0115 91 40000. (TOTAL + P&P)

POSTAGE & PACKING
> y v S UK 8 BFPO: 2nd Class Add  Overseas (including
[ Please start my Citadel Journal subscription with issue number:................... [} £2.00, 37 day deivery. 1t Class  Eiire)s Acd 40% of your order
-add £4.00, 2-3 day delivery. walue. If you pay by credit card,
Special Delivery (UK only) add postaga and packing will be
£7.00. Order Manday to Thursday chiargad at cost if tess than this

0 Please start my Warhammer Monthly subscription with issue number: ...... [Bf b i fogiamricedon . (maimum sostagean ackng

O S R R R R ST ADDRESS: oo s s

Method of Payment: Cheque (] Postal Order[]  Access/Mastercard ] Visa[d Switch (]

Card No: DDDD DDDD DDDD DDDD DDDD Card Expiry Date: ................

Switch Valid From: .... .. Switch Issue No:............. Cardholder Name:

Cardholder ;
STGRATUPET . oivemissmisivsissimemisse s odmen s s Wastercard) VISA ‘
SWITCH

Games Workshop Mail Order, Willow Road, Lenton, Nottingham NG7 2WS




SCR

Just think how much easier life would be with a
| subscription to your favourite hobby magazine...

- * Have more cash — subscriptions save you money!
(e Never miss an issue and get them delivered direct to
§ your door!

e Stay bang up to date with all the new releases.

| * Choose a free gift - yes, when you subscribe we’ll give
y you FREE MINIATURES!

f Check out these two great deals!

V. Take out a Take out a

2 year subscription 1 year subscription

(24 White Dwarfs) for £75 (12 White Dwarfs) for £40 #
and we’ll give you any boxed | and we’ll give you a boxed set &
set worth up to £15.00 FREE! | worth £5.00 absolutely FREE!

& ~ Calluson ™ 8
L 0tt5 91 40000
\ :

If you already have a §&
subscription then thi_s
is the time to think §!
about renewing it! |
Give us a call for

details of overseas
subscriptions.




Dare you venture into
~the City of the Damned?
. ' '

Free metal
mm:ature. :

Aenur, the Sword of Twmght,
is a special character for e
Mordheim, City of the Damned‘;

and this amazing model, - ® '- :

sculpted by the remarkable -" e - f 3

.,

Brian Nelson will be FREE with ~ _
White Dwarf 238! , * A

Build your own
Eldar Wave -
Serpent - we
- show you how!

Plus: Space Marme Land Speeder Typhoon, Batﬂeﬂeet Gothic Orks, .
Co"ectmg WH40K Eldar and stacks of splendld new mmtatures. | |

Tk : r . i Nde I LD "



