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RS OF GAMES WORKSHOP 25 YEARS OF

SPECIAL
T-SHIRTS!

This stylish v-neck
t-shirt is made out of
100% quality cotton and
has the 25th birthday
logo on the front, and a
roll of honour of every
single Games Workshop
store across the globe on

the back.
-1
J
* Special Edition * Special Edition * Special Edition ° Special Edition * Thi
'S CHAMPION!
THE EMI’EROR S
This special edition Space Marine mmlature the als;
Emperor’s Champion, will only be available
during our 25th birthday celebrations. Stocks of
this miniature are strictly limited, so make sure !
that you get to your store early to avoid We’l
disappointment. Py
In addition to this, each and every store will
have a single silver-plated version of this superb
miniature. There will be an extremely limited
number of these in existence anywhere and only
one lucky winner from each shop will win one of
_ the silver-plated Space Marines. _ _
. Speual Edition * Special Edition * Special Edition * Special Edition ° 2 0
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year, Games Workshop is celebrating its 25th birthday. N
re we celebrating 25 years of producing the best fantasy
nce fiction games and miniatures in the world, but this ye
 see the 250th Games Workshop store open and the publ

of the 250th issue of White Dwarf!

be holding special events throughout the course of this )
 the 20" & 21 May you can join in the celebrations at G:
Norkshop’s 25th birthday party. Every Games Workshop st
worldwide will be hosting a weekend of special events, gr
competitions, furious gaming and stacks more.

TH & ZIST MAY 2000 - DON’'T MIS.
P 25 YEARS OF GAMES WORKSHOP 2!
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FREE POSTERS!

Over the last 25 years, Games Workshop has created lavish imagery
for its gaming universes. A major contribution to this has been the
vast amount of superb artwork created by a myriad of talented
artists. To celebrate our 25th birthday, we’ve produced a special
poster depicting some of the great pieces of art from the worlds of

: : Warhammer and Warhammer 40,000. These posters are FREE to all
e Games Workshop customers, while stocks last.

d' - % Rs;lp _{(ﬁ,@
- will A% 4 75 YEARS OF GAMES WO |
ition

...AND DON’T FORGET
o . THE TROLLS!

!es e
ol » %l :-l' -{ »
- e 5, - N If you can’t make it to a Games Workshop store - don’t
i 9"“ § worry! The celebrations are continuing down in the Mail
t 5 Order Troll pens. For the duration of the weekend, you'll be

able to get all this cool stuff from Mail Order as well. Also, Mail
Order will be running some special 25 years of Games Workshop
promotional offers. If you want to know more, get in touch:

' Tel: 0115 91 40000
IT . e-mail: motroll@games-workshop.co.uk
website: www.games-workshop.com

'EARS OF GAMES WORKSHOP 25 YEARS O




; he basilica was open to the sky. -
Shells had torn‘away the intricate
arches 'which had once towered -

overhead. Now, ugly, storm-black clouds
crowded above, the thunder in their
.. bellies  drowned out by the continuous
bombardment of the Emperor's palace.
-But the 'Chaplain's voice still rang. out
clear and proud over the tumult. =

“...50. be sanctified with the blessings
of our beloved Emperor, Saviour of
Mankind.. With your blade you shall
challenge the darkness,. conquer the
shadows, .cast back ‘those who have

given themselves over to corruption

-and infamy. Destroy’ those wHo - have
declared themselves ‘as champions of
the Ruinous Powers. Preserve what

-was from the depredatiens of the Arch- -

Heretic Horus..” ~ =

. Three heavy explos*lons nearby shook
the crumbling walls. Chunks of debris
rained down onto the wern flags around
where Brother Sigismund of the Imperial
Eists knelt, his black power sword raised

hilt-first in supplication. Neither he nor

Chaplain Akrida flinched; nor the
assembled - squad of Battle
Brothers. Such things were to
.be expected this close to -

the fraitors’ breakthrough.
Chaplain Akrida- placed

the fast purity/seal upon

the Imperial Fists Space

Marine’s -  blackened

power armour. Brother
Sigismund bowed his
. head once more before

-rising to his armoured feet.
As one, the assembled,Space
Marines turned and filed into the
Rhino waiting outside.
The Rhino- was as cramped as'it was
noisy, rattling over rubble and shell holes
towards the breach. Brother Sigismund

. - gazed at the worn, pinched looking faces -
- of his fellow Space Marines, watriors of

the Imperial Fists Legion who had fought
night and day for weeks defending
~the Imperial palace against the Traitor
Legions. His heart swelled with pride that
Rogal Do himself, Primarch of the
-Impenar Fists, had chosen Sigismund to
. be & champion of the Emperor. Only one
thing disturbed him.

“Father Akrida, ‘rhough J am humbled by

the honour bestowed upon me, it still:

seems wrong to 'obscure the sacred
colours of the Legion.” :

_"Fear-not Brother Sigismund, Dorn:

himself ordered it to be s0. Your heraldry
has been changed to black to show that
you serve the Emperor hnr_nself directly,

~as do myself and my fellow chaplains. As
such you are marked out in the 549ht of
the Emperor.”

" Before ‘Sigismund could reply the Flhmo
lurched to a halt. The Imperial Fists

clamped on helmets and hefted their
bolters with practiced ease, leaping out
of the-access doors without hesitation.
Beyond lay a scene of carnage, of hell on
Earth. ;

A river of foulness was pouring through

a breach in the mile-high palace wall.
Fighting machines and troops forced
themselves through the gap, corrupted
banners = swaying, foul, winged
abominations flapping above. Imperial
artillery was ranged in on the breach,
administering a fearful execution as
giant shells smashed flesh and metal

-into an unidentifiable pulp, but still they
" came. The titanic roars of men; beasts

and explosions. melded into a single

. .cacophony -of horror, the air reeked
with the smell of cordite, oil and blood. - -

A swaying, crumbling line of Imperial
tanks and soldiery struggled to contain
the horde, their’weapons blasting into
the masses at point blank range as the

fiercest traitors rallied and charged .

again and again.

25 YEARS OF GAMES WORKSHOI‘

Thick black smoke coiled over the scene
as Sigismund and his brethren pounded
towards a point where the Imperial

.line was cracking, thinning to nothing

beneath the infernal assault. As they
closed, Sigismund could see the reason
why. One of the accursed ones, a once
blessed Space Marine who had given

himself as a champion to the foul gods of:

Chaos was leading the assault. His dark
masters had marked him as their own
and he towered above his twisted

_followers, wreathed in dark majesty.

Blood-red homns curved from a helm
which had become a death mask, skulls
swung from chains about his waist in
grinning testimony to his corruption. The

* Chaos champion swung a whitling chain-
axe in each fist, and the men of the
 Emperor fell before him like wheat before

a scythe. .
Sigismund could feel a rush of what felt

-+ like- ' murder-lust upon him, but realised.
".that- it was "pure abhorrence" which

consumed him. Here was one who had

~ pledged his very life in the service of the

Emperor and now betrayed that oath in

the most base way imaginable. Words
spilled from his lips unbidden.

“GUARD YOURSELF TRAITOR!IN THE
NAME OF THE EMPEHOH YOU DIE
THIS DAY -

The horned helm turned and its red- -eyed”
glare blazed at him.*A guttural beast-
voice roared back.

“AT LAST! I'VE PRAYED FOR WORTHY
MEAT. | SHALL GIVE YOUR BLOOD-TO |
KHORNE AND YOUR SKULL SHALL BE:
MINEY :

Bolt shells énarled between the two' -

forces as they crashed together, a. -

horrible collision of blades, bodies and

_armour, split skulls and gaping wounds.

None dared bar Sigismund’s - righteous
fury ‘as he charged at the Chaos
‘champion. Razor-teeth whirled®as the
axes swept down on him. Faster
than thought he parried the
first, but the second clove
“into his shoulder armour.

The blade howled and
smoked as it ripped into

. the thick ceramite before

i glancing off in a shower
of sparks. The Chaos
champion wielded - the

heavy axes as if they were
straws, hacking and slashing
like a mad butcher. Another cut
_laid open Sigismund's belly-armour, a
fourth bit deep into his chest and bright
blood flowed as he knocked the axe
away. Slgismund staggered and almost
fell. -

“You are as doomed as . your faf,se
Emperor,”. spat the homed one as he
raised hig axes for the decapitating blow.
Sigismund gripped his blade in both
hands and whirled it aloft. “And you are:
as deluded as your false god,” he replied,

slashing downward. Contemptuously, the
Chaos champion made to block the blow
with his axes. But this mighty blade was
no normal-sword. Ancient even when the
world . was young, blessed by .the
Emperor's, grace it smashed through
both axes and on into the, cerrupted
champion. The Chaos champion
staggered, blood ‘welling from his -
smashed death-mask. Sigismund lunged
again, carving up under hlS armour and . *
into his black heart.

The Chaos champion fell like a mighty
oak, almost cloven in two by the blow.
Sigismund shouted a prayer of thanks to
the Emperor as he leapt over the corpse.
There was still much of the Emperors

_ work to be done th|s day...



Miniature designed by Juan Diaz and painted by Joe Hill. Rules by Jervis Johnson. Stofy by Andy Chambers.

s part of Games Workshop's 25th birthday célebrations we asked new -
miniatures designer Juan Diaz to make a very special model - the Emperor’s PA'NT’NG TIPS ? i

Champion special character. The model is shown in all its glory below, along  BRIETERET R E g0
with the rules for him, taken from the forthcoming Codex Armageddon. ScEyCH s eicte ]
; end up looking grey_
Almost all Chapters of Space Marines have had Emperor’s Champions of their own  [ssiisnie ?gg;;’;i"ﬁ
at one time or another, especially during the period following the Horus Heresy. WIREREVEELMINITOR | =’
Although the practice is much less common in the 41st Millennium, there are still BEUECRICCRRIEY By :
trick is to gradually build up the

several Chapters that have an Emperor's Champion, R e R rat R i

F especially among the First and Second Founding Chapters colot'urj.: bdué ig'iéeethhen?'vghw fine S:lamd
= neat. | a oaex Grey 1o Lhaos ack

! whose history dates back to the dark days of the Heresy. sy i Rse

Because of this, any Space Marine army may include an EEEES M-I R
3 i : light to dark. For the final highlights on
Emperor’s Champion at the points cost shown below. All of e tips of the armour plates | add a e

the rules that apply to a Black Templars Emperor's Bz
Champion also apply to one belonging to a JEETESERERS PSR painters

different Chapter (in non-Black Templars armies il !? vglth Imsiart ﬁ?prgimmgGan ;
g 5 S 10 -0e  WHE - Wi OI'SS.:»
these rules replace any Chapter-specific special [Eaieadinte good coverage over :

rules such as Black Rage, Stubborn, etc). usually only needing one or two thin
coats: Then l'use a _50 mix of Skulf

An Emperor’s Champion belonging to a Chapter
other than the Black Templars can either wear his  Seiagriaghiend
Chapter’s own colours, or have his armour RUEEETG e

i iai black of the armour. Keep your paint thi
painted black as a mark of respect fo Sigismund, 45 CrA Ak b A o B posaitle T T

the first Emperor’s Champion. - three Finally, | repeat the
i kull White but leaving a:

fittle more of the t showing. This.

/ way you'll get a clean white over a-

Above left: Totally engrossed in sculpting this remarkable black underco: hading on'the way..
miniature, Juan can't even find the time to smife for the It really is worth taking a little extra time
camera. and effort over important models like the

S i : Emperor's Champion, especially as it is
Left: Still to have the finishing touches applied, the only avalable for such a short time.

Emperor’'s Champion special edition model takes shape.

Wargear: Artificer armour, Terminator honours (bonus included above), purity seals, iron halg,
master-crafted bolt pistpl,_ tr_]e_e ‘Black Sword. The Champion cannot be .boug_ht ‘extra equipment.

SPECIAL RULES
The Black Sword: All Emperor's Champio
T

Black Sword can be u #f us d as a ‘amglp -han
C ted as a power hon with +1 Strpngth and may be used in addition to the
Cha pror‘l s bolt. plsiul If usad ae double-handed: wmpu)n it counts as bemg a poer fmt

be ac if then-,ﬁs an enemy uha cter available in the combat. : Move the madels into. base
contact and f1qht our the close comb tas normai No other models: may attack the Champron or his.

A_Iways ah Ind_ependen_t Chara ter: The Emperors Champion always fights as an independent
character and so may never be accompanied by a Command squad. Sigismund, the
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There is a bit of a buzz here at the Studio at the
moment as we have started a new Warhammer
‘campaign. Obviously this means collecting and
painting a new army (hurrah!). The question, as ever, is
which one? After much deliberation | picked the Dwarfs.
has seen me play with my previous two armies,
Beastmen and Ores & Goblins, as they are ‘charge

headlong across the battlefield’ forces. Even the most

‘are a world apatt in playing style, and this has caused
me more than a few problems in my first few games...

As a player used to storming towards the opposition
battleline, | found it more than a little disconcerting to

with many tactical challenges along the way and finding
the right solution has been lots of fun in itself, as we've

ended in utter defeat. | stood around and tried to out-
shoot the much more mobile and flexible force of a
general well versed in his army's strengths and
weaknesses. Oh, that and not having a battle plan.

The next game was to be against an army ['ve not
‘faced before — John-Paul Brisigotti's Vampire Counts.
Luckily JP hadn’t played with them before either and his

‘again the refused flank and a strictly stuck to battle plan
‘won the day (althougha Black Dragon with a penchant
collective grasp, I'll endeavour to bring you all the rules

‘recommend anyone to try an army that differs greatly

to...
See you again

deployment let me pick off his

number one for the proud Dwarfs
of Kazad Bolg (Fortress Fatbelly
in human parlance) was mainly
didn’t deviate from and the
refused flank tactic. Much
Bugman’s XXXXXX was quaffed that night!

My last encounter was against the Dark Elves and once

for catching Dwarf cannonballs also helped!).

Alessio’s and Tuomas’s campaign system is lots of fun
too and, if | can just prize the details from their
in a coming issue. I'm having an immense amount of
fun playing with my new army and would heartily

A= BLOKE

next month.

THE MEN BEHIND THE MINIATURES

Clockwise from the back: Shane Hoyle, Mark Harrison, Colin
Grayson, Alex Hedstrom, Juan Diaz (he's only little).and their
guiding hand Gary Morley.

The amazingly detailed models in the new
Warmaster armies were sculpted by our team
of enthusiastic trainee miniatures designers
along with old hands Gary Morley, Tim Adcock,
Trish Morrison and Dave Andrews.

Shane Hayle
the size of
his, er, latest
Warmaster
miniatures.




THE GREAT GAMES DAY
SUBSCRIPTION OFFER!

Fantastic news jus‘t in for White

first dibs_ on tickets to this year's

Games Day & Golden Demon.

Games Day & Golden Demon 2000
is an all-day gaming extravaganza

incorporating  stunning  dioramas,

exciting participation. games, all the

latest releases, the chance to meet your

favourite Games Workshop personalities
and of course the Golden Demon
pam!mg champlonshms = the world‘ :

It will be held on Sunday September-
24th at the Nanona! Indoar Arena,

Games Day are £15 each although
there is no limit on how many each
subscriber can buy.

remamder gomg on sa[e to the pubhc
from 1st July in our stores and through
Mail Qrder- (for those sadly deluded
mdrwduafs who. hauen’t yer committed

Anyone ai-tendmg; !;hls.; year's Games
Day & Golden Demon will also be able

o get a speciar edition Black Orc

wc_)rry yo_u il s_mi qu_ahfy if y_o_u_ take_out a;
subscription when you ring for your

Games Workshcap event but will also
receive a monthly hit of GW excitement
dehvered d:rect to your door ~what more

A twelve issue: subscnpt:on to. White:
Dwarf will set you back £40 {and you'll
even receive a free £10 Games

Workshop gift voucherl).
SO remind me again why you don i have.

It has recently come to our
attentlon that the mtroductlon Io

Whne Dwarf number 242 bears
resemblances to certain passages
from ‘The Elfstones of Shannaf_a_

article was authore_d_ by a

‘DEATH FROM THE SHADOWS’
An apology to Terry Brooks

freelance writer who had, prior to.
publication, assured us that this
was his own original work. We
apologise for-any offence caused
to our readers or Mr Brooks by the
publication of this amcfe It was
certainly never Games
Workshops intentfon to breach

staunch defender of intellectual
property rights itself, Games
Workshop tries to do’ everythmg
articles are- onglnal We WI" of
course review our procedures in.
light of this event in order to
prevent similar situations ansmg in

the future.




URVEY WIN

Last year we ran the Great White Dwarf Reader
Survey, asking you what you think about our
magazine as well as all other aspects of the
Games Workshop hobby. Thousands of you
returned the questionnaire to voice your
opinions and to enter the prize draw.

including tours round the Studio and Warhammer World,

a meal in Bugman’s Bar,
plus a five minute ‘dash
around the Warhammer
World store to pick up
and walk ‘out with as
many models and games
five winners staggered
round the shop, their
arms full of boxes and
blisters piled way above
their heads! After a
frenzied five minutes, the
distraught store staff had
‘given away over £2,000
worth of stuff, and finally

task of painting all those
models.

GAMES DEVELOPER
REQUIRED

-game or game supplement.

e Over 25.

# Capabife of warking in a-dynamic team
‘atmosphere.

= Willing to work in Nottingham, in an office.
warkers and the public. -

* Intimate knowledge of Warhammer 40,000
‘background and 3rd edition riles.

= Experience working in a creative team a
bonus.

For details of how to apply, contact: Human

Hesources, Games Workshop, Willow

Road, Lenton, Nottingham, NG7 2WS,

Telepharie: 0115 916 8349.

‘order on 0115 916 8177
(8pm-6pm Mon-Fri UK

‘to Forge World, Games

WARMASTER TERRAIN

FROM FORGE WORLD

Forge World has released
some stunning new terrain

models for use in your
games of Warmaster. The
range includes castles (like
the one shown here),
towers, houses and

a splendid Empire

ship.

Full details next month,

or if you can't wait, then
contact Forge World mail

time), send an SSAE

Workshop, Willow Road,
Nottingham, NG7 2WS or
visit their website at
www.blacklibrary.co.uk




the epic saga.
Space Wolf. After
his trials on
Fenris, Ragnar's:
Claw takes our
hero away from
the planet of fire
and ice on a
galactic quest to
recover an

work on a
fantastic new:
Gotrek and
Felix novel, the
eagerly awaited
Dragonslayer.

SHE’S BACK!

The Black Library is buzzing with rumours of the return
of everyone’s favourite Sister of Battle, Ephrael Stern,
to the pages of Warhammer Monthly. We've been told
that Book Il of Daemonifuge picks up the story of the

stranded Seraphim where the last book finished.

is only available through the exclusive offer as detailed
in this month’s Warhammer Monthly, in' which you will
also find all your favourite heroes and villains as they
return for another helping of mayhem and carnage.

DEATH GUARD ASSAULT
Hot off the Fanatic Press this month is the third Blood
Bowl Compendium, packed full of new rules, new star

"

WARHAMMER

40000

SPACE WOLVES

Logan Grimnar

Chaos Characters (3 stands per blister)
Champion on Chaos Dragon (1 model per blister)

£10.00

Wolf Scout with plasma gun (plus 1 other Wolf Scout)’ £4.00°
- Long Fangs:(plastic and metal boxed set)- £15.00.
- ELDAR
Codex Craftworld Eldar £4.00.
Howling Banshee Exarch (1 model per blister) £4.00.
Dark Reapers (2 models per blister) £5.00
Dark Reaper Exarch (1 model per blister) £4.00°
. Heavy Weapon Platform (inc. 2 crew) £6.00
Suppart Weapon Platform (inc. 2 crew) £8.00
Wraithlord (1 modal per blister) £12.00
- Striking Scorpions (2. models per blister) £5.00
Striking Scarpion Exarch (1 madel per blister): £4.00

Warhammer Monthly 31 £2.00
Citadel Journal 38 £4.00:
Blood Bowl Compilation 3 £2.76°

Ragrar's Claw, 2nd novel in Bill King's Space Wolf series  £5.99°

ENTER THE BLACK LIBRARY

Finally, make a note in your diaries about the Black
Library’s awesome Open Day, taking place at Games
Workshop’s headquarters in Nottingham, on Sunday
July 14th. This is a great chance not only to_meet the

games based on the unique characters brought to you
by the Black Library.



BY GAMERS FOR GAMERS!

TOUCHDOWN!

_Hnt off the Fanatrc Press thlS month the thlrdrBleed

L)

the pitch, - N
Ne :Brand new league rules. : 4

. :Plus Daeman Prince and Giant star players S!ugglut%n
f Deathspik’é and Thundershout Gristlég'nasher j SN

N CALLING ALL FA'N'ATICS' f

: armyr bsts, conversions and features in everv ]amvpacked
: |ssueJhls month: -r

r i \

LY

o The pustulenr Plague Marsnes of Nurgtes

Death Guard ~an g\xc:t ing-new Chaos drmy e
list Fdfs athammer zIo 000. ‘-—*---./ A

® Can the Emphre wnhstand the full force of an . B
Undead mcursson m a special new : N

nght"?L

© All of this plus: wgrwuck’s World, readers’ letters, and -
much_}mur:h maore. \

e

S ¥ Te

'JOURNAL38 | £4.00




than the art of Death”
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emenactb s tali fom was sii’bauétted by f’ed'

mmnumd

‘Yom‘ spzrit 5 pensh-e 2 smd Bemenacrb suddenly
was low and melodfc, c&lmmg to beaf; carr_ymg
bidden wisdon in its tones.

“The omens are not goed,” be confessed. “We fight
under a blood sky against barbaric mon-keigh who
use. tbe md mmm as tbeu' symbo! It does m)t bode-

and tbe ﬁetu.re can bald no .m.ere_borrors.

The sound of crude engines echoed across the.

darkne.ss, snapping Shear'ann’s bead fo. tbe south.

beraes was most pfeasmg to bzm The Wraabguard :

nodded‘

voice of Kyarne, dead for seven generaﬂons since the

Bame of fhe Dead{)a Ticle::

"‘Isha’s eyes, ' cursed Sbear’ann at the szght of tbe .-
enormous beast.

“Ibar one. is mme, declared Bemenac!b pomng @

at tbe metal heup, tearmg Iumg}'t Qf zrtm ﬁom tbe

wreck and burling them aside.

Freed from the twisted ruin of bis' transport he
Warlord pushed bimself to bis feet, scattering ripjmd .
armous: pfates ammnd him Raaring :




CRAFTWORLD

This issue heralds
the arrival of the
eagerly awaited
Codex Craftworld
Eldar. This latest
army book details
the five most well
known of all the
craftworlds,
Alaitoc, Ulthwé,
Saim-Hann,
lyanden and
Biel-Tan. As if
that wasn’t
enough we’re
also unveiling
new Aspect
Warriors, heavy
weapons platforms and
support weapons. We have
also asked a few experienced
players to tell us how they use
Eldar in their own games of
Warhammer 40,000.

e

-
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E I.DAR

BY GAV THORPE

Codex C'raf'two'ﬂd Eldar is the latest Warhammer

craftworids scattered throughout the galaxy each
one W|th |ts own socnal structure hlstory, culture,

of the Wamor and |ts Swordwmd armies are
predominantly made up of Aspect Warriors. To
re'p'r'esent this' 'm'ost Aspect Warrior squads

Craftworid on the other hand mcludes many
Wranhguard and Wranhlords in its armies due to

‘troops types avalia_b[e ‘to them. Ulthwé, for
example, have the Black Guardians ‘and a Seer
Council, Saim-Hann have Wild Riders, and
‘Alaitoc have Path-Finders.

All this makes for a huge variety of choices for an
Eldar player. Each craftworld has its own style of
fightmg and reqwres drfferent tactics to use it

exampies of_ the coJ_our schemes of the different
craftworlds and includes tips on how to paint your
own Eldar army.




Mike Major: The most effective combination of
troops. I've. eeen is a unit of feur or five Derk
with 'br'Jg'h't' Ianee weapone plalferms By keeping
the Farseer near these units, his Gurde psychic
power allows one of the squade to re- ro]r |ts

range. Agalnet power armoured Speee Marme_s o_r
|ighl vehiciee the Dark Fleapers- can do the jeb
charg:ng hordes of mfeeﬁy; the ehunken eetapuits
of the Guardians are a healthy deterrent and the
bright lance weapons platforms can bring down the
most heavily armeured of foes. The Farseer ehould
succeed the meet' ‘each turn. in eddthon the
Guardian screen can greatly extend the Ilves of
fermatlen ES along the front 'df' e wood where aIJ
models can also gain cover from possible
ordnance fire.

.......... - of my regular eppenenis, USua”y uses the
feliewmg-to maim my Space Marines army.

(w1th about 8" or so between them the Wraith!orde ehghﬁy
nearer the enemy than the Avatar) There are. very few

on the: next_ tu_m.

A- Iarge equad of Baneheee with an Ex‘arch {fully kitted ou’t):

dealrng:deet_h_ to Deveete_to_re. en_d euc_hhk_e. The_ ea_m_e g:o_ee:
for Fire Dragons in a Falcon or Wave Serpent as they will
be able to move 12" and etill fire the twin Iinked etarcannon

firepike and a_ few fusmn g_une, All of the Aepec! Warriors in
F‘aicene or Wave- Serpents are eﬁec!ively Ihe fast reserve:




5 are close a 5 s who exce
The sting comes from the deadly mandibla
trong physi g A

A squad of Striking ‘Scorpions could ‘be
used in place of the Fire Dragons as they
are more useful against lightly armoured
infantry where Fire Dragons would be
‘overkill.

Two largish squads of ten or more
Guardians with starcannon platforms
hiding well behind the main defensive
battle line provide some extra firepower.
These squads also keep the army break
point up in tournament games. Support
weapons can be placed with them too as
they will be better defended than if placed
out on their own. By keeping the Avatar in
the centre of the battle line, he can be in
the best position to confer fearlessness on
his troops and keep the battle line from
falling apart.

Basically, this whole battle plan relies on
the Wraithlords' ability to hold just:about
anything for a while, the ability to shoot
any transport vehicles to bits so that the
Wraithlords can charge the troops inside,
-and the high speed of the close combat
‘squads. The Guardians and the support

A battery of lyanden shadow weavers hold position at the back of the Eldar army.



w‘eapons boister the a‘rmy and provide so"me:

who can destroy the Wranthguard and Avatar by.
shooting.

Phil Kelty'-l have been expen‘menting with:

Of all 1he varlants avaufab!e to the Eidar my'

tavourtte has lo be the vibro: cannon As Iong as.

By pfa_cmg the- Fars_ee_r- wnh a battery_ of three

support. weapons, his Guide psychic power will

allow all three weapons to re-roll their to hit dice;

a very powerful combination when used with
three D-cannons!

Gav Thorpe: | always try to include 30 Guardian
Defénders in my army, in u'nit's of ten, each with

as weJI for even more shunken erepower and,
comblned wﬂh Gwde frorn a Farseer These

ora dlresword |f 1 m facmg Orks or Tyramds Both
D|stract and Defeﬂd are essential Exarch skl”s

Any extr_a pr{_)tec!!_on _th_e E)';arch_ ca_n g!_ve you_ !S
always ha‘ndy (l used this to great effect in the

usually carry a fuII squad of Howlmg Banshees or
Fire Dragons They lurk in safety unt|l an

devaatatrng, but |f sent off on their own, they
won't come back.

| normaily take two
Wraithlords, though of late my
opponents have got wise to these close combat

beasts and they don't usually survive to.the end

of the second turn. Depending on how dense you
like your terrain, two Wraithlords ean advance

together taking what cover they can, and there's:

nothing that can stop them once they get
stuck in:

I don’t usually take Dark Heapers as they scare
that can be brought to bear on them WI||
annihilate them as soon as possible, even with a
Farseer hearby using Fortune to allow them re-
rolled saves. Instead | opt for long range
firepower that can survive.
Rangers are my. preferred
choice to fit this role. Get
them some nice cover to
skulk in, but don’t use their
|nf|ltraie ability to put
them closer to enemy, just
get them somewhere with
goed lines. of fire, They'll
sit there all day pinning
people duwn and are even
troops like Snace Mar_mes_
It takes an assault to. shift
them propériy, e's'pecialfy i'f

slrong squad as I do

Finally, jetbikes are
another favourite of mine.
Don't forget to use their
free. move in the assault

or to hit and run from
behind cover. If you have a
each with a crystal
targetlng matrix, the two
units can be a real thorn in
the enemy’s side and very
difficult to retaliate against.

An Ulthwe distort cannon and a Guardian squad’s starcannon

WARMAMMER

A0 NAN




Amongst the Eldar {he Biel- Tan have a well deserved reputahon for being warlike. Their name means ‘Rebirth of Anment Daya
and it is the Biel-Tan who have iaken it upon themselves to rebuild the glory of the Eldar. Great importance is placed upon the
Path of the Warrior:and their armies usually include many Aspect Warriors,

) Other crdftworlde consrder the Eidar of Saim Harm to be feral and barbarous: The Saim-Hann Eldar are ilerc:e brdve and proud
| warriors. The most famous of the Saim-Hann are the Wild Riders who go into battle ndrng Jjetbikes and Vypers. Unlike other
| craftwertds the leaders of the Saim-Hann are their Wild Rider Chiefs.

The Eldar of Aiadec are the most puntamcal adherems to the culture known as the F'ath of the Eldar. This zealous attitude leads
to many of their kind becoming Rangers, taklng up the Path of the Outecast. When the Alaitoc go to war they gather their Ftangers_
il to sow d|srupuon and anarchy in the enemy forces. oy




Many of the Eldar of Ulthweé
follow the Path of the Seer
and the Path of the Warlock.
e of their close
ximity to the Eye of Terror,
the Ulthweé claim that they
need more Farseers to keep
wateh for the many and
varied guises of Chaos. Eldar ..
craftworlds often,
believe that it is their very
proximity to Chaos. that has
tainted 'the inhabitants of |
ithwe and exaggerated thmr
psychic potential.

When the craftworld goes fo
war it takes with it many
Psykers — Farseers and 3§
Warlocks alike. Unfartunately
this reliance on Psykers §
has left the Ulthwe with
very few Aspect Warriors
To  compe e for this
Craftworld Ulthwé has a
rable standing  of
known simply as
. Guardians’.

‘Eh arms,z'v\u‘arwa,kefs
s 1 P Framosyn | | s r €120

Why not gwe the Mall.i
Trol!s a caﬂ on .




In the beginning, there was Rick. And he looked at the
void and said, “Let there be Rogue Trader”, and there
was...

Okay, | admit it's a dramatic start, but | had to get your
attention somehow. For me, the Eldar have been
something more than just.a Warhammer 40,000 race,
they-are more of a way of life. Ever since joining Games
Workshop I've wanted to have a crack at the Eldar
myself, and with the release of the 3rd edition of
Warhammer 40,000 | got my chance. Not only was |

all be fresh and new, while the old lags like:me can enjoy
‘a misty-eyed trip down memory lane...

The Eldar Race
Eldar has evolved over the years. The Eldar made their
initial appearance in the first ever edition of Warhammer
40,000 - the volume generally known amongst gaming

information for the Eldar.
‘However, here
were established
principles that
remain true to

this day. In Rogue
told of the
craftworlds, vast
starships that drift
across the galaxy.
We first learned
that there are many
different craftworlds,
each with its own
society and history.
that each craftworld
contains a warp gate
Warhammer 40,000 that allows the Eldar
Hogue Trader o travel vast

Genesis of
the Eldar

By Gav Thorpe and Jes Goodwin
The Eldar have been a part of the Warhammer 40,000 universe since its
inception a decade and a half ago. Gav and Jes look at how these
enigmatic aliens have changed and developed during their lifespan...

distances across the galaxy without the use of starships.
We were ‘also told of the mercenaries and pirates:
bloodthirsty Eldar renegades who sell their swords to
the highest bidder, famed for their treachery and
callousness. As we shall find out, these seeds were
indeed to grow into mighty oaks,

When ‘Chapter Approved — Book of the Astronomican’
appeared in 1988, it contained the first ‘proper” army lists
for Warhammer 40,000, including one for an Eldar pirate
band. This detailed the fegendary Eldritch Raiders, a
collection of ‘cunning, cruel and dangerous corsairs, [t
was mentioned that it
is not unheard of for
a pirate leader to
have a cadre of loyal
troops to protect

Chapter
Approved
Book of the
Astrenomican

him from his own subordinates
(unfortunately, it then:goes on to say that their preferred

perhaps better forgotten).

From the Book of the Astronomican, our journey takes
us through months of White Dwarf articles (gathered
together in the Warhammer 40,000 Compendium) which
added all sorts of interesting things to the Eldar. We get
all kinds of exotic hardware turning up, including their
Distort Cannon, the War Walker, the Ghost Warriors and

superior psychic technology. We learned of the infinity
circuits the Eldar use for controlling and powering their




Then came the Harlequms Out ofthe blue, a:whole new
type of Eldar somersaulted and flipped onto the pages of
Warhammer 40,000 history. The Harlequins were the
Eldar taken to the very extreme. They were highly skilled
and well armed (in fact, in the first list they were almost
unstoppable, even with only sixteen models: in your
armyl). But more than that, ideas regarding the myths
and prehistory of the Eldar began to-filter through. We
started getting mentions of Fallen Gods, of how the
Eldar created their nemesis, the Chaos God Slaanesh.
The Black Library, a receptacle of great knowledge
beyond space and time, was introduced. The Harlequins
articles marked the establishment of the Eldar origins,
their myths and their future. Suddenly, these flimsy,
piratical, ne'er-do-wells take on a tragic pathos. They

become a shattered race struggfmg to avoid extinction.

emotions. They become ths_,- Eldar we know toci.a;‘r

But wait, the Eldar background didn't stop developing:
there, did it? Oh no, we knew now of their lost empire.
and their conflict with Chaos, and particularly Slaanesh.

But what of those craftworlds, the ones the Harlequins:

visit? What are they like?:

The answer was to come in another pivotal moment of
the Eldar's genesis. It was perhaps the single most

important moment in my career as a gamer, and

certainly - marked a tummg point in the. future.

Warlocks and Avatars But the most :mporta_nt change
the most fundamental change; was the introduction of
Aspect Warriors.

Not only did this change the army of the craftworlds, it
introduced the concept of the Eldar Path; the lifestyle by
which an Eldar dedicates themselves to one facet of
their life at a time and allows them to perfect it, enabling
them  to control their heightened emotions and
sensibilities. The Aspect Warriors. introduced a darker
edge to the Eldar, the part of their personality that lusts

Dwarf 127

July 1990

after bloodshed and
the exhilaration of
battle. The deseription of the ritual to
awaken the Avatar of Khaine is superb,
and gave me shudders of fear and
excitement in equal measure. | had a
few Eldar in my miniatures collection at
the time, including a Harlequins army,
but, from that moment on, | needed them.

Iooked back

White Dwarf 127 also firmed up the events of the Fall,
the collapse of the ancient Eldar empire. It spoke of the
Exodites fleeing to their primal worlds and the
craftworlds setting off on their eternal wanderings across
Etdar wear to protect them from the predatuons of
Slaanesh, the Great Enemy. In White Dwarf 127, the
warp gates within the craftworlds become the Webway,
a labyrinthine maze of warp tunnels that bind the Eldar
together across the vast distances. of space. In my
opinion, it was White Dwarf-127 that heralded the Eldar
asarace and not just an itinerant threat to the Imperium.

From that
momentous. article,
down into the
familiar territory we
know and love
today. In the 2nd
edition of
Warhammer 40,000,
Codex Eldar
changed little; a few
new ideas were
introduced, like the
Phoenix Lords, but
there was little need
to add or change
anything. It was at
this point that the
characteristics of
some of the different
craftworlds were
examined, giving rise
to the Wlld Riders of

Warhammer 40,000
(2nd edition)
Codex Eldar




Saim-Hann, the Black Guardians of Ulthwé and other
distinctions between the various Eldar societies.

And so this was the position of the Eldar background
when we came to writing the latest Codex Eldar. What
was | to bring to this magnificent race? How could |

‘further enrich this wealth of myth and background? Well,

by going back to basics, as it happened. Over the years,
as the Eldar had become more established as a race,
there was a. growmg feeling amongst gamers that they
were somehow ‘good guys’. It is easy to see why this

‘might be the case, as they have a specral hatred for
Chags, the eternal enemy of Mankind.

It was this
falsehood, that the Eldar were somehow ﬁghting for a

that | wanted to correct. So, | went back to the origins of
the Eldar, in Rogue Trader, and set about working out
just what it was about them that made them a threat
there. | decided to emphasis the capricious, self-centred
nature of the Eldar. | wanted to remind people that they
are aliens, not to be trusted if at all possible, and
certainly not your friend, except in the most short-term
circumstances,

it was also the original roots of the Eldar that gave us
inspiration for their wicked cousins — the Dark Eldar.
Dark Eldar had been mentioned in passing before, but
were-generally seen ‘as Chaos worshipping Eldar who
had remained on the Eldar homeworlds. We wanted
something more than just Chaos Eldar, and returned to
the Eldar's roots for inspiration. As the Eldar of the
craftworlds had grown into something much larger and
more wonderful, so the piratical renegades from Rogue
Trader and the Book of the Astronomican became the
malevolent, vicious and downright evil Dark Eldar. The
idea of the neutral bodyguards was rebarn in the form of
the Incubi, and overall the pirate theme was imbedded in
‘every part of their culture and army. The Dark Eldar
introduced ‘another facet to the Fall of
the Eldar, demonstrating another survival
‘strategy against the-all-devouring presence
‘of Slaanesh.

With Codex Craftworld Eldar, we've taken a
closer look at the ‘differencés between the
various craftworlds, hopefully demonstrating
the great variety of cultures within the Eldar
race. Not only do we look at their military
formations, but take a peek at the history
and temperament of these different
cultures, examining why they are different
and how they have adapted to their own
needs, opportunities and goals.

And hopefully, in time, there will be more to
come, when we get around to the Exodites
and the Harlequins...

The Craftworld
Army
As with the background, the fundamental
principles ‘of the Eldar ‘army on the

tabletop were laid down in Rogue
Trader.. Its hard to recogmse this

Warhammer 40,000 3rd edition
Eldar Codex books:
Codex Dark Eldar, Codex Eldar
and the new
Codex Craftworld Eidar

lists. For those of you who haven't seen them, they
consisted of a number of random tables which a player
could use to generate the weapons, armour and
equipment of the squads and characters in their force. If
you were to examine the tables closely, a few things are
revealed. F:rstiy, the Eldar's predilection for shuriken
weaponry is already evident, the shuriken catapult being
far the most likely choice for standard Eldar fighters.
Simitarly, ‘mesh armour is the most prevalent type of
armour, and skimmers (or hoverers as they were known
back then) make up the bulk of vehicles. These three
army characteristics have held true throughout the long
life of the Eldararmy. This continued with the pirate army
list in the Book of the Astronomican, with the vast
majority of squad types and characters carrying shuriken
catapults -and wearing mesh armour. Jetcycles were
established as an important part of the army as well
(admittedly, the same Mk 14 Bullock Jetcycles used by
the Imperium, but it's & start!).

As I've mentioned before, a number of war engines, like
the Dreadnought and War Walker, were introduced over
time, until the big shake up of White Dwarf 127. Again,
‘as with the background, the army list in White Dwarf 127

sumved until the present day. Aspect Warriors became
an integral part of any fighting force, while the psychic
Warlocks and Farseers were also given a vital role.
Eldar-specific psychic powers were introduced to
represent the rune lore used by the seers, and it was
here that we first learnt of many new and exotic Eldar
weapons which have since become commonplace - the
brightlance, the scatter laser, the lasblaster and the
web of skulls. Exarch Warrior powers were introduced,
demonstrating the ‘superb fighting abilities of these
centuries-old fighters.
Since White Dwarf 127, there has been little change to
the overall shape of an Eldar army. The second edition
Codex introduced the Warp
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Spiders and Shining Spears as new Aspect types,
Exarchs became horrendously powerful and Farseers
were awesome combatanis as well as devastating
psykers. The idea of the Ghost Warrior was resurrected
(pun intended!) in the form of the Wraithguard, and the
Vyper and Falcon made their first appearances.

With such strong material to work with, changing the
Eldar over to the new army list format of the latest
Warhammer 40,000 was straightforward. There were a
number of things that needed addressing in terms of
game balance, such as toning down the Exarchs to be
good squad leaders rather than the death dealing
combat masters of the 2nd edition. | like the old White
Dwarf 127 Farseers and Watlocks, who were not brilliant
at fighting, but were invaluable to the Eldar for their
powerful psychic abilities. | also wanted to re-establish
army. For me it's a matter of numbers more than
anything else. The Aspect Warriors may be. the best
fighters on: the: craﬂwodd but they are few in number
craﬁworld armies wnl! have a 51zeable proportlon of
Guardian squads and Guardian-piloted war engines.

We also put a great deal of effort into.ensuring that each

army had its own selection of weapons, and that aliens

were not to use Imperial weapons except for special
reasons. Guardians with lasguns had to go, therefore,
returning to the shuriken catapult as the most numerous

weapon in the Eldar host. Similarly, the lascannons,

missile launcher and plasma cannons of the 2nd edition

The.Guarman-hea\f.y army is my take on the Eldar, but to
say that all craftworlds are the same is like saying all
Space Marine Chapters. or Imperial Guard Regiments

are identical. It just isn’t
true. A[so theﬂexibility of the 2nd edition lists allowed all

who wanted just Aspect Wamcrs we dewsed the Iists in
Codex Craftworld Eldar. Although presented as the army
ofa speciﬁc Eldar craftworld, this was more to give usan

than to resirict the Irsts to certam paint Jobs on your
models. Thus, the lists in Codex Craftworld Eldar are
designed so. that people can choose an army that is
range. fyou like Jetbikes and Faicons, you can use. the
Wild Rider host to pick your army. Similarly, those who
have a need for lots of Wraithguard and Wraithlords can
use the Ghost Warrior army (it's a good name and
deserved to be used again!), while the Aspect Warrior
fans can play with a force chosen from the Swordwind
host, If Warlocks and psykers are your thmg the Ulthwé
force provides you W|th the opportumty to field Ioads of
Eldar Rangers and a new type of ‘super Ranger’ called
Pathfinders. These new army lists: have been balanced
with the selection of units in mind, so you don't have to
fear that by not takrng Guardians, or Aspect Warriors, or
whatever, you're going to be inhibiting your chances of
an even comest

R]ght that's the wordy bits dealt wﬂh over to Jes to talk.
toy soldiers! Take it away, Mr Goodwin...




us through the different stages of its evolution.

The Eldar range has taken a long time to become what it is today. Here Jes talks

These drawings date from 1988. At
the time several fancier armour
styles were tried out, in this case
with lots of texture. What works well
on a drawing, however, does not
always translate well to a miniature
and, after a couple of tries, a plainer
mesh (ie, chainmail} and plate
design was adopted. As you can
see, the distinctive tall heimet was
already in place, but many of the
helmet shapes were later developed
further {(compare the helmet on the
top right to the Swooping Hawk
helm}.

The advent of Aspect
Warriors in 1990

expanded the Eldar range
considerably. There is a
sheet of drawings for

each aspect, including
runes, banners and designs
for warpaint, although none
of the Aspect Warriors
ended up with bare heads.
By this time, the mesh and
plate armour was looking
very dated and the
distinctive form-fitting body
suit was adopted, as well as
new looks for the Eldar
weaponry.

The Dreadnought (now Wraithlord) was a very early Eldar design. This drawing of a Wraithguard was very much a redesign of that form but
smaller, replacing a couple of old figures known as Ghost Warriors. It was always the intention to-expand the amount of Aspect Warriors we
made, but finding sufficiently different battlefield roles was always a problem. The Warp Spider was one distinctive troop type that made it
through. The end of this period of design also saw the making of the Phoenix Lords, which took the basic Aspect Warrior and pushed it in a
much more ornate direction. Elements of these designs would eventually return on the newer Aspect designs.
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These are Eldar ‘Pirates’
from a time when the.

Aspect Warriors did not
exist. They wear plate .
and mesh armour and

the weapons show little-
dﬁerence from the:

halmats.ar.e. more: upnght
and the armour, although
more varied, is beginning
to evolve into the lighter
suits. of today. The

end of th:s ‘period and
shows a distinctive new
design for the Eldar
weaponty.

Bie!-Tan Guardian. Ulthwé Guardian

1990

These:three Aspect
Warriors show the new,
distinctive style of Eldar
weapanry even more..
The armour is almost
standard; with the
character of the Aspect
expressed more in
variant helmet designs.
The Warlock is a different
(but fruitful) direction of
design; the helmet will
eventually spawn the
current Guardian helm,

Fire Dragon Dire Avenger. Warlock

1994

50 t'té.e'Sﬁé Phoenix Ltﬁardﬁs '
gave an opportunity for:
some; very exotic
variations on the Aspect -
Warrior theme. The
Wraithguard model gives. |
an indication of the.
smooth, organic-shapes
that would mereasmgiy

1999 and beyond...

The new plastic
Guardians are a.
substantial redesign of
the old ones. They have
adopted the Eldar body
suit, an all new shuriken
_catapult and a new
heimet desugn denved

Biel-Tan. Wraﬂhguard

allowed muc_h fl.ner
details including the
shoulder sights and
backpack vanes. The
Howling Banshee shows
elements that derive from
the Phoenix Lord; note.
the armoured sleeve. 47

Dark Reaper

Howling Banshee

lyanden Guardian




¢ of the Damned. Wyrdstone
. Hellbrandt Grimm, the
wicked tale of deceit and betrayal as an
S unpar‘thpd In this issue’s episode of Bloodguest,

: #iled Space Marines near the end of their titanic quest - but
first they must face their greatest fears in the insane labyrinth of the Chaos God
Tzeentch, Meanwhile, in Titan, the intrepid creveof Imperius Dictatio come face to
face the utterly alien Eldar. Finally. swashbuckling bounty hunter Kal Jerico

sticks to fiis guns in Code of Honour.
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the very heart of Evil itself. A se
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world of fire and ice
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‘s Space Matriries. Each and ev
horn of this hostile world: for them, there are few places in the
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ra\agpd stars af the ga : Sl ric i
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rgthe Old World is a dangerous place where
malevolent monsters and supernatural
magic threaten even the most secure of human
cities. Yet in all the world there is no peril as
great as the power of Chaos.
Chaos is the source of all magic. It hates all
living things and would, if it could, feast upon
the souls of those foolish enough to open their
minds to it. There are many who are so driven
by their hunger for power that they give
themselves to Chaos. They willingly surrender
their immortal souls in return for the nebulous
promises of the Chaos gods. These gods are
worshipped by the sick and insane, by men
ambitious for power and by the desperate and
depraved.
In the north, armies of vile warriors gather.
Score after score of cruel soldiers array next to
violent berserkers and towering daemons.
Through the foul ranks the Lords of Chaos
-stride, marshalling forces comprised of
abominations and maniacs. Soon, the
X Legions of the Damned will
i march once more, and a flood

’ :C_'b;;os Wizards are
those who attempt
to channel the raw
their own ends, often
resulting in mutation
and insanity. With

.spells like ‘Curse of

Chaos’ launching three
shooting attacks that

these sorcerers are

'exr:ep.tz'onm’?y powe?ful

A Chaos Hero is

a champion
‘even armong the
elite forces of the
Chaos Warriors. He
‘adds +1 Attack to
‘the unit be
accompanies.

The Chaos

‘General bas a
Command value of 9,
the highest in the
Chaos army. His
bosition was gained
through years of
ruthless bloodshed in
 the name of the
Chaos gods. A Chaos
General adds +2 to
the Attacks of the

‘unit-be accompariies,




armoured and filled with hate, these warriors bave
sold their very souls 1o Chaos.

These
HIORSIYOIS

increase

their rider's
Move from.
GOcm to 100c,
and add +3

to this, the unit the Chaos
Dragon is with causes
' terror.
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Any creature that comes into contact with Chaos inevitably
changes, mutating and twisting into a horrific parody of what
it once was. Chaos armies play host to a huge variety of these

of Harpies to slithering, spitting Chaos Spawn. These
abominations are sent crashing into the enemy ranks, a

W Harpies are balf men and b‘a_{f
‘creatures of the air. They flock in

the northern skies and feast upon the

slain once batitle is over. Harpies

P Dragon Ogres
‘are huge,

that revel in
crushing all that
stands before
‘them. These

They can fly and as they are such
wild and bestial creatuies, d unit of
Harpies cannot by joined by a
character.

are exceptionally

skilled in battle,
rolling a mighty 6 |
Attack dice per W

§ Chaos Spawn are bideously
 malformed and twisted monsters,
shaped by the raw essence of Chaos
-into many-beaded nightmares. They
-spurt acid and bile at their foes
-before charging deep into the eneny
ranks. Chaos Spawn are totally
‘mindless. They cannot be given orders
on their own but only as part of a
‘brigade which contains more now-




THE CAVALRY OF THE DAMNED

The mounted soldiers of the Chaos legions are
rightly feared throughout the Old World. At the

forefront of the army ride the silent Chaos Knights,
accompanied by howling
Chaos Hounds.

warbounds of Man. These daemonic packs bunt down:
the.enemy without mercy, the cruel whips of the
Beastmasters at their backs.

> Marauder Horseren are barbaric savages who
[fight in the name of the dark gods, but have not

equipment, these wild men are no less ferocious in
batle. The Horsemen fight in greater numbers, their
great love of war driving them into a frothing
battle-lust.

Marauders and snapping

A TPe infamous Chaos Knights are the elite cavalry of

the Chaos army, men whose forms are fused into

perverse armour and whose mutant steeds snap and




he m
- yourself ~in—this wonderful
hobby/éf ours, the-'‘more
time you spend Iovmi_:rlrcollectmg
“and

- of battle. Luckily those ‘nice’ Troils

in Mail Order have come up withan

excellent way to reward their loyal

customers ‘and- this means. added "
'value ‘when you place an order

o wuth Ma1 Order...

- Skulz is the great new offer fo;r aII Mail "~

Order UK customers. For every order of
'£10 or-more placed:with Mail Order UK,

the Trolls will send you the requisite . -
* number.of Skulz stickers. Simply stick the -

Skulz onto a Skulz collector’s card and

claim special gifts. All the gifts are shown -

" in.the Skulz catalogue that's available

'-'_'from all GW stores ‘and. through GW
Mail Order. We've shown: a handful of e
'..example gifts here: ;

~"This s how it works. Every time you

'.spend £10 'we'll send-you one Skulz

token, if you spend £20 we'll send you
. ‘two and so on. Once you have ten Skulz
-~ you can send 1hem in and choose a
 free gift from the 10 Skulz’ catégory.
Alternatively, you can _continue-to-collect

' and choose from the special gifts by

collecting 25 Skulz or even claim one of

.. the: superb gn‘ts from the 50 Skulz

categoryf i
" The Skulz offer is epen unt|I September

1st 2000 but don’t worry — the Emperor
" has chosen to help you on your arduous. .
journey, with freeble Skulz 1oi<ens along e

re you immerse

ainting armies of’\Cltadel n
miniatures with which to smash
—__yeur opponent’s force on the field,

10 Skulz gets you a...

¢ Boit pr rof kewuf‘.u

e Citadel Miniatures Annual 20
« Codex Assassins

25 Skulz gets you a...
= John Blanche artbook
(only 650 avaitable)
= Imperial Eagle belt buckle
e VIP Open Day ticket
* Administratum pen

50 Skulz gets you a...

of Legend
'ef m fna’a tures)

Of‘u bust

WAM LORDEQY
“of Legend




%'25 skulz

If you opt to redeem your
Skulz for the VIP Open Day
then you are.

assured of a very
special day out: We
will be running
several VIP Open
Days siarting later
in the: year.

Please note that if
you are under

18 then you
must obtain
the permission

or guardian to
attend the VIP
Open Day.




Last month we finished building our Land Raider and it looked great, although it
was lacking one minor niggling detail — paint! To solve this problem Nick got
together with ’Eavy Metal modelmaker Mark Jones and produced this rough

guide to painting a Land Raider.
IN THE BEGINNING...

This is how we left the Land Raider last issue — an unfinished
now it is time to give it a coat of paint and really bring it to life.
Over the next few pages is a rough guide to painting the Land
Raider. You can apply what we are going to be showing you to
any tank (like a Leman Russ) not just a Land Raider. This is not
the definitive guide to painting a Land Raider, as the technigue we
-are showing is only one of the many ways to paint a tank, but it
is one of the easiest! We've also packed this feature
with little ideas which even the most experienced of 5
figure painters might find useful. If this is your first
‘time ever painting a tank, take your time and
follow ‘our advice and you will end up
with a Land Raider to be proud of.

This'is how we left our~"

Land Raider last month | |
(WD245). Thesnterior |
‘was painted priorto
‘construction. The 'R
tracks (which-we have

“initially painted Boftgun

Metal) have been biu-
tacked onto the model,
s0 they can easily be- .
removed, along with. -
the gun shigids heavy
weaporns and cupolas,
when we begin 10 paint>-_

“themodel.

PREPARATION:
Before you dive in and begin painting
your Land Raider, there are couple of
things you sheuld do first. Make sure
your paints are close to hand and your
pafnting area is free of clutter. Also
have a couple of large brushes handy —
the Citadel tank brush and a 1/2 inch
flat brush are ideal.

You may want to blu-tack the cupolas

and heavy bolter sponson to old paint
pots lo make them easier ta handle
‘whilst painting. Plus, if you are spray
painting the Land Raider to begin with,
blu-tack the lascannons and gun
shields to the top of a box so that
you can spray them afl at the
‘same time.




PAINTING THE LAND RAIDER

'UNDERCOAT & BASE COLOUR

After finishing your preparation you should undercoat the: Land Raider. The undercoat depends mainly on the colours that you have chosen to. pamr your:
L Land. F?axder All of me Eavy Metal Land Hafders were. pamred up: fmm an undercoat of Chaos Biack o gme all the cofeurs a duller appearance and the

base cof_o_ur in a_ seres _o_f a’:gbr coaf_s_ rnsrea_d cu_‘ one_heavy
spray. This prevents the spray paint running on the-model
and stops it drying all patchy. Plus, using several light coals.
means the recéssés of the tank will be slightly darker (as the
paint builds up) automatically shading your Land Raider for
you. If you are using a brush, thin the paint down and apply a
couple of coats, especially if you are using.a light colour.

Quick tip: If you have painted.the interior of your Land.
Raider, plug up the cupola and heavy bolier spenson holes
with b)‘u !ack or the interior w:ﬂ cf?ange mfo whatever colour

HIGHLIGHTS CHAPTER COLOURS:

|| Here is a list of the colours used to paint the Land
Raiders-of five of the most famous Space Marines
Chapters. in- Imperial history:

CHAPTER BASECOAT HIGHLIGHT 1| HIGHLIGHT 2

One of the best ways
to highlight a model.
this big is to drybrush
it in progressively
lighter shades of the
Chapter's colour. You
need.a large brush for
this — the Citadel tank .
brush is perfect. A 1/2"
flat brush would work
fine-as well.

I find that it's best to
use a circular motion
as this. prevents the
streaking effect you

SPACE Shadow  Greymixed  Space
WOLVES Grey with Space  Wolves Grey
: Wolves. Grey

sometimes get. Keep 2 :
the drybrushing to the :
raised areas and |

| edges as you are alming to pick these out rather than drybrushing the entire Land Raider. ¥
| B | DARK Dark Angels  gpet Green  Scorpion:
ANGELS Green Green

For the second
drybrush use a lighter
colour and.rather than
using the point of the
brush, use the edge.
Again you don't need
to drybrush the entire
Land Raider, just the
corners of the
armoured plates and.
some of the raised
h areas. Again, be -
careful of streaking -
and try just to catch
the edges.

| T R
‘ PAINTED HIGHLIGHTS

A technique that deserves a quick mention s painted
highlights — like the ones Matt Hutson has used on his
Black Templars: Land Raider, instead of drybrushing. He:
p:ckeo’ Dur alf of rhe edges of the Land . Harder ina f;ghre_r

Quick tip: You can .
praclice. your
dr)'rbru'shfng on the

Drybrushing: Drybrushmg 15 8 very easy pafnra'ng fechm‘que to.master. Take a brush and wet
itin a lighter shade paint than the base colour. Then wipe the brush on a tissue until nearly all
of the paint is cleaned off. Then flick the brush gently over the model. This leaves a trace of
the colour-on raised areas-of the model, making them more pronounced.,




A ROUGH GUIDE TO PAINTING THE LAND RAIDER

BARE METAL & LASCANNONS

The Land Raider is: a

bd.fé‘ mer.}! Thas
technigue treats all of
rhnse different surfaces

j. P

for now as you t.an
‘always come back and
no‘v that up later,

wm’? a Fu,rhrer 'J‘rybrush of
Baltgun Metal.

You can.paint the Land Raider's
lascann n a number.of differant ways.
The easiest method is to paint them

need to make
‘with the

‘system is
whether to

e ampfes here
are the "Eavy
Metal Dark
Angels Land
Raider and
Matt Hutson's

Black Templars

Land Raider,

BEFORE YOU
BEGIN

Before you start to paint

‘greas of your Land Raider in

bare meaf haw_ a qrurr:k thirs

10 the areas
e got metallic
ull. Then finish
constructing your lascannon
spcnsan-: Foﬁfnw the &




TRACKS
Rermember back in last
month's ‘Building the Land
Raider” article, when we told-
inte place at Stage 37 Well
before you start to tidy up and
finist the detail on your Land
Raider you can now glue your.
lracks:into place, following the.
assembly guide opposite.
However, before you begin
clipping the tracks off tha
frame for assembly. paint the
tracks (if you have not done. |
50 already) on the frame,

for bare metal painting. Any .
chipping of the paint caused
when you ¢lip off the:frame. '
can easily be painted over

before vou begin the track

assembly.

TRACK ASSEMBLY

numbered.L1 to LS. Glean off any
excess plastic on the edges and track
links and then lay the tracks in a line
following the numbers, as this makes.
assembly easier. '

2. As you glue the tracks onto the left
side of the Land Raider, check the fit
a5 you go, one ata time. '

the right track assembly. Dan't waorry,
the numbers are the same on the.
right tracks.as well.

%
—

{ DETAILING - HATCHES,

CUPOLAS & OPTICAL
PICK UPS

The next thing.to. paint is the haiches and cupoias.
The optical pick ups are those little oblong shapes

around the rim of the hatches. Here are a few ideas
on how to paint your hatch-assemblies..

DETAILING — HEADLIGHTS, GUN CAMERAS
|| & MACHINE SPIRIT EYES

s time to finish detalling your Land Raider. Rather than tell you a set way to paint these .

fealures, here.are a few ideas. M A CHINE
HEADLIGHTS GUN CAMERAS SPIRIT EYE

N




FINISHING TOUCHES -

M A R KI NG S ;ra;sfer;hare the ﬁaaresrhqumkesr and most effective way of adding markings to your Land
aider. There is a farge sheet 5 /i
Mot of the tarkings that j vant 16 put o the Al g eet of them included the kit. Applying transters is very easy. This is
Land Raider you will find on the kit's transfer sheet. 2
However, there may be a marking, say, for example, a
circle that you might want to paint onto both sides of
‘your Land Raider before you apply any transfers. The
quickest way of doing this is to make a template or
stencil. This {s how you do it...
1. The best material to cut-a template ot
of is a clear tape called magic tape
(available from most stationers). Lightly
stick the tape to a pisce of card, then
draw a ﬁna on. the fape that. corrsaponds 2. Dip the transfer in some
g qide) luke warm water for about
with & m"deﬂm kiife, 30 séconds, 'repcss.:rron the ifénsfer--keep
it wet.-Once you are
satisfied, remove the excess

_maa‘ pémr on the tape, then draw-your
water with a tissue.

template shape.

shape with a modeliin
knife.
your rransfer.:» and markings are in place, your Land Raider is ready for battle.
ou can still take the Land Raider a couple of steps further and weather it. Now |
ing into great detail about weathering as icle in i
‘are a coupla of exampfes of what you can do.

Both Land Rafdc‘ sho\ have e
had flock or sand glued directly -
‘onto the tracks, Notice ho

‘there is a build up of debris on

the upper track guard. This is

‘where thegarth churned up by

‘the tracks is scraped off.

If you don't want to go-to all the
ﬂub!e ‘of gfumg flock onto your
; rybrush the
ck out the completed
Laﬂd Raider béiow} Use

| 5. Wait until the paint is
dry ther gently [ift the
rape off the s;de of your

s where the ean‘h would
collect, like the front of the Land
Harder side of rhe r.rag..ks' and

COMPLETE...

Phw... our Land Raider ig din: :,hsa

andiready to smite the Emperor’s foes: Of
course fhss is only__ one Way ef painting your Land o .
Rajder:and you€an add as nitch detai as youdike. We have I |

nrliidan o fow avamnlas annosite ta nive Yot oomie i




Th.e. main .Gha,ater colouri
contrasled by the.

|- SPACE WOLVES 5. HOWLING
. Note the pack markings on the e GRIFFON
mp alibelricioide. e Lo T S Y., The iiua.ﬁeréb‘fco!osur
: scheme is-an ex«_act A

power
armour,

Note the shisld hera!dnz
L onithe side of the
< Land Raider. .

Nick's Emperor's Eagles Space Marines Chapter add the powerful Land Raider to their growing ranks.
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In his last article

MIKE WALKER took a
look at close combat.
This month he applies
his unique style to

the finer points of
missile fire.

,Queen s “We are the G bampzmc rompfszre with overbead d@pmg 5 qmeﬂy

3 love this name for the vepeater hand gun. In the same vein I'have now called my Halflings the.
Podgy Purveyors of Patbenc Pﬂ.yeftis'es and-hy. r.oHey gun. the. M:schzemus Machine. of Mm’!cmus

Misfires.

I have realised that his. insights on human endeavour even
extend to my attempts to master Warhammer. All that stuff
about “suffering the slings and arrows of outrageous
fortune” has proved to be unerringly aceurate.l My
“outrageous fortune” with all things ballistic has changed

1 began to rack up more :md mo:e vmmrxes Evemually I'
was winning. most of my games (well more than half
anyway).

So how have I done it? Loaded dice? Bribery with cheap
biscuits? Drugging my opponent’s coffee? I'd like to think I
have come up with a few good measures that have worked
cona;stemiy under various tabletop conditions.

Now those readers
with ballistically
challenged armies
might think this article
has little to interest
them. Well, some of
my ramblings do apply
to non-missile using
troops and there's
quite a funny bit about.
measuring body parts
later on, 50 I
recommend that you.
persevere..

‘Two-armies have been
involved in this.
success: ﬁrstly,_
Murdemus Multl_tud;f,
a Dark Elf force. An
army in which every
model is armed with a
repeater cro_ssb_o_w_.
except the repeater
bolt thrower crew:

Second, Horst von

Cornetto’s Hochland
Host. An Empire army

M_:_amk_o_pt _s_ wh-lrhng_
cavalcades of death.?
Von Cornetto’s boys
have becn l:he most

both armies has taught
me that for any of my
tactics to work 1 need
firepower, LOTS of
firepower. Which is
why every figure that
can has to lug a
missile weapon onto
the battlefield.




Every wizard, hero and the General in my army is
r'cpres'{:m'ed by a 'mcidel that hais a Ci'ossb'c'mi or 'bf)w
Ballistic Skﬂl of 9 chcsc guys can be tapcd 1o an angrv
Chimera, made to wear an old pair of Nurgle’s underpants
on their heads and still shoot the nominated leg off any
Snotling in range.

“The three Assassins in Lord Mellanthrope's Murderous
Multitude all start the game fully deployed in a front rank,
ready to fire (Aroo-ab! Aroo-ab! Beard alert! — Fat Bloke).

When selecting your missile troops you are ofteén going to be
‘faced with a choice between quality and quantity. Forty
short-sighted yokels with string and stick weapons or eight
'sharp-eyed killers with long-range slaying machines. Which
'should 'you take? Here’s my quick rule. If facing firepower
take quantity, or if you can’t, take quality.

A brief explanation of the reasoning
If they are facing missile troops, yours will get shot. Eight
Cdbud,lfic& on thc yokels will impair them a bit The same

your chances of victory. If the enemy has no missile troops
then use small highly 'skilled units. These ‘are easier to
manoeuvre and to concentrate into groups to deliver
devastating volleys.

One final thought before moving on; try to select lots of
different sorts of firepower.

Here; as an example, are the different troops from the Dark
Elf army.

Characters with repeater crossbows

Really good at: Shooting long-range skirmishers,

Not good against: Large quantities of tough, well armoured
troops.

Crossbowmen

BeSt againSt Other ﬁr'in'g 'l:ro'ops ahd unarmour r.‘d 'taﬁrgéts

Scouts

Effective against: Other skirmishers and flying troops.

Not so good at taking on: Firing troops, tough guys in
armour.

Repeater bolt throwers

Devastating against: Big blocks of troops and smug gits with
really good saving throws.

Still worth firing at: Skirmishers and other troops one line
deep.

Pathetic against:
machines

Seriously tough guys and other war

It takes quite a few games to build up an accurate feel for
how your troops will perform. Knowledge of how effective
each troop type can be is essential for the next lesson: listing
how you will deal with each enemy unit.

Repeater crossbow user tz‘p;—

List haw you w:ll deal wnth 'e'ach:'if f

When using my new missile armies T now do thl Ee thmgq at
the beginning of each game. 1 remind myself that I must pay
careful attention to every measurement made during the
game 1 hum a happy ltttlc dttty in my head to counteract

'durmg and dft(:f dcployment I determine and mentaﬂy lmt

howl WlLl dEdl w1th each of the umts my army is facing. Now
just mean kﬂlmg the unit. Somc units will be much too hard
for me to even consider trying to destroy. I may well deal
with these by running away from them, ‘sacrificing units to
them or by distracting them from destroying major parts of
my army. Thinking about each énemy unit forces me to

realise where my own army’s strengths and weaknesses are,

where on the battlefield I can expect to win and where T will
lose. I find that by having a plan for each of my opponent’s
units, my opening moves are more decisive and put more
pressure on my adversary. It is surprising how much this one
discipline has improved my overall play.

Von Meinkopt’s tip:
In your unit of Outriders always bave a Cbhampion. This
fﬁds'z)z’dua[’s gOod Bai!fs:z‘c Skz'll wi!l Fully exp[oz': the

Sacrificial units _
I must just mention sacrificial units. I have two in my Empire

-army. Each is'a unit of 10 Halfling bowmen. These are perfect

examples; they cost less than 50 points, their pitiful
Toughness of two usually ensures complete destruction by
even a moderately good fighting unit and no one in the army
will miss them.#

In the next section, the use of sacrificial units to slow down

an attack will be mentioned, but here is a ruse using them
‘that has been tried and tested.

Put them right in front of the enemy’s nastiest unit. “The
enemy must charge them or waste time going around. Most
will charge. The cannon fodder then run. They will either get
caught and killed or escape. You, however, will iow have the
riasty unft a charge move Lloser to. you, right where you

this trap On the first occasion, 33 /ombies a Battle
Standard and a Necromancer Lord were per{mazed and
Cahph of the C ontmua]ly Cadavemm was favoured by his
dark gods on the second occasion as his Wight cavalry
e'sc'apéd with mini'mal loSSes due to an c:a.rly volley gun ]dm.

just goes to prove that no matter how brilliant the plan, in
Warhammer fortune always has the final say. Whilst on the
subject of Stuart I must move onto that thing - about the
I]'appy little ditty:

‘winge onto a new level. Every opponent is now sublect to a

4Except the Ogres who think they are much better than olives in cocktails,



an mcredll:_}l_e_mnoum of ex_a_mpl_es,_ s,cu_ne_ trp_m_
ancient games thar can barely be recallecl by most

recollect e_very loss he ha_s
technicolour.

suﬁered in

No countermeasure will work. Stuart can winge
far beyond the normal limits of human endurance.
He buries any attempt at loglca! argument beneath
a further fusillade of unfairness he has suffered.
The unprepared will start feeling sorry for him,
underestimate the effecmveness of his army and
thmk that he will shut up some time soon. Stuart

1'cgular1y be able to setze upon slxght h(,Sltathﬂb-

or minor slips in concentranon from his. opponent

tﬁ_ar_s_the still p_ul_s_mg hf_e_b.l_ood_ fr_om their army. He

is otherwise quite a nice bloke.

Measurement

Import.mce of measurement If you are. usmg:
missile troops you get to wield your tape measure.
an awful lot more than those commanders

without. Checking if troops are in short range or
within range at all will yield lots of lovely
measurements. Are those troops in charge range?
Will they be able to charge next turn? Is it
imperative to stop them moving more than a

couple of inches forward? With a bit of

concentration you can have this information and
use it to great advantage. It has been a failing in my
game that I would measure. things and then
mstan(ly forget the distance. Now I really try to
focus on this 1mp0r|:am activity. Consider this

n_exf t(;l:lt-m_ a unit o_f- C_ro_ss_bqwmem BQI;I_] arc -c_iue

to fire at a fairly distant unit. The rules state that
you can fire -your troops in any order- I bet if you

brandlshmg your trusty tdpe to measure Lt the

enemy are in range, that your guess for the cannon
will be a lot more accurate.

If a slight gasp passes your lips that the last tactic

seems. incredibly unsportsmanlikes then sit down
before reading on.

1 have known players who have measured body
patts, They know exactly how far it is from their
elbow. to the tip of their index fmger Be
suspicious of lots of unnecessary pointing.

Little Dave was fascinated by this idea and
measured himself all over. Unfortunately, the only
exact distance he could remember was that
maximum bow range was the same dsstanct, as
from the. umlghtly birthmark on his r;ght inner
thlgh to hm left mpple His attempt to use thlS
ralher ungamly beﬂy ﬂop onto l:he ubletop,
crushed model wood and a three week ban. On to
the next lesson.

Dark Elf bolt throwers tip:

Ajways ﬁre four bolts excepz agamsr targets

wounds.

Take every o;ppprtunity.;-_f

...to shoot vulnerable targets
-.to slow down the enemy

Try to give yourself lots of options as to the type of
target your missile troops can engage successfully

2l fact this tectic was first mentioned to me by no less a personage. than Tuomas Pirinen when Lmet bim at Games Day (L think it

was meant as-a warning, nata up — lat ‘Bloke)

Fired

ctting

rt of

_ cntlc



You have ten Dark Elf Scouts hidden ina wood. Hammering
straight for them is'a huge block of forty well armoured and
hygienically challenged Beastman Gors. Even with three or
four rounds of above average shooting there is no way the
Scouts are going to significantly inconvenience the Gors.
Much better that they slink away to see if they can have a go
at a much more vulnerable target, like somé chariots:

In thc last -scction I di-smsqed the ided Of having a solution
the b.u:tl(_: you shauld recogmse thdt certain troops need 1o
be repositioned in order to fulfil your battle plan. Move
them straight away, do not allow them to get pinned into
positions where they can do little damage. ‘A key to using
vour missiles successfully is to identify vulnerable enemies
‘and bring your weapons to bear on them. One good shot at
‘a yulnerable target will: give you more success than several
rounds firing at troops you can hardly affect.

1 must just mention that after completing a deadly missile
3atta'ck pléﬂ'se reiai'st the tempt'al'tion to ﬂi‘ck ‘over your

Cach prone ﬁgur.e whilst mformmg it, NAA\aaa.Lrgh you're
dead,” even if you achieve this against Wardancers. Now 1
ha&l’e been: known 'fmrn time 'to tiiric tb memion the thrii.I of

Ihat they are a b:t effemmat(, and sz_lly Whl[s[ I was. helpmg
on the White Dwarf stand at Games Day ongce, ‘a visitor,
barely higher than the table, fixed me with his gaze and said
-steadily and slowly, “Stop having a go at Wardancers.” The
cold chill that passed down my spine made me resolve to be
more sensitive in future. So I have tried really hard to be
careful what I wrlte about those ‘umpermg, pamted

that d:].mrl

The other absolute key to winning with missile fire is to slow
the enemy down. Obvious really, the slowér théy move the
more shots you get. The easiest way to slow the enemy down
is tb deprivé' them of march moves. Four types of unit really

Flyers and Fast Cavalry
Flyers and fast cavalry are the first two. These units excel at
'getting to th'c': 'ﬂ'an'ks 'and'behin'd'theéném'v Get thém Withiﬁ

these guys is they can .be a b1t expmsm,, they do ‘get taken

-dut by er:'emv 'mi's'sil'e I‘ fe and most Of the time want to avoid

prepared enemy

‘Stand & die and sacrificial units
'Th'e- S'tan'd '& 'clii:: u'riits'zife'thé)'se ths.t'd'o not také Bré.ik tt:ats

role.

Both these units will hurl themselves ‘at the centre of the

enemy force to sell their lives for inches. They cut down the
movement of the unit they fight (sacrificial units have to be
small and pitiful enough to die completely so the enemy
cannot pursue survivors) and to strip the march moves from
nearby units.

Volley gunner’s tip:

Fire a couple of barrels ar long range, small, dzﬁzcufr to
bit targets, like Skirmishers in woods or Censer Bearers.
Surprisingly effective with no roll to hit.

At least with a'sacrificial unit you do not have to worry about
the next lesson:



oppcments zmsszle rroops are. Wﬂl a screen of

skirmishers or well armoured troops prevent
unnccr:ssmy d&aths amongst the units prov:dmg_

Examine where his fast moving stuff is. Do you
need to put some troops to intercept. these and
keep your missile troops firing?

If you have weapons with huge ranges (eg, Great
Cannons with 60") make sure they are placed well
out of range of any enemy firers.

Quite often my really dangerous volley gun might
be placr.d where 1t cannot be seen by tht t?nerny at

maner so long as it can see the enemy When they
get into short unge and it wants to dlscha,l‘gt:

Of mine. Just how far apart do the} have: to 5t‘1nd
to count as sk.lrmishing° The rulebook states ‘up

Master Gunnér”s:ﬁp:

tbe. fargef

to 2" apart So. whcn Sc.ott deploys his‘ Wood Fif

challenged p:oceeds to shdc a plece of (very thm)
paper between thc bascs to prove they are not
rﬁbdiﬁéatlon is gamed becausc a whole bunch uf
arrows h1t the fresh air betwcen the Sku‘m1shers L

ﬁngcrs)
One hml thought on protecntm My General;

numbcr of umts that Wlll benefit from his.
Leadership. My gun crews seem. esp{.cullv prone:
to running away without his shouts of support.

Last Bit

'So the next time you use missile azmed troops just

remember that there is no need to FLOP That's
because FLOP is thc easily remembetcd a(.ro'nym

Firepower
List
Oppéort_u_nity

I have found focusing on

these things improved my
game no end.

how long rny run of
outrageous good fortune
with missile armies will

continue?

Rig,ht‘ I'm off to write one

hardm ﬂot to be rucle to
Wardancers.”




is Logan ‘Grimnar of the Space Wolves Like his predecessors
“and his fellow Space cs. Logan ‘is a fearsome warrior, with ap
immepse martial pride. He tolerates no anterference m the running of
the Chapter by any ourside authoritics, and s more willing than any
~other Chapter Master to fight for the Sp:ia.: Wolves' lﬂlflcp:n:{:ncc
Logans suspicion of other Imperial organisations. - including other
apters, Tiifs :ltn.p and, if T may offer my humble
opinion, this is with good resson. Ever since the Age of Apostasy,
the Specc Wolves ha e been wary the intentions of othersand have
had  momer 71 Ministorom  of Terra Logins
leadership, whose : s fe ; 3 .1}: has mdim'd
for five centuri
amongst his hattle— hrcthrcn] b mgly, ‘some would cven say
joyfully, led his Great Company and the forces of his fellow W:r]f
Lords in open battle agalﬁsl the forces of other Imperial organisations
whose actions he deemed to thresten the Spice Wolves and their
thinly srmrr:d domai his has led to miny accusations of heresy
and treason being fevelled at Lubau along with the usual rumouss of

Chapter, the Spa-:: Wol'.
Emperor Under Log

om wﬂhuul and wnhlu the Imucrlum and th: vast
rn.z]'nrlt\. of the Imperial commanders within the “sectors s rounding
Fenris are grateful to be under the Old Wolf's watchiul eye.
Personally, if 1 may make. so bold, 1 find the existence of a Chapt:r
Master such as Logan heartily ring for he 15 2 conning and
rcsoum.{ul Iea r!cr of 1h: Qpac: Wr';I :hd et has ‘about him a

usal aluoin:.\a one associates with 2 u:mmau-dcr of the .-‘H:p.ms

“Astartes,

“Leaders of the Adeptus Astartes” — A most: seerct report, compiled
for his Most Supreme Excelleacy the Paternoval Envoy by his




1 last! The biggest, loudest and best loved Chapter Master in the Ii*nperium,
tan Grimnar, has finally arrived. Famous for his charisma and legendary
i in battle, Logan Grimnar has earned the respect and admiration not only

Wolves but of the Adeptus Asiartes as a whole. Equally eager for a

le or a drinking contest, this Wolf Lord is a hero to his friends and a
2 to his enemies. With this fantastic new miniaiure designed by Jes
by can really lead your Space Welves army in style!

WOLF LORD LOGAN GRIMNAR

Points/Model WS BS S T W
250 6 5 4 4 3

A Space Wolves army of 2,000 points or more may include Logan Gr;mnar.- If you decide
o

to take him then he counts as one of the army’s HQ: choic

as described here and may not be given extra.equipment or war Jear In add. ;
only be used in a-battle where: all players have agreed beforehand to allow the- use of

special characters.

SPECIAL RULES

The Axe Morkal Logan carries: the Am Morkai, @ fearsorne weapon taksn f:om a

at the Gateq Ot Death Morkeu is a master crafted weapon that Logan can choose to
use di'rher as a frost bfade oras a power ﬁst He‘ can choose to qplit his aﬂac.kq

frost blade atlack_s and two as pcwpr fist attacJ\_s

Legendary Leader: Logan Grimnar is probably the most highly respected and best
loved warrior-in the entire galaxy. Only the enemies.of the Imperium fear his name.
Because of this, once per battle Logan can call on all those nearby to redouble their
efforts and attack with all of their might. When he does this, all friendly models within
12" of Logan, whether they belong to the Space Wolves or not, get a +1 attack bonus

for the rest of the turn. Note that Logan can make his call during the epponent’s turn
if desired.

Lord. See the Wolf C‘uard ently in the Ccdpx Space Wolves army ilst for

details.

5
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The last few months have seen the release of no less
than three plastic boxed sets for the Space Wolves
army: the savage Blood Claws, the resolute Grey Huniers:
and the experienced Long Fangs.

a complete squad in one purchase Not oniy that but the muItlpart plaS!lC Kits allow
you to. pose the mmratures yourseif Th|s means that your modn]s will be umque and

The Blood Claws:.
ferocious, savage
fighters who will
charge headlong info.
enemy lines without a
thought. These fierce
young Space Wolves.
are famed for taking
huge risks in the
name of Leman Russ.

“'!111

e,
'&f“‘\ﬁ [ma\q»\q??
A -" ﬁ

Jd_eat oppormmt_y to custom|se y_our Space Wolves The ktt |ncl_udes torsos
adomed with Space Wolves iconography and badges, c:pecia‘l w_e_apo:nry,

m\wu AMMET

The Grey Hunters: sirong
and determined froopers,,
these packs of proud
warriors. form the core of
the Space Wolves army.
Tempered in baitle, the
Grey Hunters are a must for
any Wolf Lord.

mark that model apart from his battie.

brothers that little bit more. Finally, the

selection of Space Wolves heads prowded with the kit really let

you go to town. With a bit of |magmatmﬂ you can assemble a variety of
howling, battie-hungry warriors ready to tear at the throat of the enemies of
the: Emperor.
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when the ground rose
up around him and
gulped him down
'vérhcil-e' Lord Hcigrim

was slowly V:am_shmg
around him whilst his
enemy. drew ever closer
scemingly oblivious to
the loss of its own men.
In fact, the Empire army
was driven onwards by
the fanatical witch-
buming, mutant—haﬁng,
rabble-rouser Nikolai

fbe passmg Dmgon Ogres.

priest of Sigmar. Nikolai had sworn to die rather than let

Helgrim get away with the icon he had stolcn from the Temple
of Ursus, and had gathered round him a group of sxm:larly.
minded warriors; Th(i‘ll' pumu1t of the retreaung armies of'

the. Chaos- wafp.e.d. landscape,.bu.t rather than deterrmg N.lk.olau, :

this simply made him more determined than ever to recover
the icon,

This battle was fought between Chaos and Empire armies in
the magically twisted lands of the Chaos Wastes. Although it
could be fought between any two opponents, it is especially
suited to Chaos because of the terrain which is rypzcal of the
wcu.‘dly altered land of the Ch.ms Wabtes Thc: icon prcmde'; !_he
posmb[e to win Wlthout possﬁssmg zhe icon, it is very dlff;t:ult
to do so.

along th_e n_ortherﬂ t.a.b_le edge. The at_taf_»k_cr:v. (_E_mptrE) deploy
along the southern edge once the Chaos army is fully
deployed.

Victory Points Bonus
For the side which has the icon at the
end of the game.

Mouss — a crazed but
charismatic. defrocked

To represent the carnivorous terrain of the Gaping
Moor, troop units which move either because they.
receive an order or use their initiative must roll a
DG to determine what bappens. Flying units do not
baue to roll - rbqy are assumed to ﬂy above the.

before moz;mg zbe umz. Rol! a DG smd cfmsule‘ the:
chart below.

esc@pﬂ un&farmed

24 The unit escapes the predations of the
Gaping Moor this turn.

dumng tbe bdtﬂe — they are not afmsd of anyrbmgf
szs means rbsu tbe usual I Atfa.ck penalty will not

slain b}. sboermg. then. the icon is !osa‘: r.md ne;tber.
side may claim it o

af the Enane.s arm_;,.ar this time.

Below: The ngbteous Sury of the Empire is met bead-
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Inz both Chaos woods; metal
components were added from
various Citadel miniaiures.

FETID LAKE

The banks of

the fetid lake

-1 were made

| with DAS

clay. The water

is PVA glue in .

which I placed

a hand from
2= an old Pink

Horrur miniature. [ pmmed the water

Chaos Black and then Dark Angels Green.

The wet eIfect is: crcated using gloss

The hillock/slug things are a little:
unusual in their shape. I found that
upturned coco flower shells are
suitably strange. Once painted black

and given a coat of gloss varnish they

looked positively disturbing.

CHAOS TREES

The trees in the Chaos Wastes are blasted,
rotten husks, warped by the powers of
Chaos into evil looking, gnarly, twisted
shadows of their former selves. In short this
makca tht:rn m(.redjbi}r easy and fun to build.

| Stage 1. Cut about 5
lengths of garden wire,
of 4-5¢cm in length. Thcn
start twisting them
together to form the
trunk. Make sure you
leave enough wire clear
for the branches. This is.
your wire armature.

rnaskmg. tapc and cut it
in half length ways.
Wrap the tape around
the wire armature to
bulk the tree out:

Stage 3. Paint the tree
with textured paint, I
used Polytex coarse

texture paint.

Stage 4. Spray
or paint the
tree with
Chaos Black.
Then drybrush
with Goblin:
Green. Your:
Chaos tree is
now ready to
be based.
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ACTION IN EVERY STORE!
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HOLIDAY GAMING

Don’t be bored in the school holidays this year!

For the half term holidays every Games Workshop store will be the centre for a whole host of games,
batitles and events in your area. Whether you play Warhammer 40,000, Warhammer Fantasy, Mordheim or
Warmaster you’ll find something for you. There will be batties every day for anyone to join in, but that’s just
the start of it. Each day of the week there'll be something a little extra:

: - Terrain Building Workshop
i We'll have our most experienced scenery maker in on Mondays to-give advice;-pragtical”
i demonstrations and even hands-on-help-om gVery aspect of terrain making for every game.

- Painting Clinic

ARMY PAINTIN“G. Bring in your miniatures and receive practical help on getting the mast from your painting
- i abilities, or just turn up and learn the arcane secrets (well, not so arcane, to be honest) of

g I N I c drybrushing, washes and a host of other technigues.
L - Classics Day

i Have you never heard of Blood Bow! or Epic? Or has your Necromunda Orlock gang been
“GAMES WORKSHOP i sitting on.a shelt for over a year? =

‘ L A S s l ‘ s Then' Wednesday is for youl You'll see games played you've only ever heard about (if you
want to play just tell your local staff bemrehand} So if you're:a Necromunda, Epie; Blood
; Bowl, Quest, Space H,ukk- (Gothic fan, thisis for you,
!WAI&MMMER“ . Games Night
*S'ﬁ?re which continues right apluntil 8pm (or whatever
tinte yOUr focal Storel e?osas) Make Sufe fiot to miss out on all the action.
GAM Es N IG HT i - General’s Bunker oy i
Does your opponentheat you every time? Are you collecting a new army and don t knﬁw Zi
where 1o start? Learn all there is to know about collecting an army and the tactics that caﬂ E

AR R\MME? turn your army into a battie winner overnight, from our.expert gamers.

730,000 - Warlords Gaming and New Releases
: i Get ready for a monumental clash in this, the biggest battle of the week. You'll be taking
SATURDAY patt in a massive game of Warhammer or Warhammer 40,000. Plus all the new-ralease

ui { ﬂ 0 :models, games and books. Who could ask for more! :
FL R \! :t.) e
. - Initiate Gaming

i Throughout the holidays, any beginner is We!come':mat%e‘smre 1o learn how to play.
rﬂ i - Sundays, however, have been put aside especially tos halp mase |ust starting out, with
y playing, painting and collecting any army. : =

\_ﬂ_}ﬂ “ 'H ]]7X L / i; _: Add to all this campalgns competitions and a-host af ather actiwties and there’s :

e - Sl everythmg anyone could Want at your local store.

R —

. Did you know that you can use Mail Order
_ in every single Games Workshop store?

. Whether you want a particular combination of models
to make that perfect squad or you want to order
individual components for a conversion you have in

| mind, Mail Order is the perfect way to make sure you
get exactly what you want.

To use the In-Store Mail Order service, simply pop

' into your local Games Workshop and ask one of our
ustomer takes: advamagr; of | friendly staff for help. Also, don't forget that all

the In-Store Mail Orderservice| purchases through Mail Order earn you more Skulz
_ &t the Warhammer WoHld stofé. | - tokens, 50 you can earn a special free gift. : . i

b
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'COMING SOON TO A
STORE NEAR YOU..

Soon, you’ll notice a
change in your local
Games Workshop store
- we’ve stopped putting
prices on our products.
Unfortunately, this does
not mean that you get
to walk out of the shop
with all your favourite
games and miniatures
for free!

In fact, we have

introduced a new way . o 0 e L _s) s
the Ij : : ' ;

products that are : . TR0l 1 gk Simple!

Workshop store. b4 - £3 | K ' = :

From now on, all | ST P £1 8:

blister packs will £ 20

have a code on e

the price of the

blister, simply

Price Posters that

are pinned up in

up the code to find

the price of the

of pricing all the many  the fiat por€ €0de on the progyct 10 the one from

found in a Games

Citadel Miniatures ] £4 | L

them, ranging from R £4 / M )

Ato S. To find out vl ’_ | - £20
/ - ! \] z e

check one of the /B o ; ok £ 30

the shop, and look

product.

AR A MER
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This mighty Gre & Goblin army was
created by Andy Joyce of the Birmingham
store. We decided to pop down and have a
chat with Andy aboul how he went about
collecting and painting such a large army.

Andy: 1'am often asked why I collect Orcs
and Goblins. For me there is no other army
that is as as much fun to play, utterly
ruthless'and so totally useless at the same
time. Confused? Let me explain. An Orc
general has one of the most extensive
~atmy lists to choose his army from.
Whether - T's -dowly  Night - Goblins

“harbouring lunatic Goblin Fanatics, or the

force; their inability to get on and not break
out into bitter in-fighting and squabbling is
their higgest drawback and reduces this
ruthless bunch of homicidal maniacs into
something about as much use as a glass
hammer. You definitely need a sense of
humour to use them!

| also love Or¢s and Goblins because they
are simple to paint, look great in hig
tegiments, and you have a great deal of
freedom to invent loads of cool themes and
colour-schemes, such as my biue-faced

awesome power of a large regimentof—.

Ogres or fearsome Black Orcs; every

regiment has its"uses and usually some.

sort of hidden surprise to spring upon the
enemy. However, this is tempered with the
Achilles heel of the Orc and Gablin army -
animosity.  Unfortunately,  Ofcs and

Orcs from Smurfit's regiment or the
chariots that form "Da Light Brigade’. |
also find the Warhammer 40,000 range of
Ork miniatures a great source of bits as
well - | converted my Black Orc Warhoss
from a 40K Ork Warhoss.

}4am planning to add a regiment of Big
‘Uns converted from Ork Nobz, an QOrc
fortress so my army can defend in siege
hattfes and my maddest project is a Giant
Doomdiver —yes that's a catapuli for firipg™
Giants! >
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GAMES WORKSHOP

HAARLEM

GIERSTRAAT 29
2011+ GA'HAARLEM
NETHERLANDS

SRS The call to arms goes out to all Games

Workshop fans in Holland as our newest

Dutch store opens on.the 6th May.

Not only will the store be stocked with all .~
the latest Games Workshop miniatures
and products, but our expert staff of

fﬂendly hobbyists will be on hand to help

: out W th every aspect of the hobby. Plus every
were’ll be weekday gaming nights as well

as sbe@ial events taking place at weekends.

AMSTERDAM
ROTTERDAM
 NIJMEGEN

HAARLEM
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White Dwarf 230 heralded the release of the
Keeper of Secrets, last of the four colossal
Greater Daemon models. These remarkable
monstrosities, beautifully sculpted by Trish
Morrison, are equally suitable for use in either
Warhammer or Warhammer 40,000. Here,
Jonathan Green takes a look at how battles
between the minions of the insidious Chaos
powers can be re-enacted...

vying

that within the Realm of Chaos, vast
&armies dedicated to the different

Chaos powers march forth to war

In the Warhammer world it is written

against each other, solely for the
pleasure of their warped patrons,

Following the release of the Greater
Daemon of Slaanesh, and inspired by
the background found in the ‘Realm of
Chaos’ armies book, a thought seeded

itself in my mind, spreading like one of
Nurgle’s virulent diseases, as 1

considered fighting a massed battle

between all four of the major Chaos

powers simultaneously. But of course,

this could not only be done in a game -
of Warhammer.,

I looked inte the gothic future

incarnation of Chaos in the 41st

Millennium, wheré vast warbands

battle incessantly over a myriad worlds,

for dominance of the

warp/realspace interface, thousands of

light years across, that is known as the

Eye of Terror. Such ‘a conflict could be

fought out in an exciting game of

‘Warhammer 40,000 or even Epic!

So, with my mind consumed by Chaos,

I began work on two scenatios which

would pit the followers of the four

powers against each other — one for

Warhammer and one for Warhammer




0,000 - Lonmdermg how such a battle.

selection.

The Greater Daemons
b1g bad and ugly

strengths in a game of \Xarhammcr or
Warhammer 0. For those _
not yet totally dedicated to the worship
of the dark gods, out the side
bars in thi

of each.

Fighting four ways
F-ighti'na with four armies ar the same
time isn 't as h'll’d as it first sounds. To

bility. tQ ch ngc }four
plans in an instant, but tl e actual
pru S5 bv which four

one rolling the highest making the first
move.

So that t_he h‘att‘le doeSn’t merely-

< up Imperial forces.
battle these allies do

orm allow tor ju
happen. Having gained the upper hand
aq mt a Khormte W band bllddﬂl‘ll}:

trusw dlce w;ll p _
y one of the trickiest 1hmgs-
about fightmg a b'ntle mth faur.







fighting battles in
hammer world or
in tﬁc War-tom far  futu
the Warhammer 40,000 un
restrictions. on  troop

only availal lc to one power, -,uch a:,_

Bloodletters or Noise Marines, 1

uld never havc ; i
Daemons such as Pink and Blue
Hoyrrors fighti ng in a Nurgle watband;

In a game
any of the tour powers. could contain

WLth (6 haos-_ Spawn and
creatures m the Monstrous Host
section of the Realm of Chaos hook

Yarhammer, an army of

background there are numerou
troops available to any si

or vehicles such as. thc: Ch 05
or L ‘md Raider.

ﬁ_'_om '} ur gam
them to tight
h

rs of 'thf:.F-en
inst cach Dther
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ofa dice, as if 'they had come upon the
Chaos Wastes.

Play this as if it were the Pitched
Battle scenario ('see pa'ge 24 of the

after six rouncls of battle.
Special rules
The Monoliths

Just as a banner would Any. ﬂeemg.
unit of troops will automatically rally
if it is within 12" of the monolith of
the appropriate'Dark Power However

The r_n_o_r_lql_-;rh r_al_ss:_d_ to praise the
Blood God is a huge, uncarved
‘menhir; daubed wﬂ:h Khorne 5 5ku11

are.countless sku]ls .bc they.. human,
Beastman, those of Trolls and Chaos
Ogres, or even that of a Dragon. Any
Khornate troops coming within 6" of
the Death Stone are driven into a
rabid frenzy as an Gverwhelming

the Blood God’s ‘Warriors stay within

6" of his monalith Lhey are affected by '

the rules for frenzy.
The Obsndlan Monolith,

esoteric energy. around : the. 0b51d1an
Monolith. C'ar:'v'ed' 'in:"the' form of a
block of the biackt:s't' 'v'dl'c'a;ﬁit gla.ss
the Obsidian Monolith collects these
mymcal energms $0 that those skllled

r_he great sroreof rnagic (.on't.iincd

ona D6-_

The Plague Pillar,

Monolith of Nurgle

The monolith raised to the glory of
the Lord of Decay is nothing more
than a heap of festering refuse and
rotting remains. Bubonic rats and
bloated maggots feast on cankerous
filth that drops from intestinal-like

openings, while gibbering Nurglings.

wallow in the vomit and pus that
collects at its base. A disgusting cloud
of flies fills the foetid air surrounding
the excremental mound of decay that

is the Plague Pillar. Any n:oops who do.

distracted by rhe swarm of buzzmg,
black bodies and must reduce all dice

rolls to-hit by -1.

The Totem of Living. Flesh,
Monolith of Slaanesh

Unlike the inanimate monuments
raised to his brother gods, the Totem
of Flesh is a living thing, even though
such a thing should only exist in the
nightmares of evil men. It is a
writhing column of pink flesh that
spmuts haif formed limbs all over 1ts

bc Jo_mcd in vile bod_.l_ly union fc:_r :11__1
eternity. The perverse blasphemy
against nature that 1s Slaanesh 5

from all thelr dice ro]ls to hn:
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A S i:r‘:r uf ‘Fzeentch surnman"
ty Lord of Change.

A Campaign of Epic Proportions

¢ battle between four rmghtv armies

Rettm[“ wi th
haos Cultis

2 re.llly couldn t bt: qnnpler to any.
won the battle for M'Laar XIII, why

power: whethcr 't be in Lhe.
gothic future univers

I have cmly really scratthed thL
is so much more tt

B]ob_d for the Blood
Skulls for the skull-throne of Kborne!.
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Black Library

Open Da

SUNDAY 16TH JULY 2000 10am-4pm

‘MARVELS CONTAINED

FOR ONE DAY ONLY,
THE DOORS TO THE <
INFAMOUS BLACK
LIBRARY ARE THROWN
OPEN, ALLOWING YOU
JUST A GLIMPSE OF
SOME OF THE ARCANE

WITHIN ITS HALLOWED
HALLS!

N TALL

AR Yﬂﬂ@(L

« Find out what’s new when you meet your favaurite novelists, story

writers and comic creators at the Black Library stand. Plus, don’t
miss out on the chance to quiz your favourite artists and writers in
our brilliant themed seminar sessions and hook sighings.

Hot from the forges
come the latest,super=
detailed resin creations,
including character
busts, collecior’s
figures, Imperial Armour

“vehiclekitsand
battlefield scenery sets
designed for 1

Warhammer and

Warhammer 40,000, all

Forge World.

from the treadheadsat @

o=y Coach your team of crazed players to victory in our frenzied

Check out the cool new supplemenis for'Warhammer‘Fantasy
Roleplay, and dive into the dark world of Warhammer ina
series of participation adventures with a pit ir;mmg theme,
courtesy of the folks from Hogshead Publishing.

T

e

“» Defend the Imperium against the horrific Tyranids in our epic

If you are really into
yout gaming and
modelling, make sure
that you drop in to
see Steve and
Warwick at the
Fanatic Press stand.

They'il be on hand to

from the Citadel Journal to
the latest Faaatlc specials!

Win a fantastic Black Uem,an trophy in the Black Library’s very
own miniature painting compelition. There are two categories to
enter: Black Library Character and Warhammer 40,000 Vehicle.
Whether it's a complex conversion orjust a cool paint ;uh bring
it in and you might win the coveted Black Demon trophy. /

Judging will take place at 3pm and the prizes will be awarded to
the most original and characterful entries.

Take part in fantastic games
featuring heroes and siories
taken from the Black Library,
including Commissar Gaunt
and his Ghosts, Kal Jerico,
and Gotrek & Felix.

» Blaze through the
Underhive with Kal Jerico
and Scabbs in the super-
scafl_ed_Necromunda Rex!

Biood Bowl tournament!

“Deliverance’ battle, with author Gav Thorpe.

o Lead Ulli & Marquand thirough the bloody streets of
Mordheim— but wa!r:h uut for the Sisters of Sigmar!

e Lead Gaunt’s {ihasis as they starm through the Sabbat Bt

-

Worlds in a titanic Warhammer 40,000 tank batile. fE

TICKETS ARE PBICED AT £6 EACH FROM GAMES WORKSHOP STORES OR UK MAIL
ORDER. GET THERE EARLY AND GET A FREE BLACK LIBRARY GRAB-BAG!

= 0115 91 40000 &=

talk about everything ®




= WARHAMMER

- " -

Warhammer Sicge is a supplement to
the Warhammer game, allowing siege
baitles to be fought on the tabletop.
Using armies of Citadel miniaturcs you
Can create a stirring spectacle of assaults

and bitter battles on the ramparts of

forts and castles ‘throughout the

Warhimmer world. Rules for walls,

~ ‘towers, gates and siege cquipment have been included, along with nine
scenarios created specifically to deal with siege warfare,

h a copy of e Warhaimracr game and the -additional rules in this book

you can lay sicge to a fortress, battering down its walls and fowers. or fight
off attackers in a valiant defence.

in the Warhammer world, the plastic Siege Tower is both ideal
for conversions and an excellent model in its own right.




e Warhammer Fortress boxed set contains a
stunning plastic model fortress which completely
dominates the tabletop. Castles are at the heart of
Warhammer: the prizes of conquest and the fast
defence against attack. Battering rams crashing
against splintering doors, boiling oil raining down
from the battlements, and lone heroes holding the
“breach — all images which set the scene for a
titanic clash of bitter cnemics.




What: Lo;"d of ubbish!

(or how to buzld an Orc fortress wztb ﬁ‘uit boxes garbage

horde of Drf.s and Goblins ra‘mpaging 'through an
Imperial castle and its foppish occupants with their
Sllly feathers and rlhbons, Con’w:rtmg everythmg to
fnege was ncleased the Goblms inside my case starred
jumping up and down, excited at the prospect of
giving the Empire a good
kicking.

At first, the sieges went bcaunfuily Cannons
'explodcd (klull’lg the:r own crew') Giant prdcrs
‘the gate w1ch battering rams. In summary: blood,
sweat and green. But in a short time it was all over.
‘My opponent got tired (and bald after pulling his hair
out Wlth deaperanon) and sa:d to me, “Now you

compla;mng and gr_umbl_mg and .I .d1dn.r like what I
saw. Not at all.
It juSt didri t seem right! Dcfend a nice castle, with all

could say that the castle hacl_ just been Lonquered by
the Orcs or something like that, but this really didn’t

troops would feel dcmorahsed AL[ thmr green paint
Wou[d flake off and then even my mum could defeat
eT So I deaded that I Woulc[ bu:ld my own Orc

Orc stench?

MATERIALS AND TOOLS

Next day, I woke up as optimistic as a Night Goblin
who has becn presented Wlth hJ.S firsz tankard ‘of

fmm yciurself ).
Second, nails! Lots of small nails and some
of those really big ones, for a more
realistic look.
Third, PVA glue, just in case the nails
weren't sirong enough.
Fourth, materials. I didn’t know exactly
what yet, so I decided to start my own
Waaagh! in order to search for likely wall
material in the streets.

WAAAGHM

To get my hands on the materials
needed to build my greenskin
fort T had to adopt the mantle of

scavenger and hit the streets...
A corner shop: There are real
possibilities here — remember that the very
ﬁ'rs% Lahd Raidér was made wii:h a deodorant

(good for SImulatmg tree trunks)

A 's]_zoc :s._hnp: _Yes_,.you might think a shoeis not very
hseful for building a fortrebs and you're right"

that trash away for hll’ﬂ You can keep the boxcs in

-one piece to store stuff in or cut them up to make

.polxtely .;.sk_the permission of thq ‘men at work and
‘they may let you remove any stuff they don’t need.




Note: These places are potentially dangerous so be
very, very careful and always talk to the site foreman

Carpenter’s workshop: A dangerous place for the
Waaagh! You have to make it very clear that what you

are looking for are leftovers (and you have no
intention whatsoever of paying for something they
were going to throw away anyway). Depending on the

you should get a few picces of wood. In my case, I got
some nice long balsa wood: pieces and some small

Grocery shop: This was the last place my Waaagh!
visited but certainly not the least because from here I

got the main material for my fortress ~ wood. Forget

kind enough to let me take as many as I could carry.

GETTING TO WORK

fortress before starting work on it, but [ reckoned that
wouldn’t be very Orcish. Planning is not an Orc
characteristic. Moreover, 1 didn’t really need a plan
for the castle because it was going to be square.

different thickness. 1 didn't bother to use a ruler

because an uneven cut would look more realistic for

Fortress.

The base structure was a frame of three strips

approximately 12" long and another two of
approximately 6" (sce diagram number 1). The frame

durability.of the wall was dependant on this frame, so.
1 paid special attention to this procedure using lots of

what an old Goblin
Shaman told me once.

(I'm  sure I'm not
the only one thinking
Fat Bloke). If you want
to hide something, leave
nails I chose had really
big heads, looking
like the old nails they

used to use in naval
shipyards.

Next came the worst part —waiting until the whole

thing was dry. Fortunately, there were lots of walls to

for the main walls and sixteen smaller ones that I
planned to:construct four towers from, four walls for

each tower. The end result was a very irregular

without thinking about how the different parts would
eventually be stuck together.




After making the basic
sstructure for each wall, 1

to the basic structure
(diagram 2) until
everything was

was not the most
interesting of jobs
‘but you'can liven
things up by
‘customising each
of the walls. For
~example, you can

wall which' can be
-used as a murder

-are assaulting, or you
can model a throne on
‘one of the battlements
where your Warlord can
sitand oversee the

castle’s defence.
_Much higher
battlements can
be made for your
Trolls and Ogres,

~ inserted into the walls for your
archers and so on. You canalso hang
bits and pieces of other races from the walls
as trophies.

BUILDING UP THE WALLS

hardboard, etc. A bit of PVA glue will be enough at
first, just to make sure the walls stay upright. It helps

‘to glue the sides of the towers to the ramparts. It's up

This is the general look of a wall glued 1o the base before
Capplying a mix of PVA and sand. Take into account the overlap
“at the ends of the base because it may bapper that your enemies
‘prefer to infiltrate through the gaps created instead of

‘assaulting the walls!

cardboard which I 'could easily paint later on. If you
have enough patience, you can also build floors for
the battlements and tower tops made of strips ‘of
wood.

PASTE COVERING

together! Despite all this, you've finally got your

fortress standing up!

‘The base is what really keeps the fortress standing.
-and so0 it’s worth carefully considering what materials

‘you're going to use. I glued the walls and the tower to
bases of cardboard. Then I took PVA and mixed it with
sand and gravel and applied this paste ‘to the bases,

‘When PVA dries it gets really hard. You can be sure




base is not strong enough, it will bend, Unfortunately,
that's what happened. My magnificent walls behaved
like a rocking chair and every time 1 put a Goblin on
top of them they sent the poor Gobbo ﬂymg to the
grcund' You may have to try a thlckt:r ba.se: or Just go

worked perfectly.

DETAILS

After 18 hours of'cutting, gl'uing and nailing', my

those: whlch the Smdto staff haw: arld I can’t buy a

Whole Stegad(m just fo use 1ts hcad I m not that rich

Well as Ioads of dlEEerent shlelds from dlffcrcnt arm;es
1 giued alI of these to the rampaxts wuh the same glue‘

together

Finally, I undercoated the whole fortress in black.
After you have done this you can paint it as you like.
You may prefer to paint different shades representing
woed taken from different places: the forest, a sacked
vﬂ.lagc, etc.

.Mjr next proi‘cct is to be the Central tower. What

around l;hc str{)nghuld of an Orc Warlord an oid
ruined stone tower mended with all kinds of wooden
planks with thc tthﬂ{: on top
_S;t.m.k;ms; f.t:_ms,_ fl_lth “and
leftovers from their raids. But
that’s another story...
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thought that an Orc outpost viould bes
perfect, and also any mistakes made could e.;‘-llv be Lovercd up ((Jr pa,ax(.d
‘off as perfect examplés of Ore architecture!).

ell, after building the first sectic
sections it started to get a w ;
the first five sections, I got a bit carried away (as you do)

‘construction was hurly simple. First 1
started with the base, which was made out of
( I built a nd base for the
ehape of the wall, which was glued on top.
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An Orc




as that nothing was
oughly
pfopriate leng'm and literally snap the wood

everything was rough. The central keep was built in e
same way, Once one level was completed another
‘added and wall sections glued into place. The on
‘was that the height of the cross sections had to be measured to
keep each section level.

Painting the fort
‘Painting was quick and easy, black undercoat, spravi
Brown, then dry °C
Then 1 coverec
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“Let its cﬁarrecf smofu husk join
that of the corrupt I mmn of the
fa(’se Emgperor as 1t ﬁerwatﬁ

e tracks of our nquenng
fegwns.
| “No-one can stand ﬁefore us as we
5 rl{J the shf[-ﬁeatmg hiearts from
~star sy stems and watch victoriously
as tﬁey weep their last pain-ridden
tears. Deﬁase yourselves before us
for we are the Legions of Chaos —
rightful masters of the gafaxy

The CHAOS BATTLE FORCE is an ideal
way to start a ﬂcdglmg Chaos chlon or to
further reinforce your cxisting army.

Chaos Battle Force contains:

12 Khotne Berzerkers, 10 Chaos Space
Ma, ines, | Chaos Rhino, 4 Chaos Space
7 4 Mar_"_ bikes, 1 set of ‘Gothic ruins

S
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. noblest of achlevements T’ﬁey learn

“The unholy ones stand bcfore us
and do not fear us. Their h_r.w::r}-’ is
born ‘of ignorance. for they know
us not. We are the warriors of
FENRIS! Forged by ice and fire.
Tempered by battle. We live for
WAR! Follow me my brothers, and
let us teach these simple-minded
fools what we are made of and lct
us teach them fear”

Ulrik the Slayer, before the
cleansing ‘of the Temple of the
Precious Gift

CHAPTER HISTORY
Every Space Marine Chapter reflects the
world ‘on w‘mch it was ratsed and the
Wol\xeb reflect the “orid of Fenris and
the personality of their Primarch, Leman
‘Russ. The cold, deadly world of Fenris
-schools 1t5 pcople 1n suwwal and

:m_var_no; race an_d th_e most able_sumvc_:_rs
of a folk for whom each day is a struggle

“to stay alive. They are hunters and

trackers without peer and fearless

early in life that loyalty to their clan and
their leader is the highest virtue and
carty this loyalty over to their Chapter.

¥ The Créaitibﬁ of ‘the Space Wolves

of the galaxy which estabhshed the

Imperium as it is today. As part of the
‘Great Crusade the Emperor created a

number of genetically engineered super-
humans with extraordinary powers

.the growmg strength of_the young
‘Emperor, the powers of Chaos spirited
‘away the Primarchs before they could

teach maturity, and scattered them on
different planets all across the galaxy.
Only later, during the Great Crusades
‘themselves, was the Emperor able to
recover all of the Primarchs.

e

e

mbers, King and Pricstley @

he following volume on the Space Wolves Chapter has been
compiled and condensed from the Codex Astirtes. This massive
tome contains detailed information on all of the Space Marine Chaptcrs

and is kv:pt constantly up to date by Imperxal scholars. Each entry in

the book is thousinds of pages fong. and it is therefore impossible to
reprint even a fraction of the entry that describes the Space Wolves.

After all, the wvery idea that one could describe the proud histor)r of a
Space Marines Chapter in a few pages, or even a few dozen pages, is
clearly ludicrous! Instead I have confined myself to gwmg the reader

some idea of how the Chaptcr was founded and how it

Hopcfully this overview will prove
the hxstory and background of the

Before then the Emperor was unable to
duplicate the long and arduous work
whrch had creatcd Lhe anarchs

of the anarchs the ]:mperor created
twenty Space Marine Legions, each
u’ahsmg the geneuc matenal derived
warriors' of the First Foundmg Iegmns
echoed to some degree the particular
strengths and powers of the Primarch
whose genes were used to develop their
implants. The implants of the Space
Wolves were developed from the genetic
helix of the anarch Leman Russ, and

Leman Rus-s

‘As already described, the young
Frimarchs had been stolen by the powers
‘of Chaos and cast to_plane_ts across the

galaxy. At this time the Emperor had no

idea where they were or even whether
they were alive at all. By the time they
were recovered during the Great Crusade;
the Primarchs had grown into adulthood
amongst whatever civilisations -existed
on the planets where they happened to

be. Leman Rusa was found and raised

}outhﬁxl Leman Russ was identified by the
Emperor's ‘agents and united with the
Space Marige Legion that bore his genes.
Legend has it that it was the Emperor
himself who finally confronted the barbaric
Primarch and won his fealty by defeating
him in single combat.

—80 —

el

is 'Of'gémiSEd
of use to those who, like me. study
different Spacc Marine Chapters

The Space Wolves hail from the planet of

Fentis, a world of ice and fire that lies on
the edgc of the Impermm cIosest to the

Lovewd WIth water, cmd _l_ta_._tm)_’__lan_d
mass is made up of small jslands

-bxtteﬂy cold and wher] the planet
reaches the furthest point from the sun
all of its seas are covered with a thick
mantle of ice. -As the planet sweeps

closer to the sun, the Wolf's Eye as it is
'known swells in the ‘;ky and ‘a bnef

and gleenhouse warmma Sets in. As
contmenls break apart. and new lands

N s e = it e




homelands Thl‘i contmual

j}{raken and sea dragens lutk in the
depths, surfacing to prey on the unwary.
Razor-jawed ripperfish, capable of
stripping the flesh from a man in
seconds, “dwell near the surface. Ftom

The Helwinter
Fenns is: one of the deadhest morIds in:

skles and the impacts cause thp earth to
shake like a frightened beast.

- During this period the tribes of Fenris

take to their ships and search the 1<:v
seas for places of safety. Loading all

their possessions onto their longships
they navigate through the icebergs in
search of bharbour Some make their
homes on: the very surface of these
floating islands of ice. Others are lost to
the mighty tidal waves caused by
meteorite impact. Many more will die

when attacked by ice whales.and kraken.

Kraken are the most terrlfymg monsters
of the deep They come to the. surface..

~as much as f"ve mﬂes Iong wrth tentacles

that lay a full twenty miles. Normally

- they dwell only in the deepest of ocean

'.tren.ches but the tectonic shlfts caused

Ay formed islands or escape the.
1ied remains of their previously:

caught the Father of Kraken,
legendary menster whose tentacles
girdle

liftxng it by its tentades When his ‘awed
in terror, Russ

comrades shuddered
declared it was too small and threw it

back; saying he would return later when

the tiddler was full grown.

Imperial scholars think that this story is-

mere: legend but with a core of truth.
i Killed ane: Tt would, nék-Have been
beyond the power of a Primarch such as

mdeecl, this kraken may be: the
giant Ieathery plec(,bf 'ﬂesh more thun
fifty foot across that lies within the
trophy room of the Fang.

The Lion and the Wolf

The relationship between the many
Space Marine Chapters have not always
been cordial despite their common
onalues to the Empemr and the:
conflicts and all manner of ‘other
circumstances exist to create discord

amongst them. Few rivalries, however,

are as deep-rooted or as well known as
that between the Dark Angels and the:

e

the

‘the world and hold entire
comments in their gnp Russ is sald to_

The Space Wolves. maintain that it
Lion El'Jonson, Primaich of the.
Angels, who began the feud wlth_

won the battle

Afl:er the conflict, hot- tempered and:

and set about the. Dark Angels leader
After a long and close fought battle
lhc two Primarchs collapsed with.
upon the other Thus began the Iong and
bitter feud between the two Primarchs,
which never really ended and which
continues to this day, after a fashion.
Though the two Chaptels have fought

many baltles together, their mutual
loyalties have done little to dispel their
enmity. More than once they have fought
each other, and suffered greatly as a
result. Yef neither is prepared to forget
the vows of vengeance made by their
progenitors.so many years ago.




chroniclers of the
‘describe the bloody events of those days.

_ eresy
- rebellion of Warmaster Horus tore
Imperium apart at its very birth.
orus was the Emperor's most trusted

ine against Space Marine as Legions
(as the Chapters were then known) sided
both for and against Horus. At first, few
suspected the heinous evil that was to
be révealed as the Horus Heresy, and
some Legions stood aside from the
conflict unsure of what to do. Some of
the Legions that sided with Horus did so
out of a sense of loyalty to their old
Warmaster. Legend has it that Horus
his followers that the leader of humanity
had been stricken with a murderous
insanity spawned of warp-contagion or
worse still, daemonic possession. His
loyal troops had no reason to suspect
Horus at the time. It was only later that

_they had cause to regret their decision,

for it was Horus who had pledged
allegiance to the Chaos gods in return
for powers unimaginable to mortals,

Emperor throughout the Heresy and

‘took part in some of its most renowned

actions. From those times, ten thousand
vears ago, come few details of any
certainty. It was a time of legends. It was

- an age of war. Such records as made

have not survived, and only later did
Administratum

‘Space Wolves were pivotal in one of the
early campaigns of the war, when the
entire Legion attacked and devastated
~the Thousand Sons Space Marines on
their home world of Prospero. The
Primarch of the Thousand Sons, the

for supremacy. Eventually the Thousand

‘the Space Wolves lost the Thirteenth

‘Space ‘Wolves have never

to have fought Leman Russ whilst all
around the rival Space Marines battled

Company, the Wulfen. Since then the
) had a
thirteenth Company nor has any Wolf

‘Lord born the badge of the Wulfen.

The Space Wolves were not present
‘during the final battle for Earth which
ended the Heresy and doomed the
Emperor to a living death in the stasis
field -of his Golden Throne. Afterwards,
that kept him from his beloved Emperor.
He led the Space Wolves deep into the
Eye of Terror in pursuit of the renegade
Space Marine Legions of Chaos.

With the enthronement of the Emperor
came a different age, and the rule of the
Imperium passed into the hands of the

On many .pl_ane:ts fﬁhe_ tai_ﬂted_ were
sought out and destroyed. Everywhere
Inquisition prospered.

Never again ‘would the Imperium
tolerate the possibility of Space Marine
armies falling under the influence of the

‘great enemy. The original Space Marine

Legions were broken up into smaller
Chapters and a code was drawn up to
redefine their role and jurisdiction

‘within the Imperium. The new Chapters

that were created became Known as the
Second Founding. The Space Wolves
were never a very large Legion and so
were divided only once, creating the ill-

fated Wolfbrothers Chapter.

The Ghost OF Russ

‘No one knows what happened to Leman

Russ. Some say he disappeared in the
Eye of Terror while searching for his old

he was slain in batdle by a Greater
Daemon of Chaos, and that his spirit is
lost in the warp. Others say that, to
mankind, watching over the people of
his Emperor and guarding them from the

‘Power of Chaos. o
‘All that is known is that he vanished on

the Feast of the Emperor's Ascension in
the year 197 after the Emperor was
incarcerated within his Golden Throne,
It is said that his eyes glazed over and
‘that he had the look of a man who was

come. :
After seven years the surviving Wolf

people ‘would seek their master, The
Companies took to their ships and sailed
in separate directions across the Sea of

found no sign till eventually they wete

recalled to Fenris bearing nought but a

few dismal ‘prophecies and the taIe:p’f'

their -adventure. Thus the first Great

Hunt ended in failure and sadness.

‘Great Hunts, Sometimes Russ appears to
a Great Wolf in a vision and tells him it
of the Chapter's Rune Priests and their
words cause the Great Wolf to declare
another Great Hunt. These are times of
daring deeds and high adventure when

been successful but each Great Hunt has
achieved some great good.

The second Great Hunt led to the
recovery of the Russ’s armour from the
Temple of Horus on Rudra on the edge of




: .jseme
knows: What the next one mll be.

THE MAKING
OF A SPACE WOLF

'S'pa{fe Wolves are: chosen from the

: In the constant tribal warfare for
- possession of land, each youth is given a

5 chance to fight and die in service of his

: Russ Space Marmes must be selecttd
- young for them to have any chance of
- surviving the difficult transformation
'i“rom normal human to. superbeing.

5 by orgamsmg all their young warriors

~ into packs of Wolfbrothers. These packs
are always at the. forefmnt of bactle,

the
are

them
they

motivates
that vhlle

O.n.;-Fenns, Strangers. sLalR the lands of

- men. They are a frightening sight; huge,
burly warriors with burning. eyes,
cloaked in the pelts of wolves. In the

28 Iong ha]ls tales are told round the ﬁresf

. -:ests of strength and drmkmg The
- strangers' always out-wrestle the
strongesz Wo}fbrothers and out- drmk

'watchmg and woe betide any ‘warrior
foolish enough to ty to strike them.
. Sometimes the strangers descend after
. the battle and choose the bravest of the
. combatant Wolfbrothers. Often the
~ chosen ones are on the point of death, but
as long as their wounds are to the fore,
- the strangers do not care. They take the

s away, brookmg no. mterference

Wolf Pricsts can often be seen watching a
great battle in scarch of new;aspirants.

harpoomng a whlte whalr:: or Slaymg a:
dragon. Then the strangers will appear

as if drawn by the. rumour of courage

and if he measures up to thelr deeds the.

youth too will disappear.

These mysterlous strangers are the Wolf
- the

Wolves these are known as asplrants if
they succeed, the geneseed of Leman

Russ will be imptameq in their bodies.

Th;s is the tltamc CItadel of the Space
WOI\ €s, located at the heart ot the

They are met by the masseri ranks of the
Space Wolves, and the Wolf Priest who
brought them is nowhere to be seen. The
assembled warriors ask them why they
think they are worthy to join the
Emperor’s chosen. The aspirants must
respond. favourabiv to ths first and
proud and their bearmg is noble the
Space Wolves will continue to ask more
and more. guestions.. If the candidate
fanged giants then he has aIready failed.
He will be taken aside and led into the

o T S e e e e e

can never return to hls folk ,
The questiomng becomes ever

The assembled. Space Wolves will,
meanwhile, discuss the aspirant. If they
decide he is worthy then he will be given
the chance to become a member of the
Space Wolves. If not, then he becomes a
thrall. Only one aspirant in ten is given
the chance to become a Son of Russ.

The Feasting
1f th'e.aspira'nt is chosen he is led into a

blood-stained slab. The Wolf- Prn.sl re-
enters and the operation to implant the
geneseed and the extra organs that go to
make a Space Marine begin. When the
asplrant awakens he finds himself once
again in the Great Hall. He is welcomed
with a toar and applause and settles
down to the feasting table. He is told
that he must eat a whole elk and drink a
barrel of ale, as Russ once did. The
aspirant is given no choice, and must
keep eating and drinking. Plate after
plate of steaming meat is brought to
him; tankard after tankard of foaming
ale is raised fo his lips. He must keep
eating: for his new brothers will give
him no respite. Eventually the young
aspirant will pass out, drunk on strong
ale.and gorged on venison, his stomach

last memory is: usualIy bex ng put to sleep:
in a soft bed. This is truly a warrior's:
paradise, he thinks.

The Blooding
When the aspirant awakens he is
freezing cold. He lies naked in the snow
with a knife of meteoric iron close at
hand. He is feverish and distressed. His
head throbs and his muscles ache: His
gums bleed ‘and his mouth burns. Near.
him stands the Wolf Priest that selected
him, who tells the aspirant that the true .
test has now begun. To prove himself
worthy he must make his way back to "

Walf Priest dlsappears and t‘ae asp1rant
is truly on his own
Although the aspiraut does not know it
the feast had a purpose. The geneseed is
begmnmg to work on his body, mshmg
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cked with pain and his. body
stretches and grows. His mind is
haunted by visions and samry fades. He

agony and hunger Now is Lhe worst
time, he is constantly hungry because
his changing body needs more and more
nourishment if it is to sustain growth.
Failure to provide this will be fatal as his
body begins to cannibalise itself.

These first few days are the most critical.
The aspirant must feed often He is
an elk hercl Near mindless, he must
hunt them down, eat their raw flesh and
drink their blood. Some aspirants,

‘unable to meet the challenge, perish.
'Some' whethel due 1o some ﬂdw in

be}:cnd thls stage T‘ney become
mindless creatures, with .an animal’s
cunning. They continue to grow and

‘hunger for flesh, eventually becoming
Wu!fen‘ the most feared mornsters on

this stage and in later hfe wi 1 revert to
the Wulfen state in times of crisis.

The Returning

If the aspirant survives the first few
days then his sanity and intelligence
slowly return. He lodks on the world
anew and finds it changed. His senses
are keener. He can see for ten miles, hear
the crack of a twig a league away, smell
the musk trails of deer and wolf. He

_imagining of a mortal man, abEe to

uproot trees and run for days without

““ tiring. He is almost immune to the biting

“chill. He recalls who he is and how he
‘came to where he is, ‘which is just as
“well,
‘intelligence: as well: as the superhuman
‘powers of a Space Marine to cover the
‘distance to the Fang. The land is full of
‘danger from wild beasts, awful weather,
‘and the constant threat of landslide and
-avalanche.

The elks of Fenris are huge beasts,

for he will need all a man's

standing near twelve foot at the

shoulder, with razor sharp antlers ten

foot across. They can easily trample a
hmlter to death and one m“eep of their

many tons. Moqt feared of all are the
packs of Fenrisian Wolves, one of the
most vicious predators in the known
galaxy. The smallest of these great grey
wolves are the size of ponies, and the

R

armoured _pezsonnel ‘carrier. They are
‘amazingly

intelligent and always
voraciously hungry. Their pack tactics
make them the most efficient hunters on

'the surface of the world Working

even the larzest prey

It is these wolves that make Asaheim
virtually unmhabttable to man, and

are used to quleten unruly thldren in
the lslandq The Iegend gc:es that in

anger unleashed hrs wolwes and they
drove man out of his ancestral home.
Only when folk are worthy enough to
drive out the wolves will they be-able to
reclaim their land.

To combat the cold, the aspirants make
themselves clothing from the hides of
their prey and attach their céremonial
knives to branches to make spears. Then
they begin to cross the land, passing
through wolf-haunted forests and over
freezing plains. Slowly the land rises
before them and the Fang comes into
view, visible hundreds of miles away. To
reach their destination the aspirants
must now climb cliffs and traverse

‘glaciers. In the mountains the aspirants
-encounter dragons and blood eagles.

Food becomes scarce. Many aspirants
die on this pilgrimage. Those who do not
will eventually find themselves before
one of the Fang’s many gates. Here, at
the heart of the northern - continent,

they will see the fang in all its glor} for

the first time.

Warriors are assembled at the gate to
greet the aspirants. This time their
applause has no irony. They are
welcomed as a brother. The Great Wolf
takes their oath of fealty and they are
invited anew to another feast. After this
their real training begins. New organs
are implanted, changing them even
more. But from the moment that they
reach the Gates Of Fenris they have
become Space Wolves.
THE FANG

Wolves, is a great tower that rises above
the atmosphere of Fenris.

The foothills of this huge artificial
mountain cover hundreds of miles, and
the Fang itself rises up twenty-five
miles, a dagger driven into the belly of
the sky, towering out of the planet’s
utadels in the Imperium outside the
fortified world of Earth. The citadel is
fortified with resistant armour and
cloaked with void shields more powerful

‘than -any starship's. Great weapon bays
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point defence lasers at the distant stars,
A huge ‘geo-thermal spike runs down

the core of the mountain and provides
power for the Chapterb weapons and

Prles_ts an_d their serv_ﬁ;oz_"; c_rg_f{: w eap‘o‘ns'
forged in fire from the planet's molten
heart,

Famous Battles of the Fang

It xs one of the greatesl Cn,adels of the
long h1-tory it has aImost fallen to
‘enemies. The first time was during the
32nd Millennium after the end of the

of the Thousand Sons, determmai to take
revenge for the devastation of his home
world Prospero by Leman Russ and
his followers, launched a series of
devastating raids on the worlds near
Fenris. Great Wolf Harek Ironhelm sought
fcn mdny years to brlng Magnus to battle.
a vision alnong the ruins of devastated
Cities and tannted the Great Wolf: for his

'becarne obsessed and took to: searc‘nmg
worlds along the edge of the Eve of Terror
itself. Eventually he found what he
‘believed to be the Thousand Sons' secret
base on Gangava and launched a full-
‘scale a’ttaCk againét "It

-‘he]d hy a strong garnson of Chaos forces
allied to Magnus but these were a
'dxstractron Even as Harek 'a'tt'atked
and their Chaotlc levies appeared in
orbit over Fenris. The Fang was held only
by a skeleton force of Space Wolves and
their thralls. For forty days and forty
nights the Thousand Sons  assaulted
the Cltadel B}om the Fell Handed

defence. bnder Bjorn's dnectmn the
Space Wolves fell back to the innermost
chambers of the Fang, collapsing the
tunnels as they went. Simultaneously,

a force of Scouts under Haakon

Harek was overcome with Fur;y a-ﬁ-'d.
'shame 'at his folly and immediately
returned to Fenris, taking the Space
Wolves with him. Finally, on the slopes
of the Fang itself, he met Magnus in
battle The evil Prlmarch was too strong

""" b’efo’re e
‘blood-mad ‘Space Wol\«cs. Harek was
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4 buried on the upper slopes of the Fang,
and his crypt is now a shrine. It s sald.

o d.eal of initiation they must make a
pilgrimage there and be warned by the

spirit of: Harek against trusting visions.

CHAPTER
ORGANISATION

The Space Wolves are organised in a

very‘ 'different manner to. most other

daies from the First Foundmg d.l’ld its
structure owes more to- the personality

of Leman Russ than it does to the Codex.

ﬁghtmg style and somal Orgdedtlon of
the native Fenrisians.

'Mar & Chapters and are much ‘more
se Zsufﬁmem In most wa}s eac‘ﬂ Great

Great Wolf and. smkmg out on hxs own.
This last happened in 815.M41, when
Great Wo]f Sven Ironhand rcvokecl his

Emplre n che Eastern Frmges and rules
there to this day.

Each Great: Company has its own lair
within the Fang and its own alIocauon
of S:ta:rships

known by the name of its. WoIF Lord and.
will often be identified by the runes.

which 'form his name in the Fenrisian

tamed by Leman Russ in ancient times.
- The Wolf Lord's totem becomes the

insignia of his Great Company and will
be worn upon the armour of his
fcllowers When a Wolf Lord dms his

constantly chang_[ng a fact that has
caused some confusion amongst

fiﬁpierfal scholars in the past For

named after its Wolf Lord Rag__nar

NSNS 13t S R

tO carvc out an

Each-

Blackmane, who took as his totem the

Blackmane Wolf, the Howler in the
Night Previously the Great Company_

after its Wolf Iorc_i Barek Thunderﬂst
and it bore as its insignia the
Thunderwolf, who is said to still run

before Russ around Fenris, the sound of

its paws being the thunder; the glml of
its teeth the lightning.

Tales are told of a thirteenth Gr_eat

slgn the pelt of the Wulfen

B A

" the

A Great Wolf directs' his pack as battle rages around him,

sull turn Space Wolves into mon sters of AT ;

Lhat name. This Wolf L. ord hlS name has:

Terror durmg the Horus. Heresy, and
none know ofits fate. Since then the
Space Wolves have

—— —
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Chapter's priests and Dreadnoughts. The
emblem of the Great Wolf's company is

“always the wolf rampant, the wolf that

- himself. When a new Great Wolf is
‘elected his followers from his Great
‘Company will either replace their old

‘insignia ‘with the sign of the Wolf

Rampant, or add the sign to their
armour so that they bear both their old

sign and their niew one. The current
‘Great Wolf is Logan Grimnar, one of the

Imperium’s longest serving warriors.
This cunning and fierce warlord has led

the Space Wolves for over five centuries.
Each Great Company is made up of

its Wolf Lord, who has a personal

tetinue of picked warriors, the Wolf

Guard. The majority of troops in .the

company are Grey Hunters, watriors of
‘proven ability. Also present are packs of

youthful and glory-hungry Blood Claws,

-as well as wiser, older Long Fangs.

With the exception of the Wolf Guard,
warriors of the Great Companies fight in
formed when an aspirant is accepted
into the Space Wolves, and the members
of the pack will usually remain together
for the duration of their service. New
members are never added to a pack, and

Fang pack were inducted and have
fought together throughout their long
service with the Chapter. In battle, Space
brothers without a second thought. This
creates ‘debts of honour-and friendship
that may take centuries to repay. Even
these bonds remain, binding the
members of a Great Company together
with chains of honour ‘and loyalty

‘stronger than tempered steel,

It is easy to tell a Space Wolves Space
Marine's role by his appearance. Space

become longer and their skins become
even more tanned and leathery, The
veterans, called Long Fangs, are the
Company's. long range support troops:

The mature warriors are Grey Hunters:.

‘Wwho are used in a variety of roles. The
youngest and least experienced troops
are the Blood Claws, whose role is to act
as assault troops.

Company is less formalised than that
of many other
are organised on a temporary basis

will be listened to regardiess of his rank.
The Space Wolves are a band of brothers

they have the respect and trust of their

comrades. It is true that many of the
“Wolf Lords are held in awe by their men

Chapters. Forces

*

‘According to the ancient legends of
Fenris, Leman Russ fought and tamed
‘the great wolf packs of Asaheim. He
‘cast down the two-headed wolf
‘Morkai, and made him the guardian
‘of the gates of death, a task which
‘Morkai has endured ever since. There
‘are many stories of how Russ fought
Morkai's lieutenants, and banished

The most fearsome of all was
Blackmane, a terrifying black-maned
giant known -as the Howler in the
Night, whose long howling cry calls
the souls of dead wartiors from théir
graves. Russ fought Blackmane and
slew him, making his pelt into a
magic cloak that allowed him to pass.
of Blackmane still calls to the dead,
but can no longer summon them into
the world of the living.

_Fire
‘Breather

Blooded
Hunter

‘Sun Wolf

Night
Runner

SPACE WOLF BADGES

The Space Wolves use a large array of wolf symbols, emblems and images. Most of these are related to the ancient legends
‘and history of the Space Wolves, wherein are recounted tales of the great wolf-beasts of Fenris.

The badge of the Thunderwolf is
highly favoured as an emblem by Wolf
Lords. It is quite rare for one of the
‘Great Companies not to display this
symbol, and many renowned leaders
have borne this distinct emblem into
battle, 1t is regarded as a very lucky
symbol, and over the centuries many
Great Companies bearing this badge
have earned everlasting fame.
According to legend, the Thunderwolf
was one of the ancient wolves that
Thunderwolf ran from Russ and
continues to tun to this day, forever
circling the world of Fenris. The
creature can be seen as a
constellation in the night sky fleeing
across the heavens. As he passes
overhead his howling cry is said to
create the thunder, and his flashing
fangs are the lightning.
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Sea Wolf  Fire Wolf

the Space Wolves. It is frequently |
adopted by a Wolf Lord as his
personal emblem, and it is therefore

‘The badge of the Great Grey Wolf

~ Great
Devourer

‘The badge of the two-headed wolfis |

often borne by one of the Chapter's
Great Companies. The two-headed

the
companion wolves of Russ himself.

represents Leman Russ. Used on the
Chapter's Great Company hanners, it is
the traditional icon of the Great Wolf.

Wolf of the Spirit Wolf Iron Wolf |
Red Moon f
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but the forces of the Chapter resemble a
warrier band more than a formalised

1n5tead the most respected warrior in a
pack will act as the pack leader. On a

battlefield; leadership falls to whichever

Thu_sr
Space

semfor warrior is present.
dependmg on. crrcumstance,.

other warriors of the Imperlum,, but this
is not really true. Every man Knows his
- task and knows the honour of his unit
depends. on him performing. it well. As
war blazes across the Imperium the

Space Wolves are. always found in the

out the screams of the enemy In battle;
they always follow Russ’' maxim:
conguer or die!

st garbed in rhn. pelt uf

a |mbhnr Fenrisian Wolf.

-
e s
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LEADERS AND

UNITS OF THE

SPACE WOLVES
Bélow are described all of the. different

Space ‘Wolves Chapter As has already.
been noted, the Space Wolves do not
follow the precepts laid down by Roboute
Guilliman in the Codex Astartes, and
nowhere is: this more evident than in the.

leaders that_ma_ke up the C_hapter

Wolf Lords

The: Wolf Lord is a Great Company's
finest leader, chosen by acclamation of
the Company from the ranks. of the Wolf
the mlghty, the Wo]r Lord leads the
Company, and all its warriors owe him
their fealty.

The Wolf Lozd is selected from the ranks
of the Wolf Guard on the death of the
previous Wolf Lord. His fellow Wolf
Guard make: the choice after having
consulted with the Long Fangs and
Priests, and their choice is respected by
all. He is a man who has proved himself
time and again in battle‘ who hae

warriors that follow him have total Falth;
in his honour and courage

Each Wolf Lord v1es with the others for

wrth the other Great Compames Thrs_
oﬂ,en manifests itself m a desrre_to be

representatwes of each company vie

with each other m races, wrestlmg

Much hOHOU.l and gold is. won and.
lost in the wagering. Sometimes this

competltweneas leads to. Friction and the

Welf Pnest_s_
Where other, Chaptera ‘have

both

onlv to: the Great Welt hrmself They are
hatd grim men, knowledgeable in the
sagas of the Chapter's history. They
recruit new brothers, oversee their
training and minister to their spiritual
needs. Wolf Priests are also wise in the
ways of medicine In battle they use

WO unded comrades - They  are
responsible for performing the benedicto:
— 87—
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Wolf Lmds are chosen from rht ranks of
the Wolf Guard.

ultimatus and removing the geneseed of
fallen Space Wolves.
Wolf Prrests are chosen from the. ranks

symbollse this they take on a new name.
when they don the sacred skull-
embossed armour. Thls is 1mport¢mt for.

1mpart1al for they arbltrate in dny:
the Companies. A
convocation of wolf Prreste advrseq the.

dispute. among

and chscrplme

The Wolf Priests guard the Chapter's
genetic seed, bio-culturing new implants. .~
and maintaining the vigour of the strain
by weeding out any weakness or
mutation. Their knowledqe is deep, a.nd:

make safe the Chapters genetrc seed
However, their efforts have only
succeeded in preventing the curse
spreading, and it is unlikely that the
damage can ever be repaired'completely

the surrace of Fenrrs seekmg promlsmg
new candidates to recruit into the ranks




eneseed and supervise every aspect of
aining the aspirants. Wolf Priests are
e e Marines any new recruit
as dealings with, and they sternly

vise their development. During
aining, Space Wolves gain an almost
religious respect for these grim old men
that never leaves them. A brawl between

by a single word from a Wolf Priest. It is
said that a Wolf Priest's face is thie first
and last that Space Wolves ever see
They look en it for the first time when
they are recruited and for the final time
when the Wolf Priest performs the

benedicto ultimatus.

Rune Priests

‘Rune Priests are selected from those

‘Space Wolves who show traces of
""" They are carefully

‘spirits are strengthened by many tests,
‘hardships and rituals. They must be
utterly strong, secure enough in their
faith to resist the whispered temptations
of Chaos that all psykers must face. If
they come through all the tests then they
-are deemed worthy of becoming a Rune
Priest and are taught how to wield their
awesome psychic energies for the good
of their battle-brothers. If they fail,
they die.

The Rune Priests have the gift of the Sight
gift of divination they chart the Chapter's
future, and by their knowledge of the
sagas they fix the Chapter's past. The

The cult of Russ is old, dating back to
- the time of the first founding and pre-
‘dating the establishment of the Adeptus
primitive and almost heretical. They
stress the power of Russ almost as much
-as the divinity of the Emperor, At the
core of the faith are many prophecies
concerning the Space Wolves and the

~of a resurrected Horus to destroy
mankind. It is the duty of the Space
Wolves to prepare for this last day. to be
ready for the final battle. The Cult Of
Russ teaches that the spirit of every
warrior who dies bravely in battle joins
the Emperor and strengthens him to
sayvage religion with the power to stir
warriors to feats of great heroism.

‘expected to learn the tale of a company's
‘history, starting from its earliest days to
the present. Every Great Year he will be
-assigned to-a new Company to learn its

whichever Rune Priest needs an
-apprentice and his training in the deeper
‘mysteries begins. He learns to carve

tell the tales of the Chapter's Wolf Lords
and heroes right back to the time of the
First Founding. He will grow in strength
and power until eventually he may
replace the old and failing Rune Priest.
AL every Wolf Time festival, great
contests of saga-telling and psychic
duelling are held to determine if a new
High Rune Priest will be chosen. He is
“the leader of the Chapter's Rune Priests
and advisor to the Great Wolf.

Many Rune Priests are psyber-linked to
ravens. These creatures are known as
‘the:Choosers of the Slain by the Space
‘Wolves, after their distant cousins seen
circling over the battlefields of Fenris,
The link allows the Rune Priest to see
with the animal's .eyes and control their

the Blooding.
A full Rune Priest is an awesome sight.

They are giant, weatherbeaten men,
about whom hangs an aura of mystical
power. Their armour is covered in
ancient runes first carved by Russ
himself, and when their powers are used
these runes glow with balefire, focusing
are often cowled with the hides of a
great white wolf and lean on the mighty
oak runestaves that are seen as their
badge of office. These staffs are made
from wood taken from trees raised in the

-soil of ancient Earth back in the ‘days

when trees still grew wild upon that
planet. They are highly prized treasures
which gradually ‘absorb the psychic
imprint of their owner, becoming ever
mote closely tailored to his mind. It is

‘said that if the Rune Priest lives to a

great age his staff becomes a living part
‘of him, and after his death the staff
lives on, preserving something of his
‘thoughts and powers.

Iron Priests
On Fenris, the Forgemasters are men set

their knowledge of weapon making and
ironwork. The secrets of smithing are
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are chosen from the apprentices of
Forgemasters in secret rituals on the
Isles of Iron. Here candidates are picked
-both by Wolf Priest and Iron Priest. They
‘do not face the mass questioning of the
massed Space Wolves but are instead
examined by the Master Iron Priest
‘himself, and their knowledge of the
mysteries is tested.

To prove their courage they must place:
their hand into the blazing mouth of ‘a
‘great forge cast in the shape of a

grinning Wolf’s Head. This is the

ultimate test where the aspirant must

long journey to understanding its

mysteries.
Iron Priests must undergo the ritual of

aspirant, and they then spend a period

of training under the supervision of the
Wolf Priests where they learn the use of

‘Méchanicus. Here they learn many of the
-secrets of the Machine Cult.

During this time they may also acquire

Iron Priests are seen as mysterious figures
by the battle-brothers of the Chapter.




useful to any artificer. When they return
to the Chapter they take their place
among the ranks of the Iron Priests,
looking after the many technical
systems of the Fang, supervising
building and engineering projects, and
all of the myriad of complex technical
tasks that are undertaken every single
day. In their own workshops they create
all of the fine mechanical artifacts and
wargear used by the warriors and Priests
of the Chapter. The Iron Priests also
create Servitor workers, half-human and
half-machine creatures which are task-
adapted and almost mindless. They
serve the Iron Priests and sometimes act
as bodyguards in battle. Iron Priests
seldom take a direct hand in the fighting
but their position within the Machine
Cult means that they are well equipped
with strange and exotic weapons seldom
carried by other warriors.

The Iron Priests are mysterious figures
to their battle-brothers. They possess
strange skills. and obscure knowledge
from the elder days and their concerns
seem remote and unworldly. They do not
take part in any of the great contests and
many of their rituals are secret even
from their fellow Space Wolves. They are
outsiders, even as the smiths are on the
world of Fenris. Perhaps because of this,
they are not resented. Their brother
Space Marines see them as occupying
the same position as the mysterious
weapon makers did in their old society.

Dreadnoughts

Closest to the Iron Priests are the
Dreadnoughts, ancient battle machines
inhabited by the shrivelled bodies of
crippled Long Fangs and Wolf Guard.
When dormant these machines are
tended by the lron Priests; when they
awake, the young priests listen to their
stories of ancient days. For the
Dreadnoughts are virtually immortal
and have often been alive for a
millennium or more, linked as they are
to the life-support systems of their
armoured carapace. These systems will
keep the Dreadnought alive even if it is
disabled in battle, and only the near
complete destruction of the suit can
cause the death of its wearer.

Bjorn the Fell-Handed is the oldest living
creature on Fenris. He is almost as old as
the Primarchs of the Chaos Space Marine
Legions, and they are the oldest known
living things in the galaxy, with the
exception of the Emperor himself.

Bjorn walked at the side of Russ himself,
and was the first Great Wolf of the
Chapter after the Primarch disappeared.
He led the Space Wolves on the first
Great Hunt, the Chapter's epic but
fruitless quest to find Russ, and it was
he who reluctantly gave the order to
cease the Hunt, when it became obvious
that Russ was not to be found. As the

S
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Wolf Guard arc the only warriors in a Wolf Lord’s Great
Company to have access to the ancient Terminator armour.

first Great Wolf he was instrumental in
resisting the attempts of the newly
created Administration to force the
Space Wolves to accept the dictates of
the Codex Astartes, even going as far as
to threaten to rebel if the Administration
persisted, Such was the fragile state of
the fledgling Imperium that the
Administration withdrew its demands.
Thus was the unique nature of the Space
Wolves preserved.

Bjorn's heroic career as a Great Wolf was
cut rragically short during the Prexima
Rebellion when he herecically led a raid
to free brother Space Walves trapped in
the embattled Dreadsun Fortress. The
raid was successful but Bjorn suffered so
many wounds that he was left paralysed
and crippled, and not even the best
efforts of the Wolf Priests could save
him. Eventually, to preserve his life,
what was left of his shattered body was
transplanted into a Dreadnought.

For the nest five hundred years or so,
Bjorn was constantly in the forefront of
battle whenever the Space Wolves
fought. He distinguished himself on
Algol Nine when he slew the Daemon
Thran'saba, and saved the Planetary
Governor from sacrifice. On the desert
world of Quaran he slew the Ork Warlord
Makrina and thus broke the Waaagh-
Makrina. On the Hiveworld of Thranx he
slew the rogue psyker Vornalan and thus
averted a terrible rebellion. Slowly,
though, the years took their toll on this
proud and ancient warrior, and he took
to spending longer and longer periods
dormant, in stasis sleep. Given his
exemplary record and long history of
dedication to the Chapter, his fellow
Space Wolves left him undisturbed.

Since then Bjorn has been lovingly
maintained by the Iron Pricsts of the
Chapter, and is revered almost as much
as Russ, as a living link with the
Chapter's. distant founding. Ewvery

thousand years he is awoken and tests
the Chapter's Rune Priests on their
knowledge of the sagas. He is only
otherwise woken during periods of great
crisis, when the Space Wolves have need
of every warrior, or when his. particular
brand of wisdom and kiowledge is
sought after.

Other Dreadnoughts are not so ancient
but are nearly as revered. They dwell
apart from the Great Companies in a
chamber within the Halls of the Great
Wolf where they are available to him at
an instant's notice.

The Wolf Guard

The Wolf Guard are the elite warriors of
the Great Company. They are the pack
brothers of the Wolf Lord himself, his
companions and most trusted friends.

They have access to the Chapter's sacred
Terminator suits as well as many
personalised weapons. The Terminator
suits are ancient artefacts, giant suits of
the mightiest power armour, forged by
the ancients and handed down from
generation to generation. The honour of
wearing one is much sought after by the
warriors.

A warrior can only become a Wolf Guard
by performing an exceptional feat of
heroism such as defeating overwhelming
odds in hand-to-hand combat, storming

an enemy position single-handed or
slaying a particularly mighty foe. A

Space Wolves Space Marine can become
part of the Wolf Guard at any age; a
Bloed Claw is as eligible as a Long Fang.
It is by his deeds that he is selected, not
his age. They must have proved
themselves to be the bravest of the brave,
since to become a Wolf Guard is the
highest honour the Chapter can bestow.

In battle the Wolf Guard may form a
small elite unit that acts as a bodyguard
for the Wolf Lord, Priest or battle leader,
or they are used to lead individual packs




-of Space Wolves, who welcome such
‘heroes of the company inte their ranks

i

like long-lost brothers. A Wolf Guard has
L the pick of the weaponq from the Space
|/l Wolves arsenal and is permitted to fight
A in whatever way suits him best; for most
_}.fx} ‘Wolf Guard this is in deadly hand-to-
gl

hand combat.
[

11 Long Fangs

{3l Long Fangs are the eldest of the Space
it Wolves grmz led Veterans of a thousand
el ot el S el
|

i Wolves Geneseed ihelr canine teeth grow
J‘ _throug_hout their life so these men have,
Hilfs quite litera]ly long fangs They are ike old

mple
Dempered hy honour, the reward of glory,
- leaving a keen yet finel; y balanced warrior,

Long Fangs see it as their duty to pass on
their lore and to temper the headstrong
‘oattlelubt of their younqer battle brothers.

3 mumphed after all others have dred or fled,
- Although silver-haired, the Long Fangs are
-every bit as f“ tand strong as their younger

are SUH able to: show the younger Space
“Wolves a thing or two in a fight.
-Long 'Fang u’nit’s tafry mofé héav_s,

weapons to cut down the enemy from long

range. Their cool heads and age-honed

stealth are the very qualities that make for
- crack shots.
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Grey Hunters

Usually by the time Blood Claws develop
their first grey hairs the fury of the
Blooding has receded, leaving them
cunning and rational, as wily and deadly

‘as wolves. They can control the urge to

get straight to grips with the foe and are
ru.,ady for the next stage in their

Wolf The Grey Wolves do not grow as
large as a true Fenrisian Wolf, but are
nonetheless vicious predators, so a duel
with one is far from one sided, even for
a Spaee Marine. The Grey Hunter"is

bleak its neck with his _bare hands. He
returns with the pelt as ptoof of his
victory. Usually some part of the wolf
skin is incorporated into his ceremonial
dress or worn as a lucky charm,

The Grey Hunters make up the bulk of
any force fielded by the Chapter. These
are Space Marines in their prime,
tempered by battle yet still hungry for a
place in the Wolf Guard. They are men
with a-desire to win glory and they have
the ability to do so. They are proud and
fierce warriors who have acquired all the
skills needed to see them through any
combat. They are normally armed with a

‘good mix of boIters, grenades and close

weapons like missﬂe aunc‘ners in favour

‘of tactical mobility.

In battle, the Grey Hunters stalk the
enemy and blast at them from close

Hunters are 1egendary Often they wﬂl
feign weakness, luring the enemy
forward and then pouncing upon their
foe. It is their uncanny calm and
patience that distinguishes the mature
wartior from the fiery young Blood Claw.
When the moment oomes the Grey
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its prey and senses blood at la_st

Blood Claws
Blood Claws are the youngest and most

ferocious of the Space Wolves. Having
onIy recently acqulred the honour of a

they stlll pOssess the pnmltwe ammal.
fury that carried them through their time

-of r:rial In battle their lust for combat

‘and they des;ro nothm;,r more than to get
into close combat with the enemy. They
can be found in the thick of any fight,
‘howling their blood-freezing battlecries:
Blood Claws are particularly noted for
their blood-mad, howling charges. Even
the staunchest foe can’ be overwhelmed

Wolf Lords make good use of the
Blood ‘Claws’ ferocity by ensuring that
they are well equipped with grenades,
chainswords, plasma pistols and other
weapons for close assault and using

them as assault squads that lead the

rest of the company into hattle Blood :

strike force mounted ‘on bikes ot usmg
jump packs. The latter is not much
favoured by older Space ‘Wolves, but

Blood Claws will use them; anythmg to

get them'among the enemy as quickly as
possible.

‘Wolf Scouts

Wolf Scouts are very different to the

scouts fielded by other Space Marine
Chapters, a fact that has caused some
confusion amongst Imperial scholars in
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wish to: become a Wolf Scout. Maost

~ acoept readily, though some are loath to

leaye their pack-brothers, especially if

might owe will be called void, for all

kiow that they will serve their brothers

well in the Scouts.

- To mark his transition to a Scout the
warrior undergoes a ritual to find his:

- Were-Spiri

several days, all the time attended by a

- Wolf Priest. When the time is right, the

- Wolf Priest calls upon the services of a:

Rune Priest who, with the aid of & potent

hallucinogenic brew, guides the initiate:

creatures  embody the traits and
characteristics of the different animals

such a creature one gains some of the

. traits of the living creature. Those that
bind with the Were-Spirit of the Blood

extraordinarily acute eyesight, for
- example, while one that binds with the
‘Were-Spirit. of the Snow Leopard will
- become unusually fleet of foot. Once the
-~ ‘Scout has been bound with his Were-

. fattoos applied to his body. He may
- collect and wear totems to show the

~ Wolf Scouts are equipped with lighter
weapons and armour than that worn
by their battle brothers in the Great

Companies. They are used to range
ahead of a Space Wolves army, using

stealth and infiltration to catch their
foe: unawares and cause maximum
confusion amongst the enemy. Packs of

Scouts will often be dropped deep behind.
enemy lines, from where they wage an.

ongoing guerrilla war, striking at the

enemy when least expected, and then

vanishing back into. the wilderness that
is their natural home. It is not unknown
for Scout packs' to operate like this for

with anyone other than the victims that

die silently at their'hands.

Thralls & Servitors

The whole population of the Fang is
supported by the thralls, failed aspirants
and other native Fenrisians who have
seen the inside of the fortress and
cannot be allowed to return home. They
are given honourable positions as
warriors and guardians of the Space
Wolves' home, and are trained to drive
and use weapons. They are effectively
Fenris' planetary defence force. Thralls
are adopted by the Great Companies and
have the position of privileged retainers.

Servitors are created by the Iron Priests
as helpers and servants. Their bedies are
grown from human gene-cells in vats of
artificial although
otherwise healthy, their minds are blank:
and incapable of development or feeling
much pain.. Once fully grown, their
bodies are implanted with bionic

systems: and psyberlink feeds that

thought and emotions
Servitors aid the Iron Pries:
multitude of technical tasks, nev
and never complaining.

the vow of Leman Russ to serve the
Emperor.

length the wars. fought by the. Space

Wolves over their ten thousand year
history. Indeed, not even their extensive
records give a full account. Legends tell
of fierce battles fought against Chaos.
Space Marines following the Horus

Heresy. However, ne formal history of

those times survives. Some of the

form an important part of Space Wolves
tradition, and it is in this form that
Space Wolves warriors habitually recall
the deeds of the past. There are many
thousands of these sagas. Some seem so
improbable as to be pure invention, but
most contain & gem of truth, and all are
accepted for what they are, a fitting




Axe Morkai

Belf of Russ
Bjorn the Fell-Handed

Blackmane

Blood Claws

Blood Feuds

Canis Helix

‘Ancient ceremony now only rarely
‘celebrated by the ‘Space Wolves,
when the Rune Priests gather to
‘chant the sagas.

‘Title reserved for highly respected
‘and experienced Iron Priests.

Re-forged Chaos blade wielded by
Logan Grimnar.

One is held by each Great
Company.
The most ancient living Space

Dreadnought.

Most fearsome of the wolves of
ancient Fenrisian legend, also
Known as the Howler in the Night.
Allegedly slain by Russ himself.

Name given to newly initiated

Space Wolves.

The name given to a millennia
long feud against an especially
hated foe. Most famously. the

feuds with the Thousand Sons

protection in battle. Most common
are runic charms and items made
from the tail or tooth of a
Fenrisian Wolf.

The mechanically enhanced
cybernetic ravens used by Space
Wolves Rune Priests.

Fenrisian name for Space Wolves

Wolf Priests.

tactical organisation and doctrine,
ignored by the Space Wolves.
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¢ SPACE WOLF GLOSSARY *—

‘Cup of the Wulfen
The Fang

Fang Morkai
Fanguard Mountains
Father of Kraken

Fenrisians

Fenrisian Welf
Fergus Forgrim

First Founding

Freki & Geri
‘Frost Blade

Grand Annulus

Great Company

The Great Evil ons€

The Great Hunt
The Great Wolf
Great Year

‘Grey Hunter
Hall of the Great ¥Wolf

Harak Ironhelm

Rune Lord Heimdz=211

An ancient Space Wolves artefact.
The Space Wolves fortress
monastery on Fenris.

Natives of the planet Fenris, from
whom the Space Wolves are
recruited.

Name of the huge welves that
inhabit Asaheim.

Legendary Space Wolves Iron Priest
who crafted the first frost blade.

‘Space Wolves warriors.

Carved stone icon found in the
‘centre of the Hall of the Great
‘Wolf.

divided into twelve Great
‘Companies, each of which is.an
independent fighting force.
Humanity's reconquest of the
galaxy, undertaken by the First
‘Founding Space Marine Legions
led by the Emperor

‘Name given to the crusades the
‘Space Wolves have undertaken to
‘seek the final resting place of
Leman Russ.

Namie given to experienced Space

Wolves in the prime of life.
Massive feasting hall at the heart
‘of the Fang.

Former Great Wolf slain in single
combat with the Primarch of the
Thousand Sons, Magnus The Red.
His crypt is a place of pilgrimage
for Rune Priests.

Ancient Rune Priest, acclaimed
victor of the Tokaran War.
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jro Priest

Isles of Tron

- Kjarg
. Kraken
Lair

Leman Russ

L.Qll'g: Fang

Morkai

~ Ranulf the Strong

Rune Priest

Runic Armour.

Sea of Stars
Sea of Storms:

Servitor

'_l_"hra._ll_s ;
’I_-‘hunderwdlf

Ulrik the Slayer

Period when Fenris' orbit takes it

Rebelhon led by.‘a\.armaster Horus
in the thirtieth millennium, that
almost destroyed the Imperium.
Title given to the Space Wolves
equivalent of a Techmarine.

Island to the west of Asaheim rich
in iron ore, where native
Fenrisians have built a shrine to

the Gods of Iron.

Legendary Fenrisian king of
Wolfkind.
Fearsome Feﬂflslan sea Cfeaturc

Also known as Sea Dragons.

Wolf Lord who saved Fenris during

Age of Apostas.y

A Great Company’s territory within
the Fang.

Primarch of the Space Wolves.
Current Great Wolf of the Space
Wolves Chapter.

Name given to highly experienced
Space Wolves.

Legendary Fenrisian Wolf that
guards the Gates of Death.

Space Wolves equivalent of a
squad.

be: stmnger than ever. Leman Russ
himself.

Space Wolves warrior who
possesses psychic powers and has.
been taught runic lore.

Armour inscribed with powerful
protective runes.

Artefacts used by Rune Priests to.
channel their psychlc pOwWers.

Space Wolves name for space.

Name of the ocean that surrounds
Asaheim,_

Half-human machines that serve
the Space :Wolve_s. Iron Priests.

Title of a newly initiated Rune
Priest.

Alternative name for the Space
Wolves Chapter.

The: Fenrisians that act as servants

within the Fang.

Legendary Fenrisian wolf who is
sald to create thunder and

Most fdmOUb of all th_e Space
Wolves Wolf Priests,

e L gl =

The Were

Wolfbrother

Wolf’s Eye
Wolf Guard

Wolf Helm of Russ

Wolf Lord
Wolf Pelt

Wolf Priest

Wolf'Scout

Wulfen

The Wulfen Stone

Wolf Totem

=l dee—
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Name. for young Pennsian
warriors.

said to. have been worn by Russ
himself.

Leader of one of the twelve Space

The peltofa F.e.nnslan Wolf that.
has been slain by the wearer.

Leaders of the Space Wolves cult.

Space Wolves into t‘ne Chapter
A warrior selected For_ hisability to

Those. Space \Nolves subject to an.

unstable genetic mutation caused
b_\, the Canus Helix.

armour that is one of the Space
Wolves greatest treasutes.

Sacred standards belonging to a
Great Company. =it

N







~ The Space Wolves Battle Force is an ideal way ~ The Space Wolves Battie Force contains:
1o stari a new Space Wolves force or to further 10 Grey Hunters, 10 Biood Claws, 1 Rhmo, SUETR
reinforce your exlstlng Space Wolves army. | i




In the grim darkness of the 4lst Millennium there is only war.

SPACE MARINES /-
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WORKSHOP

MAIL ORDER TELESALES

The Ideal Candidate:

* Has a passion for the Games Workshop hobby.

* Enjoys talking to people of all age groups.

* Has excellent communication skills.

* Has a good telephone manner.
Has telesales experience (preferred, but not essential).
Believes in excellent customer service.
Graduate applications welcome.

MATIL ORDER DESIATCH

The Ideal Candidate:

* Has a passion for the Games Workshop hobby.

* Has excellent knowledge of Warhammer & WH40K.
» Works well as part of a team.

e Can work to deadlines.

* Works well under pressure.

* Aged 18 to 25.

WE CAN PROVIDE;

* Competitive salaries.

* Huge staff discounts.

* Excellent training.

* Superb facilities at our HQ, including
gymmnasium, restaurant & bar.
The chance to join a great team.

TO ATT'LY:

Send your CV or application form with a covering letter to:
Rob Griffiths, UK Sales Personnel Department, Games Workshop Ltd,
Willow Road, Lenton, Nottingham, NG7 2WS.
Tel: 0115 916 8172 or e-mail: louiseb@games-workshop.co.uk
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COLLECTING A SPACE WOLVES ARMY

TOO
N D

The Space Wolves: savage
tribes of proud warriors

forged by the might of the

Imperium into humanity’'s
finest soldiers.

ferocious and noble

fighters comprise one of

the original and most
characterful Space Marine
Chapters in the galaxy.
With all the fantastic
Space Wolves boxed sets
released recently, one
guestion remains: where
to start?

Firstly, let's get one thing straight: in-

These

T™H
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be dedicated warriors. to. whom serving the.
Empe_rer is everything, the Space Wolves actually
enjoy theil battlefield role. Their commandere are

the Emperor asthe youngest Blood Clawe and wrll
raise many a toast to their victories in the drinking
halls after the battle. In a galaxy of woe and strife,

that 1|ghls as f|ercely as any. olher Chapler but
encourages Individuality and acts of reckless
bravery.

Another reason io collect Space Wolves is that
they have a rich and colourful background. They
live in a towering mountain on the hostile ice-world
of Fenris, a planet where every day is a fight for
survival. In conjunction with the harsh training and
rigorous initiations that the Chapter demands, only

my opinion Space Wolves are by
far the. coolest Space Marine
Chapter to collect. Whereas most

the most dedicated and skilled warriors survive to
become Space Marines, the stalwart defenders of

of the Space Marine Chapters
: tend o

humanity.

Getting Started
So how does an aeprrmg Wolf Lord go about
collecting these savage warriors? Starting an
army is as rewarding as it is challenging ‘but lt

next few pages we’ll look at where to stan
how to put a small force together, and how
to expand it to become a formidable
army and sirike fear into the hearts of the
alien oppressors (or at least your gaming
friends!). '

Perhaps the most essential item for

: any army, other than the models, is

a copy of the rules. Each army in Warhammer
40,000 has (or will have) its own set of
additional rules published in the relevant Codex.

. Codex Space Wolves was recently released as a
supplement for Codex Space Marines, the book
that all Space Marine players use as a blueprint
for their armies. All the information you need to
collect, paint and play with an entire Space
Wolves army is contained in these two
publications. Although you'll find much of what
you need to get started in this article, the first
step towards true glory on the battlefseld is to
read these books. Aithough that may seem a bit
of a task to those who want to get stuck in and
begin pamtmg, once you start reading you' ‘Il find
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And now onto the ‘part

everybody loves... shopping!

You've saved up a bit of cash,

you may already have an

understanding of how the

Space Wolves work as an

army, and you've probably got

your heart set on a few

purchases already. It's a great

feeling when you buy the first

maodels for a collection, and it is

very important that you choose

‘them carefully. This is where

familiarity with the army lists

~ comes in handy, as these first

few squads should comprise the core of your force.

The good news is that the timing couldn’t be better to

start a Space Wolves army, as there are now boxed

'sets of Grey Hunters, Long Fangs, and Blood Claws —
the three main unit types in the army.

The only compulsory models needed to play Space

Wolves in Warhammer 40,000 are two Troops choices

and an HQ unit (see later for details on HQ choices).

The boxed sets allow you to make a great start, as the

plastic kits are highly detailed, extremely versatile and

fantastic value for money. The best thing about these

kits is the scope for conversion and personalisation of

your Space Wolves. These are multi-part kits allowing

dynamic poses for your models; very appropriate for

Space Wolves. Add to this the variety and scope

possible with the new plastic Space Wolves accessory

kit included in each boxed set, and | guarantee your

Special Offers
A good way to start, both in terms of price and army
selection, is to look at the offers available on Space
Wolves at the moment. First and foremost among
these is the Space Wolves Battle Foice, a collection of
the latest models that will provide a solid core for
beginners to base their army on. The boxed set

-contains 10 Grey Hunters, 10 Blood Claws, 3 Space

Marine Bikes, 1 Rhino & 1 Gothic Ruins kit. This is

‘excellent for a starting army and, once assembled and

sprayed, you can rightfully expect it to storm across

the battlefield in the name of the Emperor.

One unit of the basic troops, Grey Hunters, is
compuilsory in a Space Wolves force. These soldiers
are armed with bolters, the standard armament for a
Space Marine tactical squad. However, the ‘True Grit'
rule means that they are abie fighters in close combat
as well (froops and characters with ‘True Grit' can use
their bolter in close combat and ‘can therefore roll an
extra ‘Attack dice if equipped with a second close
combat weapon). Two basic units of Troops are
needed in any core army, and so it is wise to take a
unit of the savage Blood Claws. Space Wolves thrive
on close combat, and to enable you to get to grips with
the enemy before they take a toll on your numbers, a
troop transport is a great choice. Both Grey Hunters
and Blood Claws can be cartied in a Rhing, which is
ideal for delivering a group of hard-hitting troops deep
into enemy territory. Another versatile and highly
manoeuvrable choice is a Blood Claws bike pack.
These are better equipped, tougher and faster than
the standard Blood Claws troops, and comprise the
Fast Attack choice of a Space Wolves army.




The Battle Force will enable you to get started with a
small army of around 500 points and, by choosing

wargear and appropriate upgrades, you can increase
this points. value even further. The Gothic Ruins kit

terrain collection. However, more astute readers will
probably notice one thing missing. Let's face it

everybody likes to see their troops led by an.
inspirational figure.. After all, the General on the.

battlefield represents you, and therefore you'll want a
suitably impressive miniature (preferably with a great
paint job) to lead your troops into the fray. Luckily the

Space Wolves have several great HQ models, ranging
from the old classics (still available from Mail Order) to
the brilliant new releases. At this stage it may also be
prudent to invest in a Wolf Guard Battle Leader, one
step down from the mighty Wolf Lord, but still an
exceptionally ferocious warrior. You might also like to
accompany the character with a couple of Fenrisian
Wolves, the lupine bodyguards and loyal companions of
the Space Wolves characters. We'll look at these
characterful additions to your force later on.

Just about any of the Space Wolves character models
can be used as a force leader, even those in Terminator
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armour, making for a suitably imposing and lethal
commander. As you can see, with one ‘or two ‘extra
purchases, the Battle Force is a great way to start
collecting ‘and therefore it is the :example | will build
-upon for the rest of this article.

Expandin Your Arrny

‘So back to the joys of collectmg an army of .an
‘appreciable size. By this time, you've got a battle force
together, you've possibly even played a couple of
games against your friends or in the local Games
Workshop store. In fact, you probably have a strong
idea of what's missing from your force. Maybe it needs
more firepower, maybe it needs more punch in close
combat, maybe you need an inspirational leader to
spearhead the assault deep into the enemy'’s territory.
It the first batch of miniatures you bought have all been

‘painted and are looking good on the battiefield, it’s time

‘to make your next few purchases.
The Space Wolves are famous for their readiness to
close quickly and take the enemy aparnt in close
combat. The army as a whole thrives on this tactic, and
this may well influence the choices you make the next
time you want to add to your army. One good HQ
choice to consider is the Space Wolves Rune Priest.
These grim shamans of the Space Wolves tribes ‘are
both revered and held in awe by their fellow warriors,
and fulfii much the same role as Space Marine
Librarians. They are just as ferocious in close combat
as the Wolf Guard Battle Leader, but they have one
major advantage; their psychic power Storm Caller,
which enables the Rune Priest to summon a violent
psychic storm around him and his unit so that they all
count as being in cover. Aside from giving them a
valuable saving throw against your opponent's
more powerful weapons, it also means that
when the Rune Priest and his unit charge an
enemy unit, they will strike first regardless of
Initiative. If the Rune Priest accompanies your
unit of ten Blood Claws this potentially means
that you get to inflict a mighty thirty-four
Strength 4 attacks on your opponent before he
gets to strike back! Anybody who has seen
troops such as Eldar Howling Banshees using
this ploy will realise the level of devastation it
can cause. The Rune Priest adds an awful lot
more punch to a unit that might otherwise
flounder ‘when spearheading an ‘assault.

Finally, a major benefit of the Rune Priest is
that he may be equipped with a Runic
Weapon, one of the most feared close combat
weapons in the entire Space Wolves arsenal.

The Runic Weapon is inscribed with runes of
potent death magic and is so lethal that a
successful hit can kill the hardiest of creatures
or characters outright. A version of this
‘character ‘available in Terminator armour is




also available, making
for a very dangerous
close combat opponent
indeed.

Perhaps the. most
obvious hole in the
Space. Wolves army

far is a lack- of heavy
firepower. No matter
what Chapter you field,
or how long you
have been playing,

therr heavy Weapons
teams blasting away
the enemies of the
Imperium before they
can even get close.

A Space Wolves Rune Pricst

in Terminator; Armour.

The most experienced and level-headed Space
Wolves are often organised into a pack of Long Fangs,
veteran soldiers equipped with an awesome amount of
firepower ready to rain down a: withering curtain of
shells and laser blasts to support your assault. Again,

there has never been a better time to consider adding
a team of Long Fangs to your army: the plastic boxed
set has }ust been: re!eased and the rnodels look:

to their decades of trammg together uncfer the Pack:

Leader, the:Long Fangs can
target two separate squads,
splitting their fire-in the same
shooting  phase!l  The
versatility this affords means
that it is more than worth
paying the extra points for a
Pack Leader.

The Wolf Guard

The exceptional Wolf Guard
are the chosen battle
brothers. of each Great
Company's Wolf Lord, and
comprise the bravest and
most skilled of the Space
Wolves warrior elite; They
are unusual in that not only

bodyguards to thn Batt[e.
Leader of the army, but they
can be split off to lead
separate units. It's typical of
the Space Wolves
organisational style to-
place one of these:

in charge of a untt of
Blood Claws or Grey
Hunters to guide them
upon the. battlefield,
The Wolf' Lord of the

Company commonly gifts these
individuals with rare wargear and
even suits of Terminator armour, and
thus for the Wolf Guard these upgrades

and. close combat abtltty

At this point we have collected 10 Blood Claws, 10
Grey Hunters, 1 Rhino, and 3 Blood Claws Bikes (all
from the Space Wolves Battle Force); also 5 Long
Fangs, 1 Wolf Guard Battle Leader, 2 Wolf Guard Pack
Leaders, 1 Rune Priest, and 2 Fenrisian Wolves. In
total this will cost around £75, and with a good
selection of the appropriate wargear, should take you
from the basic 932 points up to a fully realised 1,000
paint army The models we have discussed for the
expansion up to 1,000 points are among the best in the
Space Wolves raﬂge and should be a real treat to
paint, so get going and then set them loose upon the
battlefield! :

Further Additions

Most tabletop gaming in the Warhammer 40,000
universe is played on a fairly sizeable scale, giving the
impression: of a mighty clash of armies. However, to
ensure that the game doesn’t take all night, most




players find 1,500 points an
excellent compromise. This ensures
that you can play a really involved and
‘exciting game, and most gamers will have
an army of at least that size. Obviously
_with this in mind it's time to add a little
more to your Space Wolves force, to
take it to 1,500 points. For the time
being, though, we should consider
the next few purchases for your rapidly
growing army list.

It can be tremendous fun fielding an army whose tactics

‘are basically aggressive, charging your units into close
‘combat at the first opportunity and causing havoc in the
‘depths of enemy territory. However. | find that a little
deviousness and planning makes any army a lot more
rewarding to play, and when you inevitably win, it is that
much more of an achievement. In fact, if | had to level
one criticism at the style of the Space Wolves armies |
have seen recently, it is that their battleplans tend to be
a little predictable.

Luckily there are exceptions in the army list that allow
you to get round this and be just as sneaky as the alien
scum you have been gleefully slaughtering. Perhaps
the most unusual element of the Space Wolves army
list is the Wolf Scouts. A full unit of six is an ideal size.
These hunters roam far ahead of their companions,
their pack often ranges weeks or even months in

‘advance of the main force. Exceptionally gifted at
‘stealth and infiltration, they have the option of actually
‘entering the battlefield behind the ‘enemy, inside their

deployment zone. They deploy as Reserves, even in
missions that do not normally allow this, and will
therefore be able to respond to major threats as the
battle progresses. For example, imagine you are
playing a scenario where the enemy’s heavy weapons
team is frying Space Wolves whenever they step into
the open, preventing a charge. The Scouts deploy

directly behind the enemy emplacement, shoot and
charge into ‘combat, preventing -any further fire and
possibly exterminating the squad completely. An added
bonus here is that with Space Wolves on éither side of
the enemy, any routed unit is far more likely to fall prey
to the Crossfire rule and therefore be destroyed utterly.
Furthermore they have the ability to infiltrate'and move
quickly through cover. These elite units are gloriously

‘cheap in points and so versatile that you'll appreciate

them as soon as they appear on the table.
Another elite unit that is very useful from a tactical

standpoint is the Venerable Dreadnought. This model
‘can be taken either as-an HQ or Elites choice, and in
‘either capacity it works with fantastic efficiency. The

Venerable Dreadnought was once an extremely

‘accomplished warrior who fought for the Space Wolves

until he was so badly crippled he could
fight no longer. Since that time, the fallen
Marine has been interred in a
sarcophagus within a vast metal body.
The Venerable Dreadnought is among
the oldest and most experienced fighting
machines in the Imperium, having fought
for thousands of years in countiess
battles. As a result, they are considerably
wiser and harder to kill than normal
Space Marine Dreadnoughts. In game
terms, they allow you fo re-roll the dice to
see who takes the first turn, and they may
force the opponent to re-roll their result
on the Damage tables if they are hit. This
vastly reduces the chances of losing your
Dreadnought to heavy weapons fire. As
with any Dreadnought they are just as
lethal in close combat as they are at
‘shooting your opponent to pieces at long
range. They are great fun to field, and in
‘a small scale battle will put the fear of the
Emperor into anyone who knows the
havoc they are capable of causing.




The Leader Of The Pack

Because the Space Wolves are organised in their own
unique way, unlike the Force Organisation templates of
other Space Marine Chapters, you will need to
remember that for every 750 points in your army you
need an HQ choice. Although it is- not compulsory to
lead a force with a Wolf Lord, it would be a crime to field
a Space Wolves army of any real size without one of
these mighty heroes haowling for blood at the front of
your battle lines. Wolf Lords are among the most

charismatic and exciting commanders Warhammer

40,000 has tooffer, having fought so hard for so long

that the clamour of battle is music to their ears and the
thrill of the hunt second nature to them. Each Wolf Lord
is. more than just an unparalleled fighter and leader of

men; to many of his batt[e brothers he is also a friend.

included in ai _500 point ermy_) che_ver for a force.
this size it may be wise to use a Wolf Lord of your own:

invention. Perhaps you might even go so far as to
personalise the model somehow, as he should form the

focus of your army and spearhead your headlong

the Wolf Lord, and fight a[ongelde hlm with an
unfettered ferdc_ity egual to the Marines they
accompany. As well as this, these noble beasts drag
prevennng the Wolf Lcrd from. the dnsgrace of capture
Also, they make great cannon fodder! Before you call
the R.S.P.C.A, | might just point out that most Space
Wolves players would rather a wolf die in the service of
his master than their Wolf Lord takes, for instance, a
Iot of ﬂavour to the army as we[l as no other Space
Marine Chapter is allowed any’rhing even similar to
these loyal companions. | heartily recommend taking at
least two of these beasts.

Lastly, to ensure that ycu have a balanced force itisa
Although they do not seem qune 50 impressive. when
stood next to the towering behemoth of the Venerable
Dreadnought, another unit of Blood Claws would make
a great bodyguard for your Wolf Lord. Besides, a
balanced force with a hea[thy amount of infantry will

way the enture squad (mctudmg the Wolf Lord’s
Fenrisian Wolves) will fit into the Rhino transport. The
points left over will allow you to buy an excellent
selection of wargear, letting you fine-tune the army you
have put together so far into a force that suits your own
style, and enabling you to build your own characters:
with their own unique personalities and equipment. An
example of what | would consider for my army list is:
shown opposite.

So there we have it. Aside from
personalisation, a few choice
weapons, and a few more paint jobs,
the Space Wolves army is ready to
rumble. Remember, these troops are
too good to waste, so think before you
commit a unit to a death-or-glory
charge. A well placed offensive
backed up by a healthy second
wave will break a hole through the
enemy lines so large you could drive a Leman

Russ through it: In the future, you may think of
expanding this army to the resplendent size of 2,000
points, maybe adding a Wolf Priest, a Land Speeder or
two, even a Land Raider. But for now, you have an
army more than capable of takmg on any threat in the
Impenum and doubtless you'll be very proud of what
you've accomplished so far. Only one thing remains..

Glory to Leman Russ! CHARGE!

1,500pt SPACE WOLVES BATTLE FORCE
Ha
1 Wolf Lord: 103 pis
Frast blade, wolf pelt, runic charm
2 Fenrisian Wolves 24 pts.
Rune Priest 140 pts
Terminator armour, rune weapon, storm bolter.
ELITES
1 Venerable Dreadnought: 155 pis
Assault.cannon
6 Wolf -Scouts: 106 pis
Plasma p!sro! ‘Plasma gun
Wolf Guard Pack Leader 48 pts
Power weapon, Terminator armour, '
storm bolter
Wolf Guard Pack Leader 61 pts
Chainfist, Terminator armour, N
Storm bolter, wolf pelt
FAST ATTACK.
3 Blood Claw. Bikes: 98 pis
Power weapon =gl
TROOPS
10 Grey Hunters: 195 pts
Power weapon, meltagun A5
10 Blood Claws 156 pts
Plasma pistol, power weapon. i
1 Rhino. 50 pts
7 Blood Claws. 106 pis
Power weapon
HEAVY SUPPORT
5 Long Fangs 258 pts
Multi melta, lascannon, plasma cannon,
heavy boi!er_ power weapon :
Grand Total 1,500 pts.
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ts ambush- the Night Lords. 2 Bloody combat erupts between Grey Hunters and Eldar Howling Banshees.




¢t battle commence!
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° Detailed game rules for fighting tableto
battles between two or more players.

* Advanced rules cover magic spel
Jortresses, battle bonours, umpives and
campaigns of conquest, as well as
boats and ships.

* Complete arny lists for six awesome armies:

b Elves

Dwarfs.

* Comprebensively illustrated with artwork and




ARMOURED ASSAULT!

nails and armed to the teeth is a bonus.

There's one  thing ‘you can ‘always

Matthew H guarantee when using your latest unit
Black Templars - i

o close wi enemy.
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Andy: On the battlefield | see the Land

vehicle. Before using it in one these
ways, though, there are a number of
questions you should ask yourseif,

Gun Platform
When using a Land Raider as a gun platform the first
question you should ask yourself is, what does it have to
Kill to get back its points cost? If you are fighting against
an opponent with lots of tanks, such as '
Imperial Guard, it will probably be quite easy
to recover the 250 points paid for it. Against
an army such as Orks, which has lots of light
vehicles, you probably won’t be able to kill
enough of the enemy compared, to say, a
Devastator squad. This brings me onto my
next point which is what else could you spend
the 250 points on. It is always worth making comparisons
with-a Devastator squad. A Devastator squad armed with

two missile launchers; a heavy bolter and a lascannon

comes to 165 points and is capable of taking on infantry

Andy. Chambers

Raider?

Assault Vehicle
The second way to use your Land Raider is as an assault
vehicle, a sort of mobile bunker. A Land Raider hurtling
towards his lines will panic your opponent. You don’t even
have o put a squad inside it as your opponent won'’t know
if it's empty. If you make him paranoid he will probably
start doing stupid things as he tries to destroy your tank
with everything he’s got. This way of using your tank is a
great way of attracting fire away from the rest of your
army. Even if the Land Raider gets destroyed, it's
destruction won't have been in vain if it meant your prized
unit of assault Marines made it into ‘combat without a
scratch. If you do decide to put a squad in it think carefully
about which one. There’s no point putting a Tactical squad
inside it armed with a missile launcher as you will never

ANDY CHAMBERS GIVES HIS OPINION

Quick Quiz:
Where would you
deploy the Land

Answer on next page.

and tanks. This squad doesn'’t have the staying power of
a Land Raider but won't terrify your opponent into
shooting everything he has at it, something | will discuss
later. If you do decide that a Land Raider is going to be
worth the points you must carefully consider where to
deploy it. You need to position it somewhere with good
broad lines of fire where it can dominate the battlefield.
Consider the following quiz:

P

get the most out of it. Troops armed with assault and close
combat weapons are much more useful as they can
protect the Land Raider from enemy troops once
deployed. Remember that every army in Warhammer
40,000 has the means to take out your tank in an assault,
S0 protect it. Also, never underestimate the power of tank
shock, This tactic can be devastating but be careful which

units yoq Qs@‘-}: it against; if you tank shock a unit of Ork
Tankbusta Boyz don't be surprised
if your Land Raider gets blown to

pieces.

/7

The best piece.of advice | can
give is be bold. Have a clear
idea of what you want your tank
to do and stick to it.




emphasis on shooting in my Space
Marine army. | find the best targets for

opposition; especially the units which

can give a Space Marine commander a

Shadow Filcons Commander

my troops are the toughest units in the

The Land Raider’s thick armour and the effect of the

‘smoke launchers is usually enough for it to survive. In my

next turn, the Command squad disembarks and both
squad and tark fire everything they have at the enemy to

soften them up before the Command squad assaults. This




Land Raider Deployment Quiz Answer

a k.iliing:grou.nd-. The Land Haider's_ce.ntra13pos;ition 'alsc.
I means that the-enemy will rarely be out of range.

here as the ene_my wu_ll easﬂy be able t_o avovd_ it. Bu_t_it r_s_an
ideal place if you plan on using it as an assault vehicle, The
Land Raider can easily use the scenery as cover so that it
can deliver a squad of assault troops. The enemy will also.
have to redep!oy its forces to deal with it.

suppod them

FIGHTING AGAINST LAND RAIDERS

some tactics that opposing commanders have used
against Land Raiders in games around the Studio.

“Land Haiders’ Aargh! They re a pain to destroy and a pain to

one down is in close combat (no surprise there then)' ‘Nobz

and Dreadnoughts with power claws are best, tankbusta
Termln_ators though! You may trash the ta_nk but the troops
inside will still be alive and kicking. Whatever you do, support
the attack with more troops, or you may find that you destroy
the Land Raider only to lose your Nobz to.the Terminators.”

Grand Warlord Adrian Wood

“Oh, those slow, clumsy Mon-keigh tanks known as Land
Raiders. How easy they fall prey to the blasts of beautiful
dark energy from our Raiders’ lances. Or, if the Mon-keigh
commander is trying to use his limited imagination, our clever
warriors can close on the ground flegting from coverto cover
When we have split its hide we can easuy deal W|th the Mon
kergh cargo W|th|n plcklng them off in a rain of splmters

the mewla_b_le bwah ha ha_ ha ha ha_ha ha"’
Archon Nick Davis —of the Dark Heart Raiders.

[« you are having trouble with Land Raiders, here are

“For Tyranids, vehicles can be a real nightmare. And of all the
vehicles a Tyranid player has to face, Land Raiders are
on!y creatures ina Tyramd horde ab[e to deal wnh a Land.
Raider are Hive: Tyran'ts and Carnifexes. Of these, the Hive:
Tyrant will require a lot of luck to: destroy one. My
recommendation would therefore be to take at least two.
Carnifexes, or even three, against an opponent with Land
Raiders or any large number of vehicles. The Carnifexes
themselves can absorb huge amounts of firepower and if they
are able to hit a vehicle in close combat their Strength of 10
plus the 2D6 Armour Penetrahon will almost always make a
mockery of any vehicle's armour.”

Simon Shuker, Tyranid Hive Mind

“My. tactic against Land Raiders is to ignore them! Land
Raiders are great at blowing up vehicles, but my Chacs army
tends to have very few tanks, concentrating on infantry. This
denies an enemy Land Raider any good targets to fire at. The
best it can do is usually to kill two Marines per turn with its
weapons concentrate on Rhinos and Flazorbacks Wthh are
much easier to destroy. If the Land Raider delivers an assault
squad, it will be unsupported because you have stopped all
the other transports, and your Chaos close combat

without mu;:h tr_oub_iel"




VEHICLES

The Space Marines
fear no evil for we
are Fear Incarnpate,

LAND SPEEDER $I5 e T W S .

P

BIKE SQUADRON £20

o

CHAPLAIN ON BIKE £8



Those who are not purged by our guns shall be crushed
under the tracks of our mighty war machines.

RAZORBACK £20

DER TORNADO £I7 -

LAND RAIDER £30
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A Warmaster battle report by Rick Priestley, Alessio Cavatore, .
Jim Butler, Rich Baker, Dylan Owen and Simon Shuker. struggle to survive.

Rick: Our battle takes place in the dark days of the Great
War against Chaos. In those times the very creatures of hell
were unleashed upon the world and the lands were
corrupted and overturned. Fields that were once green
and fertile erupted with gigantic pus-filled buboes. that
burst and spattered their contagion on the ground.
Boiling blood fountained from the stinking soil and lay in
scabby nightmare-infested pools. Towers twisted and

tumbled to the ground only to arise again in obscenely

fleshy form. All the world that lay in the power of the dark
godb of Chaos gro.tned in an agony of char\ge whilst

tormentlng such mortal creatures as could be prised from
their hiding places.

During those days it is recorded that the demagogue,

Magnus the Pious, gathered the people of the Empire and

together with the armies of Klslev and a \’ahant comp:my-

of Dwarfs he defeated the Chaos forces at the Battle of
Kislev Gates. One day, perhaps, we shall refight that
mighty battle but for now we must put such thoughts
aside until I can convince the dark powers closer to home
to help me build that scale model of the city of Kislev and
raise the wall-to-wall Chaos army that we all know is
essential.

Our hartlc, the Lost Battle of Three Lords repnescnts just
forces of Chaos. mmpaged over the nonhem part of the
Old World. So great was the peril that even old enemies
were driven to make common cause. Scattered companics
of Dwarfs and Men alike marched northwards to offer
what aid they cou]d ‘V[any were never heard of again They

defending tht: mortal world from the mcursion of
Chaos. Others escaped to tell horrific tales of
insane slaughter and, needless to say, it is upon
one such fmgmgnta_ry account that our battle is

This month’s Warmaster |
battle report is based on |
the events surrounding the
Great War agaxnst Chaos.

a small army from the
Empire joins forces with a
contingent of Dwarfs in a

FIGHTING THE BATTLE

This battle takes place between an allied force of Men of
the Empire and Dwarfs; and a Chaos army led by a Greater
Daemon of Nurgle. The battle is similar in format to ‘The
Confederacy of Sigmar’ described in the Warmaster book,
but dlfﬂf:rs m detail as we «ithI[ see. The battle could casily
although the speaal rules f0r Chaos are pccuhar to that
army and would have to be ignored or adapted in some
fashion.

We have taken 2,000 points of Chaos troops to oppose
1,000 each of Empire and Dwarfs over a six foot table. The
size of the battle could easily be increased or decreased as
required so long as the points remain equal on either side.

The attacking Chaos army has a single General and is
represented by one player. The defending Empire and
Dwarf forces are represented by two players, the Dwarf
General and the Empire General. If you want to:
accommodate othcr players, Lt is. easy to do 50 by
(haoﬂ force or other armies, Take a 100k :1t rhe ‘['he
Confederacy of Sigmar' scenario on page 88 of the
Warmaster rulebook for suggestions of how to do this.

DEPLOYMENT
The Chaos army deploys first as shown on the map except
for a single unit of cavalry which deploys in the position
indicated, where it is assumed to be scouting ahead.

The Empire army deploys second as shown on the map:
except that up to two units of cavalry can deploy anywhere
on the table south of the centre of

the: table. These advanced units:
are also assumed to be
scouting ahead.




The Dwarf army does not deploy on the table initially.
‘Once the existing forces have engaged (see below) the
Dwarf player can start to move onto the table at the start
oof each subsequent allied turn. At the start of each allied
turn D6 Dwarf units and one character are deployed in the
area indicated on the map. The Dwarf player continues to
deploy more units eéach turn until his entire army is on the
battlefield. The player can decide which units to deploy
first. The Dwarfs cannot deploy within 1ecm of Chaos
units. Once Dwarf units are deployed, they can move and
fight that turn but suffer a -1 Command penalty on the
turn they enter the table,

TURNS

The Chaos and Empire players each roll a D6 and the
highest score takes the first turn. Once the Dwarfs appear,
both Dwarfand Empire players take a single turn together.
Although they take their turn at the same time, the Dwarf
and Empire armies are given commands separately; the
Dwarf player gives orders on behalf of the Dwarf army and
the Empire player gives orders on behalf of his army
Dwarf characters cannot issue orders to Empire units or
vice versa. A failed Command test from a General will halt
his army but not the other.

The Dwarfs can only enter the table once the armies have
engaged. As soon as any units have entered combat, the
armies are considered to have engaged and the Dwarfs can
begin to enter from the following allied turn.

SCENERY

To the north-east lies the abandoned village of Lacwitz,
now ruined and burning, which is considered impassable
except to infantry. Infantry can also take up defended
positions within the village if they wish. Surrounding the
Empire deployment zone are three woods.

To represent the chaotic flux, the land occupied by Chaos
is subject to weird mutations and we have created a
mutant Wood of daernomc trees to replcsent thns This

impassable to either Dwarf or Empire units. It can be
moved through by Chaos. infantry but is impassable to
cavalry, etc, like a normal wood. The Chaos player can
reposition the wood at the start of each Chaos turn. He

‘can place it anywhere north of Lord Gutspew Nurgle but

not within Iem of enemy units.

LORD GUTSPEW NURGLE

The Chaos army’s General is no mere mortal slave but a

mighty Daemon — a Greater Daemon of Nurgle or ‘Great
Unclean One’ called Lord Gutspew Nurgle. Now, as we
know, the Warmaster range doésn't include such a thing,
but fear not... we have a cunning plan. Such monstrosities
as Greater Daemons are not bound by physical constraints
as are mere mortals. They are as big as they are powerful,
as vast as their ambition and energy can make them. The
Warhammer scale Greater Daemon is‘as large a model as
it is practical to make, but by no means too large to
represent a Warmaster scale Greater Daemon at the height
of its power!

Lord Guispew Nurgle has the stat line shown opposite. All
the usual rules for Generals apply except that no magic
items can be carried. His large base size gives him a slight
advantage but not an unfitting one, so we won't Worry too
much about that.

shooting attack. This nauseating attack can only be used if
he joins a unit and has a range of 20cm. It can be directed
towards one target as normal and has 3 attacks worked

out in the usual way.

Gutspew Nurgle is large and terrifying. A Chaos unit that
has been joined by Gutspew Nurgle causes terror in its
enemies.

VICTORY

No bonus victory points are allocated for this battle. Work
out victory as normal once one side has withdrawn or
once you have completed the predetermined or agreed
number of turns as usual.

Empire can deploy up to two cavalry units south of this line - - - 4 [ Chaos deploy one cavalry unit here
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Aaargh! A battle report! Cause

when you have to play against
one of the game’s. developers
(and one of your bosses) it
sounds more like cause for
hysteria and possibly cowering
in a small hole until after the
deadline has passed.

Still, never one to pass up a
challenge, I sat down with
some aspirin and a copy of the
Warmaster rulebook to come up with a plan. Looking at
the Chaos army list I immediately saw that there are some
hideously powerful but hideously expensive units
available to a budding Chaos Lord. I wanted to include
most of these in my army but also wanted to have the

weight of numbers to. sustam casualtics from ‘-hﬂﬂtiﬂg or

Rich Baker

enough for blind panic! But

CHAOS ASCENDANT

A total of 480 points bought me four units of Marauders,
two units of Marauder Horsemen and two units of Chaos
Hounds; two brigades of troops for very little outlay. To
bulk out my infantry 1 purchased two units of Chaos
Warriors;, a unit of Trolls, Dragon Ogres and a Chaos
Spawn. Addmg up to 770 points, these are some of the
most ferocious combat troops in the game and should
cause a gratifying amount of carnage. My final troops
purchase was a unit of Chaos Knights and a unit of
Harpies. I really wanted another unit of Chaos Knights but
at 200 points a go I couldn’t justify it.

Lastly came my characters. I knew I needed lots of them,
( found that out in my first game of Warmaster!) and
decided to take two Heroes and a Wizard in addition to.
Gutspew Nurgle. Havmg, four characters gave me roughly-
one per brigade.

My not so cunning plan was fairly simple. 1 would smash
the forces of the Empire, ignoring the Dwarfs until the
Empire troops were. disposed of, then turn my lines to
charge the bearded ones and hopefully win the day!

Hmpies (1)




‘Hmm... you don't get many
Dwarfs for your money do you?
‘The oproblem any Dwarf
General has when picking a
1,000 points army is that his
minimum units and characters
amiount to almost 400 points.
‘Actually, it's not such a
‘problem, as the Dwarf General
has an awesome Command
value of 10, and bolsters any
unit he accompames Tbe

the besn mfantry units available in Warmaster.

My next choice was a couple of units of Troll Slayers. I had
a feeling this was going to be a very bloody battle, so their
ability to steam into the heart of the enemy army and
cause havoc, then give you victofy points when they are
eventually -overwhelmed should come in
handy. They are very vulnerable to being
knocked about by shooting attacks, but
against Chaos this isn’t likely to be a
problem. I had a dilemma about whether to
include Rangers or Handgunners, but
in the end decided to plump for the

THE DWARFS MARCH NORTH

Handgunners. Their armour-piercing shot should be mote
effective z'lgainst heavi[y :er'rioi.liri:d Chaos Warr'iors

Flamc Cannon (cssenmﬂ, no a.rgument!), and a Rl:ll‘lﬂ'bl‘l‘llth
to ward against all that scary Chaos magic. This left an
awkward 55 points, so I went for a Banner of Shielding for
the Warriors unit I intended to put my General with, and
a Sword of Fate for Arzend, to give him a bit more clout in
combat.

My basic tactics would be defensive (Dwarfs defensive?

‘Surely not!), but my deployment zone didn’t look like it

was 2 very good position to defend. The woods on the
Empire right flank looked like a good bet (unless of coirse
the Empire General also had designs on them).

Depending on the Chaos General's first few moveés, my

ideal position would be the ruins of Lacwitz. If I could get

my compact force into thase ruins, I felt confident I could
hold off the whole Chaos army on my own.

LORD ALTHINN ARZEND'S COMPANY
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THE EMPIRE AT BAY

“And who is going to play the
Empire?” was my first question
to Fat Bloke. It was cbvious
that if the Dwarfs failed to turn
up early in the game the
Empire army would have to
face a Chaos horde double its
e : HRC

“Me?!"

I gulped at the revelation and
asked dgam ‘iﬁnd whao are the

Alessio Cavatore

was Enghtenmg I know Rich Baker from Warhammer and
Battlefleet Gothic battlefields and I had developed a
healthy respect for his skills.

The challenge was: serious and I love challenges! I
immediately started tinkering with the army list,
considering the scenario special conditions. In my
opinion, the most important point for the allied players is
for the Empire to engage the Chaos army as soon as
possible, to bring in the Dwarfs immediately. Achicving
this in the. very first turn would bt: grcat, but the Fmpirc
Pistoliers! That was my choncc for thc Sacrxﬁczal unit,
because they are slightly cheaper than the Knights are and
certainly fit better in the role of vanguard. )

After the mandatory choices of Halberdiers and
Crossbowmen I bought the Orb of Majesty for my General.
The idea was to push my Pistoliers forward immediately
with the first order (not too difficult; just a -1 on my
Command for the distance) and then use the Orb to make
sure they cha:ged the enemy’s scouting cavalry with the
second order.

I'then picked a Hero on a Griffon, so that 1 could cancel
the terror caused by the enemy General and other Chaos
monstrosities. After that I bought a Wizard and all the
artillery I could afford, because it is definitely better to.
shoot Dragon Ogres and Chaos Knights while they are still
far away. If you allow them to get to your lines, they will
most probably mince your troaps with ease. The last

at Ieast one unit with a f:ghtmg Lhﬂn{,ﬂ agamst Chaos,
ready to counter-charge the enemy where needed.

The plan was quite straightforward. 1 would occupy the
good de,femivc pt)sition of the woods with my infantry

Then I would only have to hold my gmumi open ﬁre \ch
everything.I had to slow dewn the immense Chaos horde

and pray for my short-legged allies to make it in time!

May Sigmar be with us!

LORD HESSELRIGG'S REGIMENT

¥ ¢ ¥ & ¢
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Lord Hesselrigg: General +2(+3). - = 9 1 1 125

e e O'cb' :_f',Ma;esty ' may hrcgard a single failed Command test onee: ' 430
Kapitan Gotrich. Hero: +1 - - 8. 1 -2 80

' - Griffon, Sword of Fate — +1 attack on first combat +85.
Goethe Knopf- Wizard -0 - - e 1 1 45
Halberdiers (2) Infantry 5 3 6+ 3 2/~ 90
Crossbowmen (2) Infantry. ST 3 0 - 3 2 110
Knights () Caaly 3 5 4 5 = 110

Pisioliers (2} Cavalry 31 3 5% = 3 g 190
Helblaster (1) Artillery 1/6-3-1 2 0 - 1 /1 50
Cannon (1) Artillery.  124+bounce 2 0 == 2 /% 85

TOTAL 1,000




‘main brigades.
Brigades allow a character to command up to four units
at a time with a single order. The fewer orders a
commander has to give, the smaller the chance of a
failed Command roll and the more manoeuvrable and

The Empire had a problem. Their allies, the Dwarfs,
would not arrive to reinforce them till later in the game,
their ‘size. The rules for the scenario stated that the
Dwarfs could only be deployed after a round of close
combat had been fought between an Empire and a

‘scouting party. He planned to rush suicidally into
‘combat in order to hasten the Dwarfs’ arrival.

The rest of his force, he placed near the relative safety
of the woods to the south of the battlefield. With the
‘deployment finished the only thing left to do was to
-agree on the details of the terrain and the game could
begin.

TERRAIN
It is ‘always best if every player knows exactly how
terrain on the table is going to affect their units before
they start. For this game, it was decided that the ruins
would count as dense terrain, just like the woods,
-except that flyers would be able to land there.

The woods followed the normal rules for dense terrain,
‘that is, cavalry and flyers couldn’'t move into them, and
any infantry inside would count as being behind a
‘defended obstacle if attacked in close combat. Stands
could only see out of the wood to fire, or be seen
‘themselves, if they were within Icm of the wood's edge
‘We also decided on certain terrain features that weren't
required by the scenario but happened to be featured

in the middle of the table, which was going to count as
impassable terrain.

VICTORY CONDITIONS
The game would be won once one side had achieved
the destruction of over half the enemy’s units or the
enemy’s General. If neither of these requirements were
met, victory would go to the side with the most Victory
points at the end of turn six.

A question arose over the allied force. Would one of the
armies have to retreat if one player lost over half his
units ‘or his General was slain? It was decided that the
presence of their-allies bolstered both the Empire and
Dwarf troops, so the units of both armies would be
taken into account when working out when the allies
had to withdraw from battle. However, if one of their
Generals was slain, Jim and Alessio could only claim a

"To win, both Lord Hesselrigg and Lord Arzend had to
‘survive the battle.
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CHAOS TURN 1

Rich won the dicn: roll to see who werit ﬁrst He began by

good idea to begm order:ng with Heroes ﬁrst rathcr than
the General as, although the General has the highest

Leadership, were he to fail, no further commands could -

be g'i'vérl,

'in'frunt of fhem zmd down ontt) ihe Othf,r Sidc The Spawn
followed, slithering behind them. No doubt emboldened
-by hlS success, Damodred once a_gam attempted to ordcr

were getting too far away from the sa.fcty of the main army,
‘the brigade decided to advance more cautiously, only
moving at half pace. Alessio and Jim could
scaruely conceal their di_s_appomtment The
Harpies to support the brigade but his
‘Command roll failed and the winged
fiends stayed where they were. pinei
Now it was the turn of the hideous C% :
Gutspew Nurgle to command his %

the bmgade of mfa_nt_ry and Trol]s on the left to move
behind the leading brigade — two orders. Both timeés,
exactly what was needed fur thc command to be

Recmed to be domg Despltc the model of Gutspew
Nurgle being so massive, as a General he was quite safe
and could not be targeted by shooting or charged in
combat unless he actually joined one of his units.
Conversely, he could not harm any opposing units unless
he joined a unit. We reasoned that this was because, as a
Daemon, Gutspew gained power from the presence of his

_troops, their life essence feeding the strength of his form

in the world of matter.




EMPIRE TURN 1

Unperturbed by the steady Chaos advance; Alessio now
implemented his orders. Under the command of Herr
Kapitan Gotrich, wheeling above them on his Griffon, the
Empire infantry unit accompanied by the Helblaster took
position within the woods while the Knights protected the
vulnerable: flank of the Helblaster. The Kapitan next
ordered the rear brigade of infantry and Great Cannon to
move into the woods on the right. He gave another two
orders, each harder to accomplish than the last, to brmg
the Great Cannon to line up alongside the Knights.

Most of Alessio’s army was now in a well-defended
position. Should the Chaos hordes attack the units in the
wood, not only would they be harried by shots from the
Crossbowmen, Great Cannon and Helblaster, but they

would also need to roll 5+ to hit them as they counted as’

being defended.

Only the brigade of Pistoliers required orders now. Lord
Hesselrig attempted to convey his wishes for them to
gallop bravely towards the Chaos army. Alessio needed
them to get into combat this turn so that Jim could start
bringing on his Dwarfs next turn. The Pistoliers were more
than 20cm away from their General. An 8 was therefore
needed. Alessio took up the dice, prayed to Sigmar... and
rolled a 9. “Hmm, our clever plan hasn’t worked.”

“Nooooooo!!!” a cry of anguish escaped Jim. Calmly,
Alessio revealed that Lord Hesselrigg possessed an Orb of
Majesty. He used the power of this potent magical item to
turn utter failure into success. The Pistoliers could be
moved right in front of the main body of the Chaos horde.

However, they still had to get in combat. The nearest
enemy unit was the Chaos Knights. Charging them would
be suicidal for the Pistoliers, but it had to be done;

Again, Alessio clutched the dice. He needed a 7 or less.
now, as this was the brigade’s second order. A 5 — success!
N(erally a brlgadf: must move as one, however units

0rde1 fcur one unit of Pl.stohcrs l;o charge the Chaos nghtb.
(“In Sigmar’s name, attack!”), and the other unit he

cunningly moved towards Lord Gutspew himself, This was
because a General, Hero or Wizard moved through by an

enemy uml on the battlefield must retreat to. a friendly.

Gutspew was w1thm SOcm of the CthS Knlghts 50 had to
join them (had they not been there, he would have been
destroyed by the Pistoliers!).

There was a 31."%’33’5 the Chanc.e. that, if fate fa.voured Alessio
(as it has an ﬂlar‘m:’ng tcndency of domg), and hlS Plstl')lltr‘i

The game would be won. by the Empire in the ﬁr-;t tum”'

To give an extra chance of beating the Chaos Knights,

Hesselrigg tried to inspire the Pistoliers to chase Gutspew
and charge the Knights'in the flank, but they proved to.be
too far away.

There was no shooting as the Great Cannons were out of
range, but Goethe Knopf could cast a spell. Alessio cast
Voice of Command on the Pistoliers who had failed to
reach combat. He rolled a 6, above the spell’s casting cost
of 5+, and the Pistoliers could now be moved as though
they had received an order.

qThe second unit of Pistoliers joins the brutal combat
with a little magical assistance.

hardened Chaos Knights. Combat was simultaneous, but
we decided to resolve the underdogs’ attacks first.

There were two units of Pistoliers in combat, with five:
stands in contact with the Chaos Knights, each with
3 Attacks. Each stand gained +1 Attack for charging across
open ground, but were terrified by the presence of the.
heaving hulk of diseased flesh that was Gutspew (-1
Attack), which cancelled out that bonus. Alessio therefore
rolled 15 Artack dice. He scored seven hits, only two of:
which managed to 5,;:t past the Chaos Knights’ high
Armour save.

Rlch smugly picked up thc dlce to m.ikc h:s attacks back.

reduced his Atta(,kn by 1, but 1he presence of Lg_rd
Gutspew increased his Attacks to a grand total of 13,
almost as many as the Pistoliers, who outnumbered them
two to one. Rich scored six hits, three of which were saved
by the Pistolicrs But the Chaos nghts possessed. the
the Armour saves was re- rolled The PlSt(ﬁICr'E sufft:rcd
four hits in the end.

Each stand could only take three hits, so one Pistolier
stand was destroyed by the Chaos: Knights' ferocious
attack. The Pistoliers lost by two points and were pushed
back 2cm away from the Chaos Knights, who then
pursued. Another round of combat was fought
immediately. In Warmaster, combat continues between
units until the winner of a combat round decides to fall
back or stand his ground or until the combat is drawn.

Gutbpcws tern.fying presence. Out of ten dice, Alessu:_»
scored three hits: which penetrated the Chaos Knights’
armour. In retaliation the Knights rolled sixteen du:e

again responmblc for one of the hlts, wiping. out two
stands of Pistoliers. The Empire troops were pushed back
4cm, one unit dlﬁcngagmg from combat in the process.

The Chaos Knights and their daemonic master pursued
the single stand from the other Plstoher umt Alessio

remammg horscmcn, RlCh rolled a hideous amount of
dice and the last stand was removed from play.

Now, with all combat over, the Chaos General and his
Knights reformed to face the surviving Pistolier unit.




First, the Chaos wood was moved behind the swamp. Rich
couldn’t move it as far as he wanted to as his General had
been forced to retreat by the Pistoliers.

Before any orders were given, Rich decided to take
advantage of troops who could use thc1r Imuatwe to

an order. It was a valiant but hopeless last §tand for the
Pistoliers as they were charged by all three of Rich's most
powerful units simultaneously.

Next, Agamon Bane ordered the brigade of Chaos Hounds
and Marauder Horsemen to gallop so that they were next
to the Chaos wood. He barked further orders at the
Hounds and they sped past the swamp towards the main
Empire army. Their baying and howling must have
sounded terrible to the defenders: The Marauder
Horsemen were then moved behind the giant mutated
dogs;

th:s time took hccd and ﬂew behmd ‘the Marauder
Horsemen. Their move of 100cm meant that it mattered
little that [hey had not moved in the last turn. They had

Damodred Blackheart ordered _rhe leading brl_gz'zd_e ‘of
‘Marauders and Chaos Warriors forward, but he failed to
‘order one of the Marauder units to split from the main
‘group and march forward a second time.

‘Gutspew Nurgle roared at the brigade in the rear to march
forwards. Rich rolled a 9, unfortunate[y_ scoring one more
remained where they ‘stood picking their noses and
-disrup_ting the entire -br'iga'de.

Lommand then‘ forces next turn. Malus Dire
was transported in front of the leading infantry
brigade, and Gutspew Nurgle was placed to
the right of the brigade. Malus Dire then
attempted to cast Rage of Chaos on the Chaos
Knights, but Rich failed to roll the high score
needed for the Wizard to master the spell.

The Pistoliers stood their ground and shot at
the Chaos Knights'as they charged in. They hit
once, but the Knights’ armour saved them.
Rich rcsolved the Dragon Ogres’ attack first.
They were monsters charging so gained +2
Attacks added to each stand's Attacks of 6. The
entire unit 'was in combat, so the Dragon
Ogres had a breathtaking total of 24 Attacks!
The Pistoliers must have made a fine show of
dodgmg the Dragon Ogres massive ‘axes, as
one Plstolit:r st:and ‘was crushe:d into the dlrt
‘and removed from play. The Chaos Knights,
‘with 10 Attacks, finished off the remaining
Pistolier stand. The humans fought back
before they died but caused no damage
whatsoever.

Rich decided to reform the Chaos Knights,

Dragon Ogres and Chaos Spawn into one

brigade so that the Spawn could be ordered

next turn. Cack[mg at the mess his umzs had

onto Ale-;sm a.nd Jim, who could now start to
move the Dwarfs onto the battlefield.

bﬂgade of two units of Hzmdgunners auompanir:d by a
Flame Cannon and a unit ‘'of Dwarf ¢annons, all led by
Lord Althinn Arzend.

Dmrf_ Ca.nnoﬂs forward and r.hc brigade containing the
Flame Cannon and the Hanﬂgunm:rs to form a line.

Herr Kapitan Gotrich attempttd to command the brlgade

mcompetent aristocrat completcly ctmfuscd thc bngade
with his complex commands. Aléssio had rolled 2 12 —a

‘blunder! A 1'was rolled on the Blunder table, meaning
-that one unit — Alessio chose the Halberdiers — suffered a
-permanent -1 penalty to any Command rolls.




Knights forward in an attempt to charge the Chaos
Hounds who were drawing ever closer. Two dice were
rolled. They spun on the table. A 5... and a 6. The General
had failed to implement his orders and the Knights stayed
where they were. No more ordérs could be given. Alessio
smiled grimly, “That will be bad, I think”,

Fearing an imminent attack, Alessio moved his Hero on
the Griffon to join the Knights. He then tried to make

Goethe Knopf cast Voice of Command on the Knights. The

spell was cast and the Knights could charge the Chaos

Hounds after all, though the Griffon rider could not join
them as the spell did not affect Heroes. Alessio brought his:

Great Cannons to bear on the Chaos Marauder Horsemen

who were advancing relentlessly. The unit suffered two.

hits with no armour save. Then Jim fired his Dwarf cannon

at the other unit of Marauder Horsemen, wreaking havoe

with five hits out of ten. The cannon shot hounced
through the unit hitting. the unit of Horsemen bevond.
One stand from the Marauder brigade was 'izt'terly
destroyed, and the remnants of both units were forced to
retreat. They were not driven back far enough to be
routed, but were pushed back into the Harpies behind
them, which refused to give way, thus confusing the
Marauders. This meant that they could do nothing but
reform in Rich’s next Command phase. S

Now it was the turn of the Knights to cause havoc.
Charging into the Chaos: Hounds, they caused § hits,
cutting down. two stands as the Hounds had no Armour
save. The Hounds could only retaliate with 2 hits, not

enough to bring down a Knight stand. Losing by 6, the

Chaos Hounds retreated 6cm, the Knights immediately
following up. They could have chesen to retreat behind
the impassable swamp for safety, but Alessio
decided that this tactic was far too
unchivalrous. et

Another round of combat began, with the Knights hacking
at the mutated Hounds. Getting a +1 bonus Attack for
winning and +2 Arracks for pursuing enemy over Gem,
Alessio now rolled a massive 18 dice for the Knights"
Attacks! Six hits massacred one of the units of Hounds,
which snapped back at their persecutors, causing only one
hit. However, as hits scored in previous combat rounds
count until the end of the Combat phase, this meant that
the Knights had now suffered a total of three hits; so one
of their stands succumbed to the Hounds’ desperate
attacks. As you can see, the more combats you put a unit
through, the weaker it gets, representing the gradual
exhaustion of the troops as they plough through enemy
after enemy.. ) ) )

As the Hounds had lost again, they were pushed back into
the Marauder Horsemen who were forced to give ground
backwards into the Harpies. The Harpies were also
pushed back. Alessio rolled to see if they were confused,
hoping for a 6, but rolled a 2. However, a 6 was rolled for
the Hounds, indicating that they were confused as they
again, smashing the remaining units of Hounds with an
impressive 10 Artacks. But the Hounds refused to perish in
vain. Before their demise they brought down another
stand of Knights, much to Rich’s glee.

remained, Alessio charged them forwards again into one
of the confused units of Marauder Horsemen. A unit

first round of combat, or 10em if its enemy was destroyed
in a subsequent round. It had taken three rounds to
utterly vanquish the Chaos Hounds, and the Chaos
charged by them. With a final burst of energy, the Knights -
lanced the confused Horsemen, causing one hit. The
Marauder Horsemen caused no damage, so were driven
back Tem, with the upstoppable Knights pursuing. The
Knights cut down another stand in their second round of
fighting with the Marauders, again suffering no damage
and forcing the surviving stand to. retreat. In the final
round,. both sides clashed but with no result. The
combatants’ armour saved them from harm. The combat
was a draw, so both sides fell back by 3D6 cm. o

A single unit of Knights had slaughtered two entire units
of Chaos Hounds and most of a unit of Marauder
Horsemen. Now the two surviving stands faced each other,
their troops no doubt exhausted and bleeding from a
hundred wounds. It was now Rich's third turn, and his
chance to wipe out the bold Empire Knights.

7




CHAOS TURN 3

Rich moved the Chaos Wood across the swamp so it lay
between the Chaos army and the Dwarf Handgunners.

Using their initiative, the Dragon Ogres and the Chaos
Spawn charged the Empire Knights stand. Agamon Bane
‘ordered the Chaos Knights to move forward facing the
nearest Empire brigade in the woods. Although there was
‘a -1 Command penalty to order the Chaos Knights because
they had lost a stand, Rich successfully passed the order.
He ordered them again to charge the crew of the
Helblaster volley gun. Issuing blasphemous prayers to
Nurgle, he rolled the dice. Rich needed a pitiful 5 or less,
as it was the unjr.'s st:ccnd érdér it had lost a stand and it

rolled a 4.

Next; Agamon attempted to command the Harpies, but the
intractable creatures refused to move. Rich would have
succeeded had it not been for the stand of Empire Knights
giving the Harpies ‘a -1 Command penalty for their
proximity. No doubt the cowardly Harpies were perturbed
by the carnage the Empire Knights had wreaked.

Rich now chose Damodred Blackheart to take the mantle
of command. The Chaos Hero managed to order the
Chaos infantry unit with the Trolls down from the hill
closer to the Empire. Urging them on again, bie failed, the
Trolls again disobeying their orders.

Lord Gutspew Nurgle then ordered the unit of Chaos
Marauders and Chaos Warriors on the extreme right flank
of the army to outflank the Empire brigade hiding in the
woods. Rich scored a 9 for his Command roll. Alessio
checked to see if the Chaos brigade was within 20cm of his
Empire Knights. Curses! They were just out of range. The
Command roll was unaffected and Gutspew’s brigade
moved in-a column formation past the woods. Should they
réach the rear of his army, Alessio would be in dire
Lroublc Rich Ordcrcd thc brlgadc to move behmd the

Horsemen and manocuvrc his leaders Gutspew Nurgle
was moved to the right flank of the brigade to which he
‘had just given orders, the Heroes congregated in the
centre of the Chaos army; and Malus Dire moved closer

to the units in the woods, evil intent, no doubt, in
his warped mind. Rich successfully cast Rage of
Chaos on the Chaos Knights

attacking the Helblaster

crew. He could

roll-one

dice

s attack the isolated Knights.

The Dragon (

for each stand in the affected unit and add the score to'the

‘unit’s Attacks. However, if a double was rolled, fickle
‘Chaos would turn the extra hits against the Chaos Knights

themselves. Rich rolled 6 extra Attacks for his Knights.

But first the volley gun could stand and shoot at its
-attackers. The gun could fire up to six shots. Alessio rolled

1, 1,3, 4, 5 and 6. This should have caused three hits but,
as Alessio had rolled more 1s than 6s, the volley gun

exploded, killing its crew and causing no damiage. It

seemed as though Alessio’s luck had deserted him for this

battle. To rub salt into his wounds, the Knights ended up
in contact with the Crossbowmen who had been next to
the volley gun in the wood, and the Crossbowmen all
failed to cause any damage to the seemingly impregnable

Chaos Knights.

Once in combat, the Chaos Knights proceeded to do what
they did best — kill, maim and slaughter. Although they
gained no bonus from charging, as their enemy was not in
open ground, Rich could still roll 14 dice to attack. As he
needed 5s to hit due to the Crossbowmen being in the
woods, he only scored 3 hits. With no saves, a stand of
Crossbowmen was removed. The Crossbowmen did no
damage back, but the stand of Halbeérdiers behind them
counted as support, adding +2 to the combat resolution.
The Crossbowmen therefore only lost by orie, so fell back
1cm into the wood. The Crossbowmen were not confused
in falling back, but pushed back the Halberdiers who did
become confused, after Rich rolled a 6. As cavalry cannot
move ‘into dense terrain, the Chaos Knights couldn’t
pursue.

Now Rich turned his attention to the fight between the
Dragon Ogres and Chaos Spawn against the brave Empire
Knights. He rolled 24 dice for the Dragon Ogres’ Attacks.
Alessio failed to save and five of the Knights were crushed

‘toa pulp. In return, the Knights were unable to inflict any

damage back on their attackers.

The Dragon Ogres unit and the Chaos Spawn decided to
fall back after combat and formed into a brigade

which included the Harpies and the

surviving Marauder Hotsemen.




EMPIRE & DWARF TURN 3
Jim was now able to bring on the rest of his army; two.
umts of I.erf Warriors and hl‘i Rum:sm:th, His General,

to move so th;lt 1he Chao&- Wcmd was on l'hE:lr rtght ﬂank:

and the Empire army was on their left. He commanded the

brigade of Handgunners, cannons and Flame Cannon

forward so that some of the Handgunners were in the
woods, needing a 9, which he scored, as some of the units

in the brigade were more than 20 c¢m away from him.
He tried to move the Flame

Cannon forward into range of
the Chaos horde, but rolled a
12, which would have been a
disaster had the order been
given by a lesser character, but,
for the General, merely meant
that the Command phase came.

to an end.

Jim moved Althinn Arzend
towards the Troll Slayers and
the Runesmith between the
Dwarf Warriors and the
Handgunner brigade.

Alessio could now order his
troops. Lord Hesselrigg gave
orders to the Great Cannon
unit to move to the edge of the
woods so that their barrels were
pointing directly at the Chaos
Knights. Next, he tried to

move  the brigade in the

woods on the right flank of his

army out of the woods to

protect the right flank of the Great
Cannons. This was a tricky
manoeuvre. Alessio needed to
score 6 or less, with. penalties for
the brigade being in dense terrain,
for being near the unit of Chaos
Knights and for the effects of the
blunder on the unit of Halberdiers
the trn before. Rolling a 4, his
plan was implemented with
success.

The. Griffon rider, Herr Kapitan
Gotrich, flew to join the brigade
on the right and Goethe Knopf, the
Wizard, moved so that he was
closer to the repugnant form of
Gutspew Nurgle. The confused
Halberdiers reformed in the
woods, safe from the Chaos:

ng_hl:s.

Now the Dwarf Handgunners took:
aim and fired at the Chaos Knights,
but with abysmal shooting, only
one hit was scored. Jim’s Dwarf
cannons fired too. The cannonball
flew through the air, smashed
through the Chaos Knights' ranks,
destroying: one of the stands, but
bounccd and fut the Dwarfs’ alhes

suffer enoug,h lnts from lhe stray
cannonball to be destroyed but
were pushed back by the explosion and became
understandably bewildered as Rich rolled a 6 for their
Confusion test. Alessio, resisting the temptation to return
fire on the Dwarfs, scored two hits against the Chaos
Knights. The entire unit was pulverised by cannon fire,
having sustained a total of eight hits.

Goethe Khopf failed to cast Ba!l of FZame at the Chaos




CHAOS TURN 4
‘The Chaos wood was moved again towards the Dwarf
Handgunners to block their line of sight.

Now Rich had a cunning plan. He ordered the Harpies
using Damodred Blackheart, so that they flew over the
heads of the Troll Slayers and landed behind them.
Rich hoped to charge the unit of Marauder Horsemen,
Dragon Ogres and Spawn into the Troll Slayers. There
was-a good chance that, though the Troll Slayers would
cause horrendous casualties, Rich's brigade would just
win through ‘and push the Dwarfs back into the
Harpies, annihilating them.

Rich rolled to implement the order. To cheers from Jim
and Alessio he rolled a2 10. Damodred had failed! At the
crucial point in the barttle, Rich's consistent good luck in
rolling for orders had suddenly and cruelly come to an
end. No doubt Gutspew would deal horribly with his
miserable minion when the battle was over.

moved tht: leadmg br:gdde of mfantry bl:hmd the
Halberdiers ‘and Crossbowmen in the wood, completing
his outflanking manoeuvre, to the words of “Impending
doom!” from Alessio. However, Alessio’s units weré more
than lcm into the woods, so couldn’t be seen by the
Chaos units. Rich had to move them at least twice more in

order to get them into combat. Rich rolled low enough to

move his brigade again so they could now see the Empire
troops. This time he needed a 4 or less to charge the

the wo

Marauders into the flank of the Crossbowmen
and the Chaos Warriors into the rear of the
Halberdiers. No chance. Rich failed to give the
order, -and Alessio’s soldiers had one more
turn of grace before their destruction.

Rich could do nothing more except move
Gutspew Nurgle behind his outflanking force
and his Heroes to the centre of his main army

%l‘{ycrs :md there was no combat, S0 Rmh STUIN Was over.

EMPIRE & DWARF TURN 4
‘The Troll Slayers were now in initiative range of both the
Dragon Ogres and the Chaos Marauders menacing the
‘Empire troops in the wood. Being Troll Slayers they had to
charge using their initiative., They wanted to charge the
Dragon Ogres, whom they would have
massacred, being extremely adept at slaying
monsters, but had to charge the nearest
enemy which were the Chaos Marauders. Still,
Jim expected a bloodbath, so was quite happy
to move them into the front and flanks of the
Chaotic troops.

Jint's Runiesmith successfully commanded the
Dwarf Warriors to move round the Chaos




twice in a row for szend s Command roll Ob_vmu_sly t_h_c

the. pre-batr.le wctory_ feast the nigl_n bcfc_,ure
_]im movcd the Runea.mlth bchmd thf: Handgunners and

semlble posmon betwccn thc Handg_unners and the
Dwarf Warriors.

Aless:o decxded to use the initiative. of the Crossbov\rmen

orders Thcy retreated so that t.hey were para]lﬁl to tht
Dwarf Handgunner lines.

The Crossbowmen in the wood were confused, so

couldn’t be given any orders. The Halberdiers couldn t
evade from the Chaos Warriors as they were behind them
and a unit can only evade from a visible enemy. Lord
Hesselrigg desperately tried to order them away from
danger but 'failed lezmng t'hcm to Eheu‘ de:mu.r: All

order them a second time. (,onf dent that hlS Gencral
would order his Cannons to move into a better position,
he rolled... another 12. Jim’s comments on this turn of
events were, to put it politely, unprintable, but
understandably so, considering he had rolled double 6

RLCh mlled more than thexr Muverncnt rate of 20cm then
the Cha.os Warrmrs retreat would turn into a rout and the

from humlhatlon Howaver, 2 6 was rolled s0 thcy were.
confused during their retreat. The Empire artillery and
missile fire had saved their comrades in the woods. Now it
was the Chaos commander’s turn to curse.

rolled 8, but orﬁy 3 of thts{, Atta:c_lcs_ actua!ly it Lhc
Harpies. At least Jim hadn’t rolied a double, or the Flame
Cannon would have misfired!

The Harpies were pushed back a massive Z5cm and were
utterly confused. As they were flyers their movement was
100cm, so they were not routed (had they been infantry
they would have been removed from play).

With. tht: l:hrcat of Lhe Harp:es 50 eHectm:ly extmguashed




CHAOS TURN 5
Rich gave the brigade with the Trolls orders from
Damodred Btackhcart to ‘move: forward 'and ta'ke t.he

range to chargc the Troll Slayera in the ﬂank Rl(_h needed
a 5 or less to succeed. Would his luck hold out? He rolled
a 7 and the advance ‘came to a halt ‘Not only that but thc
dlSObE'.‘\"ed the;x orders to attack the Dwarfs a second time
as Agamon Bane failed his Command roll.

Gutspew Nurgle moved his Marauders in the woods away
from the Troll Slayers they had just fought off, to outflank
the Empire Great Cannon unit. It was essential that they
charged the unit, otherwise they would be sitting ducks. If
Rich could get his Marauders to defeat the weak Great
GCannons, his brigade of Marauders could
plough through the flanks of Alessio's
entire army and win the battle. But he
failed to successfully command them and
‘they remained where they were, every
'crmsbovv and cannon barrel in the entire

Rich had two last chances to mfcaz; havoc
‘among the Empire troops. He joined
‘Gutspew Nurgle with the Marauders so
that the Daemon could utilise his special
maggot vomit attack. A stream of
glistening larvae poured from Gutspew’s
maw over the Great Cannon unit, but
only 1 hit was scored. The Grezit Canrtons
reach the rest cf thc Emplrc lmes and
cause the confusion which Rich was
hoping for.

Rich’s last chance was Malus Dire; his
Wizard. He cast Curse of Chaos on the
Great Cannons and rolled 2 6 - a
successful cast! The Great Cannons
would suffer another 3 Artacks, enough
to push them into their friends and
disorganise Alessio’s entire battle
formati'on But' Rich had not counted on
ablhty of the Runeqmlth is that he can
cancel a spell on'a 4+. Jim rolled'a 6. The
spell fizzled. The Great Cannons were
‘safe. Rich gulped, “I hate Runesmiths.”

EMPIRE & DWAREFS
TURN 5

With the Mamuders, 'aceompan'ied by their 'vile
Alesmo evnded h_lS Halberdiers, (yreat Cannons
and Crossbowmen, carefully positioning them so
that they targeted the unit Gutspew Nurgle
was with.

Lord Hesselrigg ordéred the Halberdiers in the
woods to turn to face the Chaos Warriors and
moved the Crossbowmin away to safety. Against
all odds, these troops had escaped destruction!
Lord Hesselr:gg put himself in a safe position
behind his Great ‘Cannons. His Captain on the
Griffon joined the Crossbowmen who had évaded
‘and Alessio positioned his Wizard alongside the
Dwarf Handgunners, Jim's General gave orders
‘to the Flame Cannon and Handgunners, moving
them into position to fire at the Marauders, while the Troll

Slayers used their initiative to enter into corbat to finish

off the Harpies.

Rubbing his hands together, Alessio started the shooting
phase, His crossbows caused oné hit on the Chaos
Marauders. Again, Goethe Knopf failed to cast his Ball of
Flame. The Great Cannons séofed two hiis, Jim started to
roll for his troops now, firing ‘at the same target. The
Handgunners only scored a single hit, and thé Flame
Cannon caused a ﬁthher three hm (ruts‘pEW Nurgle's unit
o _I;m § cannons to ﬁmsh the Mar.mdu-e. off He rolled
four dice for his artillery. Somewhere among the 1s'and 2s
Jim picked out a-score of a 4 and... a 6! The Marauders
had only just been wiped out. The rules state that if a unit
accompanied by a character is wiped out, then the
character is destroyed too!




Lhaonc nctherworld he had emcrged from. With thc:r.
General vanquished, the entire Chaos horde panicked and
fled back north, the battlefield echoing with the cheers of
the victorious Dwarfs and Empire troops, the Troll Slayers
desperately running after the fleeing enemy, calling them.
to come back and fight.

Rich had slain a- 10131 of 360 pomts of Fmpm: troops He

him a further 160 Vtctory pomts as the Dwarf 5 opponem
gains points for every Troll Slayer unit that survives (it
being a grave dishonour for Troll Slayers to survive a
battley.

V&ctcry points. In the end, it was a close wctory Had the.
game continued for another turn, and had Guispew
Nurgle not been destroyed, Rich may well have secured
victory. But there is no point pondering over what might
have been. So PRAISE SIGMAR! The threat of Chaos has
once more been purged from the lands of the Empire.

Jim a

zain liz bt to Guispeir Nurgle.

THE TROLL
SLAYERS THAT
WOULDN’T DIE

In Warmaster, as in war, there
are many axioms a General can
follow. “Have a plan and stick
to it” is a good one, as is “If
the enemy General stands in
front of your cannons, it is
considered rude not to drill
him an extra nostril.” Alessio.
and I did stick to our basic plan of adopting a defensive:
position and using a few units to slow down the Chaos
horde, but in the end it was Rich slightly overstretching his:
Iutk Whl(.h won us the ga.mc A Chdoa army on the march

Jim Butler

partly by Lhe noblc 5w1ﬁce of Alessms cavalry Thc_
Pistoliers and Knights destroyed some enemy units, but
more. unportantly they slowed the: horde down, and

I ‘:3!d lry 0 support Al_essw with my Troll Slayers who,
despite a few false starts, trundled across the battlefield
and into the Chaos army. They eventually got their chance
for a heroic death when they charged the Chaos
Marauders on the edge of the: \?\-00(1 but out of six hits,

Gf:nerai enough V"crcn_'y po_m_ts for aﬂ“_“_"’ i

Rich’s gambit to outflank the Empire: line,
protected as it was by the woods, turned out
to be just a bit too ambitious. In retrospect
he would probably have done better to be
more direct with the hrigade Lhat

ara clmadvanta,ge as rhe Chaos Warnors

could prebably have carried the battle
regardless. Every rurn

to bear on a 'rxmgh: rarget thn it happcncci it was almost
an anti-climax: we’d steeled ourselves for the horde to hit
but we never faced their full assault. In the event, the
Chaos General was destroyed; and his black-hearted
minions retreated from the field of battle.

Still, it was 4 really exciting end to Lhe battl::, and T think it
armics. ‘The Chaos horde was truly ter nfymg and iinced
almost anything it got its hands (or claws, or tentacles) on,
but it was very difficult to control in a coordinated
manner, and vulnerable to being broken up by artillery..
The a]liev didn’'t have auything that could compete one on




~ PRAISE
TO SIGMAR

That'wa's Closef 1 'really thought

fOrc'e_s 1mmedlately and Jim
proved to be a good player by
rolling that 6 on thé number of
units he could bring in on turn

two! Rich played the Chaos army
well, going for a quick advance on the Empire while using
the ‘moving wood’ to his advantage to cut out the Dwarfs’
line of sight on his left flank. On the other hand, I was
surprised by the behaviour of his Harpies. I think he
wanted to use them to cut the retreat path of Jim'’s Slayers,
an effective tactic to destroy tough enemies (if you win the
fight, even by one, the enemy cannot retreat and is killed
on the spot!). Against our troops, it was probably a bit of
an overkill, since the Chaos regiments tend to have the
edge at close quarters anyway. A better use of his flyers
-could have been to engage and destroy our cannons that
caused so much mayhem among his army and eventually
won us the game, Harpies (and Carrion, Eagles, etc,) are
excellent gun killers.

Alessio Cavatore

I 'rhin.k'tha.t my ‘worst mi'atakt: was to use two units of
only onerand kept the second batk o support rhc nghts
Another ‘eversight that T won't repeat was not to buy a
Dispel Scroll for my Wizard. Magic is not terribly powerful
in this game, but at the right moment it can prove decisive.
My Wigz_u_rd_was surprrsing'ly useful, 'pmving that Wo‘rd of
dice!) is one of the best spells in the game, but the Chaos
Sorcerer could have changed the outcome of the game.
When he cast Curse -of Chaos at my cannons, I'trembled,
them 50 that the guns .sumw:d and fired at the ‘enemy
'(_‘re'ner:sil"s unit at point blank range. The battle was over,
Rich had gambled and lest, but the outcome was very
close to a draw (mostly thanks to my Knights getting
butchered by those nasty ‘Chaos Dogs’ and to the total
inability of Jim’s Slayers to get killed!).

Sigmar and Grungni once ‘again put a stop to Nurgle's
plans and save the Old World!

ACCURSED
RUNESMITHS

Damn and double dama! If it
wasn’t for that pesky Runesmith
I could have...mutter, mure:.

Anyway, moaning aside this
battle was great fun to play, with
swings of fortune from side to
side ‘as Lady Luck smiled her
fickle smile upon one player
then another.

devastatmg as I m‘ipectcd they WUuld be and even the

‘Marauders were surprisingly tough with their 5+ armour

save protecting them from some nasty situations. The only
real dlSd.ppO.ln.tmt:ﬂtS _were my _Heroes As soon as
I’)roke:' down into laziness, mep_u_tudf_: and a general
inability to organise themselves. Words will be said, I

assure you, just as soon as Guispew Nurgle himself
finishes answering to the Plague God for his failure.

‘The move I attempted in the fifth turn was a high risk
manoeuvre with high gains to be had if it came off, ‘as the

Empire forces would have been in disarray and the
cannons should have been pushed back far enough to
rout them. This would have left the Empire army
vulnerable to my next charge, but at the end of the day it
didn’t ‘work out that way. If I were to be given the
choice again, I'd probably make the same decision, After
all, death or glory are the only options for any real
Chaos Lord.
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o« CRAFTWORLD ELDAR!

The enigmatic Eldar are back!

o DESTROY THEM ALL!

The dark legions of Chaos march out of
the wastes, destroymg all who stand

WHAT MAIL ORDER
CAN DO FOR YOU

« COMPONENT PART SERVICE — Mail Order
has an extensive range of current and back
catalogue miniatures:

* DELIVERED TO YOUR DOOR - Set postage
fates no matter how much you arder!

* RULES SERVICE & ADVICE - If you have a
gaming or hobby question give us a call.

= ADVANCE ORDER - Why wait? If you like a
product; place an order. Special postage rates
and delivery on the day of release!

* OPEN 7 DAYS A WEEK - 7am to Midnight.
hours may vary on-Bank Holidays!

HOW TO USE MAIL ORDER

Ordering by Mail Order is-easy, If you have a credit card or debit card you can order over the phone:
+ GIVE US A CALL ON - 0115 91:40000
* TELL THE TROLLS WHAT YOU WANT ~ If you are not sure, just ask the Phone Trolls. They will be
happy to help you out.
» SIT BACK & RELAX - After you have placed your order, just sit back, relax and wait for your parcel
to arrive on your doorstep.
If you wish to pay by cheque or postal order, it is just as easy, all you need to do-is:
* FILL OUT THE ORDER FORM '~ with what you would like. Codes are only necessary if you are
ordering component parts.
* COMPLETE PERSONAL DETAILS - Fill out your name and address in the space provided at the
bottom of the form.
« PLACE ORDER IN THE POST —Send your order to:

Games Workshop Mail Order, Willow Road, Lenton, Nottingham, NG7 2WS

...AND THAT'S IT!

Deutsch/Holland Mail Order.

GEOPEND VAN MAANDAG TOT
VRIJDAG VAN 12:00 TOT 20.00 UUR .
Nederlandse tijd
0044 115 916 8255

DIESE LEITUNG IST MONTAG BIS
FREITAG VON 12 BIS 20 UHR OFFEN
(Mez)

0044 115916 8256

MAIL ORDER PRESENTS

WWW.GAMES-WORKSHOP.CO.UK
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Designed by Dave

Andrews, Alex

Hedstrom

= 3 : & & Juan Diaz.

Chaos i All \‘tfmm:_a:_{ngrh(:i_tadpl

3 e % 3 miniarures shown at

gﬁ:oarm(ﬁii:‘s s $ = i actual size,
‘Characters.

Chaos Hounds

£5for 3 Chaos Hound stands.

RULES OF ENGAG_E_M_ENT

Dedicated hobbyists spend hours painting and collecting  though. Claim some awesome gifts by collecting 50 Skulz! Please
‘armies of Citadel miniatures so that they can play their bearin'mind'?hat all'the gifts are subject to'a\.iai!ability In lh'a'ﬂv'sm
‘favourite games. Here at Mail Order we appreciate your

‘commitment to the hobby and feel that you should be given

‘the opportunity to take part in this offer for being a loyal

customer.

'Sk‘u‘lz‘ 'is the g‘reat héw oﬁér for all UK Mail Order customers.

The Skulz offer is open until Septemher 1st 2000 and is
to all UK Mail to
gjfas All the glﬂs shown in the Skulz catalogue are available from Avsistieios il Ortieh Gusfourica,
GW siores and through UK GW Mali Order

Once you have ten Skulz you can ser}d
~, them in -and choose a free gift
from the 10 Skulz' category.

A Alternatively, you can continue

‘o collect and choose from the

‘axtra special gifts by collecting

25 Skulz. It doesn't stop there
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£5 Chaos Spa

’ol‘ 2 &5 for 2.Chaos

55 for 3 Teoll

.. ORDER ONLINE NOW!

& GAMES WORKSHOP ONLINE STORE - WWW.GAMES-WORKSHOP.CO.UK

';,‘ That'’s right, Games Workshop now has an online store. So if you have access to the
- \\, internet you can log on to http://www.games-workshop.co.uk and place your orders
alsy  from the comfort of your own home.

How does it work? Simply visit the Games Workshop website, click on the Online Store button
and follow the on-screen instructions. You'll need your credit card handy to pay for the order, but after a few clicks
you can put your feet up and wait for your order to arrive.

Is it safe? All orders are takeh using a secure server which means that only you know what you are ordering and no
prying eyes can find out about you, your order or your payment.

What are the advaniages? It's quick, easy and it's open 24 hours a day, 365 days a year! We treat internet orders just
like other mail orders and aim to get them processed within 1 working day, so that your order should be with you in
3-4 working days (if you five in the UK - it takes a little longer to get orders to Hong Kong!).

The Online Siore also has an exclusive Deal of the Week, a special deal available only to Online Customers.
So what are you waiting for? Log on, surf over and click to order!

WWW.GAMES-WORKSHOP.CO.UK
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' mujii-part, plastic Space Marines & 1 Space Woives accnssow}f kit

Dasfgnsd by Jes Goodw!n

.boj %

ConEx

E ’l‘\"!“!"*

Designed by Jes Goodwin.

WITH
LASMA GUN

THE GREAT WOLF
LOGAN GRIMNAR

Designed by
Jes Goodwin

£10

!asc-snnon multi-mefta, heavy bur!ar & heavy plasma gun pfus the Space \1'o.rvee acc.essnry kit

Deslyned by Jes Goodwin.

£12

plastic
boxed set

L
i

Boxed $et containg 10 muiti-part,

plastic
boxed set

plastic Space Marine. for the

£15

boxed set
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SPACE MARINE
LAND RAIDER

Land Raider shown at actual éaze

CITADEL COLOUR PAINTS £1.50 EACH o
Skull White Pallid Fiesh Roiting Fiesh )
Chaos Black Nauseating Blue Codex Grey
Scab Red Iimperial Purple Fortress Grey
Red Gore Liche Purple Shadow Grey
Blood Red Warlock Purple Space Wolf Grey
Blazing Orange Tentacle Pink Ghostly Grey
Fiery Orange Midnight Blue Metallics
Golden Yellow Storm Blue Boltgun Metal
Sunburst Yellow Regal Blue Chainmail TANK BRUSH
Bad Moon Yellow Ultramarines Blue Mithril Silver £3 For painting large models
Scorched Brown Enchanted Blue Tin Bitz CHENDRL | TAHNU D
Bestial Brown Lightning Blue Shining Gold b
Snakebite Leather Ice Blue Burnished Gold
Bubonic Brown Hawk Turquoise Beaten Copper ausA |
Vomit Brown Dark Angels Green Brazen Bronze CITADEL COLOUR = o b
Bleached Bone Snot Green Dwarf Bronze SPRAY CANS ' j I
Dark Flesh Scorpion Green Inks ;
Vermin Brown Bilious Green Black 190ml oIl While. L !
Leprous Brown Scaly Green Ye”ow 400“1[ ChaOS BiaCk ..... £5 S
Dwarf Flesh Jade Green Flesh 400m| Matt Varnish ... . .. £5
Bronzed Flesh Vile Green Red :
Eif Flesh Camo Green Purple 250mi Goblin Green . . .. £4
Sky Blue 250m| Boltgun Metal ...£4
Green 250miTinBitz. ........ £4
Orange 250mi Bubonic Brown. . . £4
ﬁ*‘;ezm 250ml Dark Angels Green. £4
Blu?e 250ml Camo Green ....£4
Dark Green 250ml Bestial Brown. ... £4
Brown
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Designed by Chris Fitzpatrick

£ 4 HOWLING BANSHEES

A £ STRIKING SCORPIONS

| Designed by Gary Mortey
for 2

DARK REAPERS

Desigred by Mike McVey

ELDAR
FARSEER
Sy

ELDAR WARLOCKS

Designed by Jes Goodwin & Mike McVey

SHINING SPEAR | ELDAR EXARCHS £4
EXARCH » :_' Desigried by Gary Marley, Mike McVey .

& Chris Fitzpatrick
Designed by b
Gary Morley
& Jex Gaodwin

. WARLOCK & ‘WARLOCK &
SINGING SPEAR WITCH BLADE 4
010402407 010406401

The Shining Spear Exarchis a
boxed set that contalns two

two varlations of Exarch 4~
. shown here. 4 /

STRIKING SCORPION
WARLOCK & WARLOCK & EXARCH
WITCH BLADE 3 FORCE ROD 1
010402406 10402404

DARK REAPER EXARCH
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ﬂa_m;_ LV R0 s sn seeses
st A | =

Designed by Jes Goodwin

FALCON

XA vYPER JETBIKE
e ach Designed by Jes Goadwin ) “-._., .

£12 %

plastic : _ e ) ‘ -- .
boxed §ei . R o o s, 8 * WRAITHGUARD

Desigried by Jes Gaodwin.

WRAITH-
LORD

ATFO ELDAR HEAVY
Eldar support weapon WEAPON PLATFGRM

platform comes with 2

GQuardian crew and an | Designed by Tim Mcsclr Juan Diaz-

Eldar:support wespon | & MEFI‘ Hatrison | -
of your choice,

Support weapon platform|
motinting o shedow weaver:

VW.GAMES-WORKSHOP.CO.UK T 0115 91 40000 MAIL ORDER T
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In this month’s Warmaster battle report, three armies clash in combat. The stalwart armies of the
Empire and Dwatfs try desperately to stop an all-conquering Chaos army led by a mighty Greater
Daemon of Nm-gle, Lord Gutspew Nurgle We at Maﬂ Order have put together three great axmy

The armies of Chaos are the most powerful
and dangerous opponeats in the Old
World. This 2,000 point Chaos army is
ready for all budding Champions of Chaos
to conquer the Old World with...

1 ‘Greater Daemon of Nurgle, 1 Chaos
Champion on Chaos Dragon, 1 Chaos
Champion, 1 Chaos Sorcerer, 1 unit of
Chaos Knights, 2 units of Chaos Marauder

Horsemen, 2 units of Chaos Hounds,

2 units of Chaos Warriors, 1 unit of Chaos

Trolls, 1 Chaos Spawn, 1 unit of Harpies &

1 Unit of Dragon Ogres.

All for £88 and we will send you the

Dragon Ogres FREE!

| The armies of the Empire are made up of
stalwart ranks of Infantry, This 1,000 point
Empire army is a great starting point for
all would-be Empire Geanerals to defend
the 'En(piiée iag'xa'-in's'r in'v'ade’r's.

2 units of Cmssbowmen, 1 unit of
Cannons & 1 Helblaster volley gun.

All for £50 and we will send you the
Helblaster volley gun FREE!

Dwarf armies fight with grim
determination and iron discipline. This
1,000 point Dwarf army is a great starting

; : : i L point all would-be Dwarf Lords to defend
ARMY ] 5 | their ancient realms from danger.
DEAL TR 1 Dwarf General, 1 Runesmith, 2 units of
DW2WAR : ‘ Dwarf Warriors, 2 uniis of ’lmll Slayers,
i < i 2 units of Dwarf Rangers, 1 unit of
Cannons & 1 Flame Cannon.

All for £40 and we will send you the
Flame Cannon FREE!
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WARHAMMER 40,000 WARMASTER continued
WARHAMMER 40 UU(!_BDXEB GAME : DWARF THUNDERERS inc. 3 Thunderer stands £5.00for 3 -
WARHAMMER 40,000 RULEBOOK DWARF TROLL _SI__A‘_(ERS inc. 3 Troll Slayer starids £5.00for 3
NEW! CODEX CRAFTWORLD ELDAR DWARF RANGERS inc. £5.00for 3
CODEX SPACE WOLVES DWARF CANNONS inc..2 Cannons £5.00 for.2
CODEX CATACHANS DWARF FLAME CANNON inc. 2 Flame Cannons & baggage £5.00 for 2
DWARF GYROCOFTER £4.00 each

CODEX IMPERIAL GUARD

EMPIRE HERC ON GRIFFON

CODEXELDAR "800 EMPIREHEROONG Bach
CODEX OAKS - EMPIRE CHARACTERS inc. General, Hero & Wizard £5.00
CODEX GHAOS SPACE MARINES - EMPIRE KNIGHTS inc. 3 Emplre Knight cavalry stands - £5,00 for.3
CODEX SPACE MARINES - EMPIRE PISTOLIERS inc. 3 Empire Pistolier cavalry stands £5.00 for 3
CODE){ BLOOCD ANGELS EMPIFIE ALBEHDIERS ing. 3 Halberdler stands £5.00 for3
EMPIRE HANDGUNNERS inc. 3 Handgunner stands £5.00for3
EMPIRE CROSSBOWMEN inc. 8 Crossbowmen stands £5.00 for 3
EMPIRE SKIRMISHERS ine. 2 Skirmisher stands = £5.00 for 3
FLAGELLANTS inc. 3 Flagellant stands : 2500 for 3
00each  EMPIRE GREAT CANNONS inc. 2 Great Cannons 2500 for 2
SPACE WOLVES WOLF SCOUTS £5.00for3  EMPIRE HELBLASTER inc. 2 Helblasters £5.00 for 2
NEW! WOLF SCOUT WITH PLASMA GUN plus one other Wolf Scaut  £4.00for2.  EMPIRE WAR ALTAR £5.00 each _
SPACE WOLVES DREADNOUGHT BOXED SET £2500  EMPIRE STEAM TANK
. £1200  HIGH ELF HERO ON DRAGON B ~ £8.00 eacl
ACE WOLVES BLOOD CLAWS inc. 10 Space Marines & 1 Spaon Walv £1200  HIGH ELF HERO.ON GIANT EAGLE £4.00 sach.
NEW! SPACE WOLVES LONG FANGS inc. 5 Space Marines & 1 Space Wolves ki £15.00.  HIGH ELF HEROES.& WIZARDS inc. 3 Hero & Wizard stands £5.00
MEW! SPACE MARINE LAND RAIDER. £30.00 HIGH ELF SILVER HELMS inc. 3 Sitvar Helm cavalry stands £5.00 for 3-
ELDAR FARSEER - £6.00  HIGH ELF REAVER KNIGHTS inc. @ Reaver Knight cavalry stands £5.00 for 3
ELDAR HOWLING BANSHEES £500for2  HIGH ELF SPEARMEN inc. 3 Spearman stands £5.00for 3.
NEW! ELDAR STRIKING SCORPIONS £500for2  HIGH ELF ARCHERS Inc. 3 Archer stands £5.00 for 8.
NEW! ELDAR DARK REAPERS. £5.00for2.  HIGH ELF REPEATER BOLT THROWERS - £4.00 for 2
NEW! ELDAR EXARCHS E400each  HIGHELFO £500for 3
ELDAR WRAITHLORD £12.00  HIGH ELF Gl £5.00 for 3.
NEW! ELDAR HEAVY WEAPON PLATFORM 2600  UNDEAD HERO ON ZOMBIE DFIAGON £8.00 each.
NEW! ELDAR SUPPORT WEAPON PLATFORM £8.00  UNDEAD BONE GIANT £4,00 each
ELDAR JETBIKE £5.00 UNDEAD SPHiNX o - ]
ELDAR FALCON GRAY TANK £17.00  UNDEAD CHARAGTERS Inc. 3 Undead character stands . B 5,00
WARHAMMER 401000 BATTLE SQUADS UNDEA_D ) CAVALRY ing. 3 Undead cavalry stands £5:00.for 3.
CATACHAN JUNGLE FIGHTERS BATTLE SQUADInc. 20 Guardsmen giog0  UNDEAD SKELETONS inc. 3 Skel jos o0 I0HT
ELDAR GUARDIAN BATTLE SQUAD ino. 16 Eldar Guarcians $ion0 UNDEAD SKELETON BOWMEN Y Ll
: sisoo-  UNDEAD BONE THROWERS B | or.2 -
ORK BOYZ BATTLE SQUAD nc. 16 Ork Boyz. P - INOEADSKULL CHURKA £4.00 each
DARK ELDAR WARRIORS BATTLE SQUAD inc. 16 Dark Eidar Warriors Bi500 NDEADCHARIOUS = £5.00 for 3
KHORNE BERZERKERS BATTLE SQUAD inc 12 Khorme Bérzerkers e CHCEADBARRIDN G SOOI [ e Ll e
WARHAMMER 40,000 BATTLE FORCE WARHAMMER
SPACE WOLVES BATTLE FORCE WARHAMMER BOXED GAME £50.00
WARHAMMER ARMIES BOOKS £15.00

IMPERIAL GUARD BATTLE FORGE

CHAQS BATTLE FORCE.
ORK BATTLE FORCE

ELDAR BATTLE FORCE

AR BATTLE FORCE

WARMASTER

WARHAMMER REGIMENT BOXED SETS

CRC WARRIORS includes 16 Orcs:

SKAVEN CLANRATS includes 20 Clanrats

MIGHT GOBLINS includes 20 Night Gobling .

EMPIRE CAOSSBOWMEN includes 16 Crossbowman

EMPIRE HANDGUNNERS mciudea 16 Handgunners.

WAHMAsTER RULEBOOK £20.00 SOLDIERS OF THE EMPIRE rncludes 16 Empire sqldl_e_rs_
£5.00  SKELETON WARRIORS includes 20 Skelston warriors
MPIQE\!_ _ON QH{'\OS DHAGON £8.00 ZOMBIES includes 20 Zombies .
KNIGHTS inc. 3 Chaos Knight cavalry stands £5.00for3.  CHADS WARRIORS includes 12-Chaos Warrlors
NEW! GHAOS MARAUDER HORSEMEN inc. 3 Chaos Marauder cavalry siands £5.00for3. CHAOS KNIGHTS includes 5 Ghaos Knignts
NEWI CHAOS HOUNDS inc. 3 Chaos Hound stands £5.00 for 8-
NEW! CHﬂ:\GS :WF:\F:IHF:OEE?S ine. 3 Chaos Warrior stands - £5.00 for 3. CITADEL
NEW! CHAOS MARAUDERS inc. 3 Marauder stands f500fors  CITADEL MINIATURES ANNUAL 2000 £6.00
NEW! CHAOS TROLLS inc, 3 Chaos Trofi stands £5.000r3 BLACK LIBRARY
NEW! CHAOS SPAWN inc. 2 Chaos Spawn stands NEW! WARHAMMER MONTHLY, Comic 431 £2.00°
NEW!CHAOS HARPIES in¢, 3 Harpy slands 5.00 for 3 INQUIS-EXTERMINATUS, Warhammer 40,000 Art Compilation - £20.00
NEW! CHADS DRAGON OGRES.Inc. 3 Dragon Ogre stands. £500for 3. NEWI ..ClﬁibE'll.";}OURNAL 438 400
DWARF CHARACTERS inc. General, Hero. & Runesmith stands £5.00 MEW! BLOOD BOWL Cpmp_ﬂ_anon £2.75 gach
DWARF WARRIORS inc. 3 Wartior stands £5.0010r3 NEW! RAGNAR'S CLAW, the sacond novel in Bill King's Space Wolf series.  £5.99
CORRESPONDENCE We wilcome comments about White Dwari, REGISTERED TRADEMARKS The I’clbwlng are all ragistared Knlgms of the White Wolf, Knights Panther, L of the Damned,

Games Warkshop games . -and Cltade! minfaturas. Al letters except

subsmpbona and Mail Order should be addressed k} The White

Dwarl, Games Workshep, Wul’low Road Lsnnun NG? ‘Eavy Met
2WS.
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Hidk, Space Marine, Talisman, Tyrarﬁd. Warhammar and Warmaster,
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Marauder is a registe
with permission,

it readers - shauld include
IACs). We receive an enumfous amount of mail. We do read every

patien
You - gan find ‘Gares Workshop on the World Wide Web at the arch

following Internet address:
ttp:wvww, gm-wumhup.wuk

letter bt it may take a litle ime for us to raply § 50 please be TRADEMARKS The following are all tademarks of Games
g LB T G kashop Lid.. Adepta Somrllas Adeptus m!lar!as1 - Adeptus -
: Chakal

Etd. Used:

* Sauig, Siriking W
Tallarn, Tearsoflsha Tsrmlnaw Trall STa

f Marauder Mini

OOPYHIGHTS

rial submitted to us for publication is ordy

ian that the copyright In it is, by the very
of submisslon, uncandlllonaﬂy asslgnsd by Ihe author as benehaal
avmer and with ful fitle g imes Warkshap Limitad. We.

Limited. We
also retain the right toed‘t andior amand all matenal as we see fit. =
if ¥ou do nat wish 1o assian copyright in this way, please dg ot send
s yﬂur subm:sswn We e affald W t:.annot wark:

Dasmanatta, Dark. Eldar. Dark - Fteéper. Darigaom Dsalh Zone,
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WHAT'S T HIS THEN?

'rhls is your Mail Order form. Now that you ve seen all tha modais and new releasea in this issue, we'kriaw

DESCRIPTION PUBLICATION/PAGE

1021002201 High EIf Spearma g{;@ ANNUAL
I

010110401| Space Marine Imperial FléLcﬁa’eterrr lite Dwarf 223

Please start my White Dwarf subscription with issue number: ......
| would Iike.to.subscfibeito-White Dwarf for 1 yea'r E] /2 years

are availabie now on 0115 91 40000.

[0 Please start my Citadel Journal subscription with iSsue nUMbET: .................

[ Please start my Warhammer Monthly subscription with issue number: ......

R R B e S e S R S .... ADDRESS;:

COUNTRY: ..o e ... Postcode:

Method of Payment: Cheque ]  Postal Order (] Access/Mastercard (] Visa(] Switch (]

‘Card No: DDDDDDDD DDDD DDDD DDDD Card Expiry Date: ..................

Switch Valid From: cenees SWitch Issue Not.... Cardholder NAIE oo h

R e
SW!TCH

Games Workshop Mail Order, Willow Road, Lenton, Nottingham NG7 2WS




YV <EE S7TAFF\
& FOR DETAILS

ARE YOU ALWAYS
FIRST IN LINE TO

PICK UP THE
LATEST WA/7E

EiR SUBSCRIPTION -
AND YOU GET: "
:'I:IRFREE £.10 Gift Voucher!
--M EE dehve-ry of every issye!
1onthly Mail Orger Special offers!

® Savings on the Cover price!

"GET A TWO YEAR SUBSCRIPTION

FOR £80 AND YOU GET: o
e £25 worth of FREE Gift Vouchers!

o FREE delivery of every issue! )
« Monthly Mail Order special offers! .~ 77§

e Savings on the cover price! ﬁ §.5

> g i
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5 WQR}{SHGP www.garnes-workshop.co.uk
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