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And
so it

ﬂ starts...

Paul Sawyer

Heralded by fanfares and
anticipated with, er, anticipation,
our brand new game, Inquisitor,
finally takes its rightful place in
stores across the world.

Quite simply this is the game no
one expected us to make. We've
written and produced some
excellent battle systems such as
Warhammer, Warhammer 40,000,
Warmaster and Epic 40,000.
We've also delved into more
detailed conflicts set in the
Warhammer universes we know
and love: Mordheim, Necromunda,
Gorkamorka, etc. But few could
have envisaged that we'd make a
game like Inguisitor. Not only does

THE WHITE DWARF EDITORIAL

on just a few models per side, but
it also introduces a new larger
scale for Games Workshop
miniatures.

The exquisite miniatures (it seems
odd to call them that compared
with our standard 28mm models!)
are not only greater in size but
also in detail and character. Take a
good look at Brother Artemis,
Inquisitor Covenant or Inquisitor
Tyrus and then tell me you aren't
overcome by the desire to own
these remarkable artifacts of the
Warhammer 40,000 universel!

These models open up a whole
new window of opportunity for our
hobby. Not only can they be used
to play games with but will also be
seen painted to the highest levels,
adorning glass cabinets across the
world. | fully expect to see
Inquisitor models gracing the
judging tables at all of our Golden
Demon competitions, and rightly
so! | haven't even mentioned the

it step back from our traditional

mass battle games, instead relying innumerable conversion

opportunities yet...

Over the coming months we'll be
delving into all aspects of
Inquisitor and you'll not only see
painting advice, conversion ideas,
more background and scenery-
making tips but, in addition to the
many models being released for
sale in stores, we will also be
bringing you even more miniatures
which will be on sale through Mail
Order only.

Inquisitor has really captured the
imagination of those of us who
work at Games Workshop and
we're confident that you too will be
swept away by the game and the
miniatures. If, as expected, you
simply can't get enough of this
new game, check out our
Inquisitor website:
www.exterminatus.com. You won’t
be disappointed.

Right, that's me done for now — I'm
off to do more work on my own
Inquisitor warband,
SO see you again
next month.

NO ONE EXPECTS THE INQUISITION...

store Mail Order, or simply give the
Trolls a call yourself on

0115 91 40000

Battle Brother Artemis
of the Deathwatch

n an attempt to avoid you
pegging it down to your
local GW store to buy
Inquisitor models only to
be disappointed, we
thought it only
decent to explain
that not all Inquisitor
miniatures are available from
every Games Workshop store,

Don't panic though as all of
our shops stock more than
enough models to get stuck in.
Every store in the UK will have:

¢ All three of the Inquisitor starter sets
* The Inquisitor terrain piece
* Battle Brother Artemis.

A large selection of our stores,
marked clearly in the Stores pages
(page 67) will stock all of our
Inquisitor range as and when the
models are released.

Of course, the good news is that no
matter where your local store is, you
can get your hands on the full range
of Inquisitor models through the in-

The tendrils of the Inquisition have
spread as far as the World Wide Web
this month. If you make it through the

measures, you will find background
information and profiles of each of the
characters from the game available at
your fingertips.

But nothing is ever that simple with the
Inquisition. Remember, everything you
have been told is a lie...

www.exterminatus.com

LOACHING INCHHSITION
ACCESS TEAMINAL

EXTERMINATUS

stringent (and ever-changing) security ¥




' WARHAMMER 40,000 CARD GAME

Sabertooth Games have been granted
the rights to produce a collectable
card game based on the Warhammer
40,000 universe. Sabertooth Games,
led by industry veteran Bob Watts, is
the latest company to enter the highly
diverse and successful market for
collectable card games.

Mr. Watts has a good 25 years of
experience in the adventure gaming
industry, including a spell with our US
operation, so fans of Warhammer
40,000 can be assured that the
project is in good hands!

Although still in the Alpha stage of
development, we’re confident that the
collectable card game will capture the

look and feel of the Warhammer
40,000 universe.

For those whose tastes run toward the
Old World rather than the war-torn
universe of the 41st Millennium, fear
not! Next year, Sabertooth Games
plan to follow up the release of the
Warhammer 40,000 collectable card
game with a fantasy version based on
the Warhammer universe.

We will, of course, keep you posted
as and when further developments
become available, and hope to bring
you some examples of what you can
expect of the cards themselves in the
near future.

Games Workshop Ipswich, to be
found lodged in its host body of
Ipswich Debenhams, has some good
news to impart to its customers.

Ipswich Debenhams are holding one
of their Blue Cross sales (everything
with a blue cross is 10% off). Not to
be outdone, Games Workshop
decided to go one better.

IPSWICH CRUSADE DAY - 20% OFF!

On the 17th May, ALL Games
Workshop products in the Ipswich
store are 20% cheaper than
normal retail price.

For more details, why not ring the
Ipswich store on:

0147 3210031

OOPS! GOLDEN DEMON ERRATA

The results of 2001’'s Golden Demon
Competition hit the shelves last month
in WD255, and what a splendid
collection of models they were too.

Unfortunately there were a couple
of faux pas...

Although credited to the right
owner, one entry sat
alongside the wrong
mugshot. Robert Cardiss’s
entry, Golgfag’s Mercenary
Ogres, won silver in the
Warhammer Regiment
category. The photo, alas,
was not him. Doh!

Fiona White dominated the
Large Scale Model category.
Not only did her Orc Bust win
Gold, but her Orc Warlord on
Boar (pictured right) entry
gained her the trophy for
Silver, not Bronze as
published.

Apologies to all
concerned...

2 NEWS

Good news for all those Skulz
collectors out there: the new Skulz
catalogue is available this month, with
a whole host of goodies for collectors
to obtain. Among the prizes to be had
are signed rulebooks, special edition
army standard
bearers, limited
edition art prints,
cool new posters
and, for the grand
total of 150 Skulz,
Games Day Special
Access Passes!

Call Mail Order for
more details on the
above number, or talk to
your local store for a
catalogue.
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Over the weekend of 28/29th July, the
Royal International Air Tattoo is
celebrating its 30th birthday at

RAF Cottesmore in Rutland, home to
Britain’s famous Harrier ‘Jump Jet'.
Games Workshop have secured no
less than 15 FREE pairs of tickets to
this air force extravaganza (each
ticket would normally cost £29.00) for
the lucky winners to our Royal
International Air Tattoo competition.

ACES HIGH

RIAT 2001. will feature 350 fascinating
aircraft, with old favourites like the
Spitfire, the classic Hawker Hunter jet
and majestic Lancaster sharing the
skies with the next generation
Eurofighter. There will also be
sensational performances from some
of the world’s leading Top Guns,
including the superstar Red Arrows
and other high-flying aerobatic teams.

GROUND ALERT

If you can take your eyes off the skies
for just a few moments, you'll find 250
aircraft in the static-line display, plus a
fantastic showground party with stalls,
exhibitions, roadshows, celebrities,
aircrews, entertainers, buskers,
marching bands and flight simulators.
This is also your chance to meet the
international aircrew face to face —

The Royal International Air Tattoo

2|39’

~ WIN FREE AIR SHOW TICKETS!

and to sit in the cockpit of some of the
world’s slinkiest fighters.

TIMETABLE

The public gates to RAF Cottesmore,
located off the A1 near the market
town of Oakham, open at 7.30am on
Saturday and Sunday 28/28th July.
The eight-hour flying display starts at
10.00am.

MORE INFORMATION

The Air Tattoo has its own web site,
which is regularly updated with the
latest Tattoo news, at

www.airtattoo.com

To enter the competition, simply grab
a pen, check out these simple
questions and send your answers to
the address to the right.

COMPETITION QUESTIONS:

Q1. Which birthday will RIAT
be celebrating at this year’s
show?

Q2. How many aircraft will
feature in the static display?

to which famous aircraft?

post card, remembering to
include your address, to:

White Dwarf
Air Tattoo Competition,
Games Workshop HQ,
Willow Road,
Lenton,
Nottingham.

Q3. RAF Cottesmore is home

Please send your answers on a

The world renowned Red
Arrows In action.
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Events Diary is the monthly forum whereby we
advertise coming events and tournaments for
the Games Workshop hobby. If you are
organising or know of a coming event, feel free
to let us know at:

eventsdiary @ games-workshop.co.uk

and we will do our best to include the details in
this column. Dates need to be submitted by:

2 May for WD 259 (July 2001 issue)

29 May for WD 260 (August 2001 issue)

27 June for WD 261 (September 2001 issue)
2 August for WD 262 (October 2001 issue)

1 September for WD 263
(November 2001 issue)

EVENTS DIARY

DUTCH GRAND TOURNAMENT
12-13th May 2001

Games Workshop invades the Netherlands once
more in the shape of Holland’s Grand
Tournament, held at Eusebiuskerk, Kerkplein 1,
Arnhem. Incorporating free demo games, speed
painting competitions, special guests, massive
participation games, pre-release miniatures and
plenty of free gaming tables, the Dutch Grand
Tournament promises a weekend of
comprehensive gaming. Tickets are on sale as of
April 8th.

For more information and to purchase tickets,
phone the Mail Order Trolls

0115 91 40000

SUMMER OPEN DAY
27th May

Yes, it's that time of year when Games
Workshop HQ opens wide its gates and
shows off all the latest models and
developments for all your favourite games.
Held as ever in Games Workshop HQ,
Willow Road, Lenton, Nottingham, the
event involves not only browsing the latest
miniature releases and Forge World models,
but demonstration games and a keen
emphasis on participation!

For more information and to purchase tickets,
phone the Mail Order Trolls on

0115 91 40000
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NEW RELEASES THIS ISSUE

'V BATTLE BROTHER ARTEMIS OF

THE DEATHWATCH £18.00
Sculpted by Jes Goodwin.

This boxed set contains one Brother Artemis model.
This medel requires assembly.

THIS MONTH’S RELEASES FOR INQUISITOR:

INQUISITOR
RULEBOOK £20.00
This book contains:

« Rules for Inquisitor, a large
scale narrative skirmish game.

* Comprehensive armoury and
details of many special talents,
abilities and psychic powers.

e Extensive guidance for
gamesmasters and players.

« 15 fully detailed
sample characters.

» Ready-to-play scenario.

* Complete reference section,
glossary and index for ease
of play.

STC COLONIAL HABITAT £25.00 >
This scenery pack contains one complete Inquisitor
terrain piece.

Model not shown at actual size.

<« DAMIEN 1427 £12.00
Sculpted by Alan Perry.

This boxed set contains one
Damien 1427 model.

Thils medel requires assembly.

PREACHER JOSEF A £12.00
Sculpted by Mark Bedford.

This boxed set contains one Preacher Josef
model.
This model requires assembly.

[
LIAMIE
a7

AVAILABLE NOW FROM GAMES WORKSHOP STORES, MAIL ORDER AND INDEPENDENT STOCKISTS
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DOOX ONE OF THE EISENHORR TRILOCY BY DAN ABKETT

. —
—
WARNAMMER

XENOS  £5.99

An Inquisitor Novel

by Dan Abnett.

Book one of the Eisenhorn
Tritogy, published by the Black
Library

Heroic characters from the
new Inquisitor release leap
out of the game and into the
first book in the Inquisitor
Eisenhorn trilogy.

The Inquisition moves
amongst Mankind like an
avenging shadow. Inquisitor
Eisenhorn faces a vast
interstellar cabal and the
dark power of Daemons, all
racing to recover an arcane
text of abominable power: an
ancient tome known as the
Necroteuch.

INOQLISITOR

JOHN BLANCHE'S
INQUISITOR
SKETCHBOOK

Fublished by the Black Library

John Blanche unveils the
secrets of the newly released
Ingquisitor game in this lavish
oversized softback artbook.
It’s filled with pages of never-
seen designs and concept
artwork, illustrating the
stunning visual development
of this landmark game
system, and is a first glimpse
of the dark imagery from the
world of the Inquisitors.

INQUISITOR STARTER SET 1

Inquisitor Starter Set 1
Contains:

* An [nquisitor rulebook,
» Six ten-sided dice,

* An Inquisitor Eisenhorn

,""“'-‘-ﬂ -—
FISE NN

£45.00

boxed set, containing one
Inquisitor Eisenhorn model,
= A Slick Devlan boxed set,
containing one Slick Devian
model.

These models require assembly.

SLICEK
LIE VAN

INQUISITOR STARTER SET 2 £45.00

Inquisitor Starter Set 2
Contains:

* An Inquisitor rulebook,
* Six ten-sided dice,

* An Inquisitor Covenant
boxed set, containing

Tt AR
COVERNANT

one Inquisitor Covenant
model,

* A Preacher Josef boxed set,
containing one Preacher
Josef model.

These models require assembly.

INQUISITOR STARTER SET 3  £45.00

Inquisitor Starter Set 3
Contains:

* An Inquisitor rulebook,
* A Witch Hunter Tyrus

boxed set, containing one
Inquisitor Tyrus model,

« A Special Security Enforcer
Barbaretta boxed set,
containing one Barbaretta
medel and one cyber mastiff,

* Six ten-sided dice.
These models require assembly.

OR VISIT OUR ONLINE STORE AT WWW.GAMES-WORKSHOP.COM



NEW RELEASES THIS ISSUE

'V NECRARCH VAMPIRES £8.00
Sculpted by Mark Harrison.

These blister packs contain one Necrarch
Vampire on foot and one mounted Necrarch
Vampire. Also included are either a mounted
Familiar or a Familiar on foot, and all the parts
you need for one barded Nightmare mount.
These models require assembly.

A ZACHARIAS THE EVERLIVING

£25.00

‘SIOF rcfgs’:fﬂg VMPIRES £8.00 v Sculpted by Trish Morrison and Alex Hedstrém
e ) il omson.. ) ) ) The Zacharias the Evetliving boxed set contains all
These blister packs contain one von Carstein Vampire on foot and one mounted von Carstein the parts you need for one Zacharias the Everliving
Vampire. Also included are all the parts you need for one barded Nightmare mount. model and one complete Zombie Dragon.

This model requires assembiy.

These models require assembly.

AVAILABLE NOW FROM GAMES WORKSHOP STORES, MAIL ORDER AND INDEPENDENT STOCKISTS




<« FELL BATS £5.00
Scuipted by Mark Harrison.

This blister pack contains all the parts
you need for two Fell Bals, including
flying bases and 40mm bases.

These models require assembly.

GRAVE GUARD COMMAND £6.00 »
Sculpted by Colin Dixon.
These blister packs contain one Grave Guard

Banner Bearer, one Grave Guard Musician
and one Grave Guard Champion.

These models require assembly.

< WIGHT ARMY STANDARD BEARER | |NFERNO 24  £5.00

£5.00
Sculpted by Colin Dixon.

This blister pack contains all the parts you need for
one complete Wight Army Standard Bearer.

This model requires assembly.

Published by the Black Library

This infernal issue sees the
return of Flight Commander
Jaeger as Gav Thorpe’s Raptor
squadron roar back onto our
pages. A Dark Eif assassin plots
the death of a defiant Bretonnian
noble. Meanwhile, it's ‘Business
as Usual’ for one ganger as he
tangles with his rivals, the law
and... Tyranids!? Also in this
action-packed issue, the deviant
filth of Chaos are unleashed in
an epic battle feature by Ralph

Horsley.
THIS MONTH’S COMIC RELEASES:
INQUISITOR ASCENDANT WARHAMMER MONTHLY
BOOK 1 £7.50 ISSUE 42 £2.20

Comic published by the Black Library

Hail the God-Machine! Inside,
Princeps Hekate and his crew
bulldoze into the first episode of
Titan — Ground Zero, stomp it to
pieces and incinerate the
remains! Gravier wakes to a
horrific sight in Inquisitor,
Darkblade becomes embroiled in
the power politics of Hag Graef.
And don’t miss the first
instalment of ‘Crusade’ as a
storm of puritanical wrath
descends upon Ulli & Marquand.
Plus features, letters and more.

by Dan Abnett and Simon Coleby.
Graphic Novel published by the Black
Library

Chaos blights the Imperial world
of Nicodemus and Inquisitor
Defay and his young apprentice
Gravier are despatched to
investigate its cause. Aided by
Sarthos, an Ecclesiarchy
cardinal, the two inquisitors set
about dispensing the Emperor’s
divine retribution. Defay soon
begins to realise that the
infestation of Nicodemus may run
deeper than even he could have
imagined.

OR VISIT OUR ONLINE STORE AT WWW.GAMES-WORKSHORCOM
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So, you want to know what Inquisitor
is? Well, it's our new game. A large
scale (54mm) narrative skirmish
wargame, o be precise. None the
wiser? Okay, here’s the game's
designer, Gav Thorpe, fo take you
through it step-hy-step.

LARGE SCALE

Unless you've spent the last few weeks
with your eyes closed (or on the moon)
you will have probably noticed that the
miniatures used for Inguisitor are bigger
than you have seen before. Almost twice
as big, in fact. The Inquisitor Citadel
Miniatures range is 54mm scale (whereas
Warhammer 40,000 and Warhammer are
roughly 28-30mm scale), which is a first
for Games Workshop. The best Citadel
designers have been working on the
range of exotic and dramatic characters
used in the game, and I'm sure you'll
agree that the results are fantastic.
Regardless of whether you play Inquisitor
or not, | suspect that most Warhammer
40,000 players are going to want to paint
at least one of these beautiful
masterpieces, if only to sit it on the shelf
and look cool.

Gav takes Studio staff through a game of In

INOUISITAOR?

AN INTRODUCTION TO THE NEW GAME

10 WHAT IS INQUISITOR?

There's a wide range of alternate parts
which will become available through
Games Workshop Mail Order allowing for
immense conversion possibilities. Creating
characters is an important part of
Inquisitor, and modelling them is central
to the Inquisitor hobby. For one thing, |
am really looking forward to there being
Inquisitor entries at this year's Golden
Demon awards — I'm sure there will be
some truly jaw-dropping models!

As you'd expect, there are many pages of
the book devoted to painting and
converting Inquisitor characters. It
features not only the characters who will
be available from Games Workshop, but
also numerous characters modelled and
converted by participants in our own
Inquisitor campaign, as well as examples
from expert painters such as the 'Eavy
Metal team and Golden Demon winners.

quisitor.

NARRATIVE

There is a storytelling element to all
wargames, but with Inquisitor it is 2
narrative style of gaming, rather than
competitive, that drives it along. Unlike
Warhammer or Warhammer 40,000,
Inquisitor has a Gamesmaster — usually an
additional player — who is responsible for
helping the players design their characters,
creating a scenario and running a game.

Inquisitor is about the different sorts of
strange and interesting characters who
exist in the Warhammer 40,000 universe,
and the heroic and dreadful things that
they do. Mare than any other game,
Inquisitor is about creating diverse
characters, bizarre settings and detailed
plots and storylines to link these elements
together. Your Inquisitor characters are like
the stars of a film, or the heroes of a




comic or story, and you play out their
adventures and quests on the tabletop.
There are no army lists in Inquisitor — you

don't sit down and pick a force to a pre-
agreed points value. Instead, the GM and

players create a warrior band of characters

who will take part in the fight, choosing
their skills and powers, equipping them
from the large Armoury section of the
book. Here also the modelling aspect of
Inquisitor plays its part, as your
characters need to be represented by
suitable miniatures. The idea is not to
create the most potent, unkillabie
character you can (which is easily

possible) but to bring to life a person with

strengths and weaknesses, motivations

and goals who'll add flavour and diversity

to your scenarios and campaigns. There
are fifteen such characters for you to try
out in the book, corresponding to the

characters who will make up the Inquisitor

miniatures range, These are just the start
though, as we hope to release even more
in the future, and the only real limit is

your imagination and modelling bits box!

Each game of Inquisitor is a specially
written scenario, which is devised by the
GM. The scenario sets up the scene, and
explains why the players' warrior bands
have come into conflict. There are far too
many types of scenario to mention here,
but rest assured that the Inquisitor book
contains many scenario concepts which
GMs can use as a basis, as well as a
complete scenario and advice on writing
and running games.

An obvious step is to start linking your
scenarios together into a narrative
campaign, and there's a section of
Inquisitor devoted to doing just this,
penned by the venerable Jervis Johnson,
whose pearls of wisdom helped
considerably when we started up our

e Y

Witch Hunter .Tvyrus, by Gary Morley.

campaign at the Studio. We hope to
produce more campaign rules over the
coming months.

SKIRMISH

Warhammer and Warhammer 40,000 are
what are known as ‘battle’ games — that
is they allow players to fight battles with
large armies which contain many different
types of units. [nquisitor is a 'skirmish’
game and concentrates on just a few
individuals in a bitter struggle with each
other. Those of you who have played
Mardheim or Necromunda will
understand what a skirmish game is like,
although Inquisitor goes into even more
detail than these games.

PRSI T P T

Damien 1427, by Alan Perry, and Inquisitor Eisenhorn, by Brian Nelson.
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Preacher Josef, by Mark Bedford.
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Inquisitor is very detailed, because as a
player only has to worry about a handful
of characters, the amount of information

e

intricate. For example, each character has
! nine different characteristics which show
‘;'4' their physical and mental capabilities,
ranging from their Weapon Skill, which
most of you will be familiar with, to
factors such as their Nerve (how cool

- under fire they are) and Sagacity (how
~intelligent and educated the character is).
Added to this are a wide range of special
abilities. These include Talents such as
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for each character can be that much more

Gy s e e e

being ambidextrous or the ability to fast
draw, Psychic powers (of which there are
37 detailed in the book) and Exotic
abilities, such as a spit acid attack or even
being possessed or daemonic!

On top of the characteristics and abilities,
a character also has their wargear. An
extensive (though by no means exhaustive
— look out for additions in future White
Dwarfs) Armoury section includes details
of over 150 types of weapon, armour,
scanners, bionics, force fields, combat
drugs, psyber-eagles, servo-skulls and all
manner of other kit. Characters’ guns
don't have unlimited ammo, the player
must keep track of the number of bullets
or shots left. Special ammunition types
must be recorded, the effects of certain
bionics and combat stimulants will adjust
the character’s capabilities, and so on.

Also, Inquisitor has a location-based injury
system. Characters can be hit in the arm,
the abdomen, even the groin! Varying
levels of injury will affect their
performance and the players have to keep
track of this too. At first, all of this detail
may seem daunting and complicated, but
I've tried to include a lot of this
complexity while maintaining fairly
smooth, flowing gameplay. Obviously, |
think the balance is just right, but players
and Gamesmasters should feel free to
simplify or complicate the rules as they
desire.

The basic Inquisitor rules system is based

upon actions. In inquisitor, players do not
take turns one after each other (called I-

go, U-go' sometimes!), instead there is an
'integrated’ turn system (sometimes called
‘initiative-based’ turn sequence, for thase
of you who care about such things). Every

-
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CENEAREEST

‘Slick” Devlan, by Alan Perry.

character has a Speed value, which shows
how quick to act they are, and how much
they can try to do in a turn. A character
with a higher Speed has a chance of
acting before one with a lower Speed,
although it also gives them the option of
waiting to see what the enemy is up to.

During a character’s turn, they can
attempt a number of actions equal to their
Speed. Actions cover everything you
might want a character to do, fairly
straightforward actions include different
types of movement (walking, crawling,
sprinting, etc), firing a gun, aiming,
priming a grenade, making a close combat
attack, etc. It can also be something maore
out of the ordinary, such as swinging on a
rope, diving through a window, leaving a
booby trap, picking a lock, disarming a
bomb. The list is endless.

The player nominates what their character
is attempting to do at the start of the
character’s turn. The key word here is
‘attempting’. To make sure there's an
edge of uncertainty, some tension and
suspense, a character does not
automatically perform every nominated
action. For each point of Speed the
character has, they roll a D&. Each 4+ roll
allows one action to be performed, in the
order they were declared. My thanks to
Jervis for suggesting this nifty little
system! This encourages players to think
hard about what their characters are
trying to do. There's nothing like declaring
a headlong charge down the street
towards the enemy, only to find that your
Inquisitor has hesitated and is now in plain
view of his adversary's guns!

There are also risky actions, which

represent such unpredictable situations as
firing a plasma gun, throwing a grenade,
sprinting over difficult ground, and so on.

R S A P A I M TS T S BT
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Some of the new Inquisitor scenery made by our 'Eavy Metal team.

If the player rolls mere 1s than 6s on their
Action roll, the risky action goes wrong.
The result of this varies depending upon
the action, so, for example, a plasma gun
might overheat, a grenade might go off in
the character's hand, etc.

50 IT'sS A RHOLEPLAY

GAME THEN?

Well, yes and no. There are certainly many
roleplay-based elements in Inquisitor. The
character creation, scenario-driven gaming
and narrative style are similar to
roleplaying games. However, Inquisitor is a
miniatures-based game which focuses on
conflict and combat. There's no hanging
around in shady taverns waiting for
suspicious old men with long beards and
pointy hats to ask you to quest for a
magical chair. In essence, some of you
may like to think of Inquisitor as a roleplay
combat system, with the additional
advantages that come from knowing you
have miniatures to use. I'm sure some of
you will use the Inquisitor rules as a basis
for a Warhammer 40,000 roleplay combat
system and | certainly wouldn't argue
against it. However, although Inquisitor
relies a lot on players’ imaginations, like
roleplaying, there is also the whole
painting and modelling side to the hobby
as well, which gives players and
Gamesmasters alike plenty to do, even
when they aren't playing games.

MORE BACKGROUND

As well as the Inquisitor rules themselves,
the book contains lots of extra
background about the Imperium and
Warhammer 40,000 universe. Many new,
exotic character types are introduced
(some of which may find their way into
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the game at a later date), as well as more
information on that shadowy organisation
— the Inquisition. Combined with the
wealth of character types, weaponry and
psychic powers, this all means that
Inquisitor is actually one of those great
volumes for browsing through as well, and
I hope will serve as inspiration for anyone
interested in the Warhammer 40,000
universe — including players of
Warhammer 40,000,

Necromunda and other

games,

Inquisitor Covenant, by Jes Goodwin,
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A BREACH OF SECURITY

Slick Devian dived behind the stack of
crates as the ground where he had
been a mere fraction of a second
earlier was peppered with bullets.
That was too close for comfort. If he
hadn’t seen the brief glint of metal
reflected by the bright sun, he would
now be riddled with holes. Taking full
advantage of the cover that the sturdy
ammunition boxes provided, he risked
a glance to see if he could spot his
would-be assassin. From a second
level window, Slick caught a flash of
movement. Looking to his left he saw
that Inquisitor Eisenhorn had seen the
stranger too and was running swiftly
across the deserted plaza to intercept
him. Slick raised both of his guns and
fired a short volley of shots towards
where he had seen the mysterious

sniper. He knew that the figure would
have long since gone, but at least i
would provide some form of covering
fire for the venerable Inquisitor. This
guy was ancient but Slick was
amazed at the speed with which he
covered the open square; he doubted
even he could run that fast. He'd
heard some wild rumours speculating
on the Inquisiter's age and, even
though Eisenhorn had confirmed
these tales, Slick found it hard to
believe that the man was hundreds of
years old.

ks G

A puzzled frown crossed his.face, why
would anyone come to this deserted
hell hole, anyway? The rendezvous
had supposedly been a secret or at
least that is what he'd assumed. A
quiet scuffling behind Slick broke his
train of thought and with lightning
quick reflexes he span round, letting
his.guns biaze in a fury of firepower. If
someone was sneaking up from
behind they d notlive to regret it. His
shots hit home inlo the leg.of a large
grizzled looking man wielding an even
deadlier locking glalve: His assailant
went down and Slick aimed his twin
pistols 1o finish this beast of a man off.
Shoot first, ask questions later, that
was Slick's way of thinking. This man
was truly atou h guy, even with a leg
full of lead he'steediback up and
looked m?fanneyed than mortally
wounded. | |~

e friendiSlick said. His
sights were. Iined up SQuarely at the
scarred man's forehead. Not even this
thug would get back up with his brains
spread across the dusty floor he
mused to himself, gently squeezing
the triggers. A look of horror crossed
his face as the firing cock clicked
OMINOUSIYORIS &N empty chamber.
His opponentstared him in the eye, a
grim smile crossing his battle savaged
face. Raising his glaive menacingly he
charged straight at the hired
gunslinger.

* * * * *

Eisenhorm reached the concrete
arched doorway pausing for a brief
moment to cafch his breath. From the
cracked stone plague above the main
entrance he could just make out that
the building once used to be the
Judicial Chambers. That had been
before the pecple of Galdas had risen
- up in rebellion against the corrupt
tyrannlcal government. Even now in
IS ruinous state, the building was of
importance to the Imperium and

8 |00k 6f things, whoever had
Knew about the secrets
1in. Whoever it was had
fo_re they posed a




The stranger had locked the door from
the inside, but it posed little problem
to the Inquisitor. Aiming a well-placed
kick at the thick wooden beams, the
bionic callipers supporting his aged
legs smashed the door open with a
loud crack. Sprinting up the dust
covered marble stairs, he made his
way to the judicial office located on
the upper level. Bounding through the
door his suspicions as to the identity
of the mysterious assailant were
confirmed.

“Gruss!” Eisenhorn’s voice betrayed
his deep contempt for the Machine
God cultist. Before him stood a tall,
red robed being, the cog wheel
symbol of the Adeptus Mechanicus
hanging from a chain around his neck.
Four metallic tentacles sprang out
from under his robes. They moved
independently of each other, writhing
like some strange steel serpents,
connecting themselves to a series of
sockets located on the far wall.

“Good afternoon Eisenhorn. So good
of you to join us.” Magos Delphan
Gruss's voice was metallic in tone
coming from a small synthesiser wired
into a speaker system on his chest.

“Give me one reason why 1 shouldn’t
cut you down you where you stand,
traitor.” Eisenhorn shouted at the
Tech-Priest, drawing a sharp steel
blade of ancient design.

“You need me, Eisenhorn. If you stand
any chance of getting past the
security fields to the lower levels then
you'll be wise to keep your distance.”
As much as it enraged Eisenhorn he
knew that there was some truth in
Gruss's words. The secret passage to
the underground vaults was bound to
have some kind of security defence.
Only the Tech-Priest would have the
necessary encryption decoder
sequences needed fo shut it down. As
Eisenhorn stepped back from the red
robed priest he noticed a shadow
cross the far wall. Spinning round with
remarkable speed he raised his blade
just in time to parry the downward arc
of a glaive. Even before the sparks
from the two blades impactinghad
died Eisenhaern's lightning senses
A told himihat this brute of/a man
P& was! strong to fight.

Reaching deep within the channels of
his psyche he concentrated on finding
a pathway into this warrior’'s
subconscious. Pushing past the
strong mental barriers that his
opponent had formed he sent a
suggestion into the warrior's mind.

Sgt Stone was helpless to prevent
himself from dropping his weapon.
Even though every instinct of his
warrior's body told him that to do so
would mean leaving himself
defenceless, he could not stop his
fingers from relaxing and letting the
bladed staff fall from his tight grip.

Eisenhorn kicked out at his opponent
sending him flying backwards through
one of the windows of the second
storey room. Turning on the spot a
surge of anger flared through
Eisenhom’s normally coal emaotions as
he saw that Gruss had vanished.
Before him an open doorway in the
wooden panel off the far wall revealed
a secret entrance. A narrow stairway
spiralled down into the dark levels
below. With no'time to waste the
Inquisitor bounded down the stairs
after the Tech-Priest,

The central chamber of the
underground bunker was dimly it,
Cautiously stepping inside, Eisenhorn
cursed as once again there was no
sign of Gruss. A set of lights on a
control panel signalled that the
systems had been made operational;
the Tech Priest was working at an
incredible speed. Above the dull hum
of the generator Eisenhorn heard a
muffled click sounding from a corridor
off the main chamber. Following the
curved passageway it opened up into
another smaller room at the centre of
which stood Gruss, linked into a
control panel.

“You're too late Eisenhormn, in seconds
the precious information contained
within these files will instantly be

relayed to my brethren; no longer will ;g,;—‘:_

our cults live in fear of your kind.” As
Gruss spoke a bolt of energy sparked
where his cables were linked to the

cansole. Eisenhorn let out a rare smila ™

as the spark turned into a red fork of
%g;gy which ran-up the length of the

Gruss's bodyigonv
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drifting from his hood before the
connection was severed and he fell to
the floor.

“Did you really believe you could
access such high level secutity
information without the corrgct godes.
The security system was set up by a
far better man than you Gruss.”
Eisenhorn derisively laughed at the
prone cultist. A'recorded voice spoke
out from the tannoy system on the
walls.

“Security breached. One minute tQ
shut down.”

Eisenhorn tumed to leave, ‘1 had
come to make sure nobody would
access the information; it seemsiyou
have succeeded in my mission for.me
Gruss.” He said, hurriedly leaving the
chamber.

The bright light of the sun glared in
Eisenhorn's face as he ran from the
building. Sat upon a pile of rubble,
casually polishing an ivory handled
pistol was Slick Devlan. The Inquisitor -
was genuinely relieved to see him
alive. As Eisenhorn ran past him the
gunslinger spat out a mouthful of
black Skalweed.

“Devlan, get on your feet and run.” :
Eisenhorn shouted out, sprinting past.
him. W

“What's the rush?” the gunslige |\ 8
L

called, guickly jumping to’
following the Inquisitor. E thal b
spoke his words were drowned out by

a mighty e n. A ball of flame
engulfed the ruined buildi '
Slick from |
sending

dusty floo




Inquisitor designer Gav Thorpe
describes how the game first
came into being and how it has
continued to grow to become the
game that is released this month.
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Gayv, in his
position as Head
Inquisitor of the
Studio, has not
only been burning
heretics left, right
and centre but
has also dragged
the Inquisitor game into the light
from its previous location, the
dank corners of his twisted mind.
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lnquisitor is different from anything I've
ever worked on hefore. A cliché,
perhaps, but true. Although its
beginnings were fairly inauspicious (one
proposal for a 54mm skirmish system

' amongst many other games) it has

. grown into a unique beast. Not only is it
a first for me, it is a first for Games
Workshop. A new scale, with a new
ethos. For years, successive designers
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THE THOUGHTS AND IDEAS BEHINO INOUISITOR

and developers have honed each editicn
of Warhammer and Warhammer 40,000
to a razor edge, forever striving towards
that Holy Grail of games design — game
balance. With Inquisitor we decided not
to bother with any of that at all...

Instead, we wanted to build on the idea
that gaming isn't just about a set of rules
and some victory conditions. In many
ways my main inspiration was the
original Warhammer 40,000 rules — the
volume known as Rogue Trader. While
demand from gamers has meant that
Warhammer 40,000 is now most
certainly a battle game with armies of
dedicated Imperial servants and slavering
aliens fighting each other, Rogue Trader
was just as much about a single Space
Marine taking on a hive gang, or a few
space pirates trying to raid the Imperial
armoury. It was these small skirmishes,
these low-key encounters, that we
wanted to bring back to life. After all, in
the grim darkness of the far future there
is only war, but not all wars are fought
the same way!

Perhaps more than any other game
system Games Workshop has produced,
Inquisitor is a starting point rather than
an end. | ask, even implore, GMs and
players to do with these rules as they see
fit. The Imperium is your oyster, and
even if | was allowed to write a fifteen-
volume series, that would still leave
plenty of material unpublished. It is this

freedom, this flexibility, which was one
of the most rewarding aspects of
working on Inquisitor. | wouldn't go as
far to say that | renounced all of my
responsibilities as a games designer when
it came to balance, but allowing players
and GMs to be their own judges of what
was acceptable and what was not
certainly freed my hands. Not having to
worry about points values was a definite
start! That said, although many weapons
and powers are better than others, | tried
to make sure that the more destructive
guns, the more devastating psychic
powers and the most lethal close combat
weapons did have drawbacks.

The Armoury itself was a major
undertaking, including as it does over
150 different items of weaponry and
wargear! Each weapon needed to have
its own characteristics which
differentiated it from the others, no
matter how subtly. Over the course of an
Inquisitor game, the minor variations in
range modifier, ammunition count,
reloading time and damage factors can
actually become quite important, and
although it seems tempting at first to
give everyone a lascannon, in practice
the more durable, reliable and versatile
weapons turn out to be the most useful.
The greater detail of Inquisitor did allow
me to bring back some old favourites,
such as hallucinogen grenades and
different types of daemon weapons. Ah,
the good old days...

Although I could wash my hands of
much of the fine-tuning and pernickety
details that game balance and having no
GM usually requires, | was left with
another task, just as daunting in some
ways. Many players of our games have

- been reared on a diet of Warhammer,

Warhammer 40,000, Epic and other
wargames systems which inherently
come down to one side winning and the
other losing. Armies are strictly regulated
with regard to what can and can't be



included, and victory conditions are
clearly defined (well, we try...). So a
good proportion of the Inquisitor book is
given over to explaining how to play
with toy soldiers in a different way — the
narrative wargame way. This was a fine
balancing act in itself, walking along the
line of giving genuine useful guidance
and advice and not being too vague or
too prohibitive. After all, if someone
really wants to try and power game with
Inquisitor | can't come round their house
and stop them. That said, | wanted to
demonstrate how a little effort can go a
long way. Judging by the results of our
Studio campaign, this is one of those
ideas that people can actually grasp quite
easily, although it takes quite a bit of
space to write down.

All the way through writing Inquisitor,
designing the sample characters, coming
up with scenario concepts, | wanted to
emphasise the fact that everything in the
bock (well, nearly everything) is
illustrative rather than definitive. We've
designed 15 characters that can be
played straight as they are, but these are
in no way the only characters you can
use. The whole modelling aspect of the
hobby is very much at the core of
Inguisitor, and something which | found
a great deal of pleasure in myself. | don't
normally do that much conversion work
on my miniatures except where necessity
demands, but after making a couple of
early playtest models from some 1/35th
military models, | was gripped by the
modelling bug. When we started gefting
actual figures to convert, | found myself
spending all my time thinking up more
cool characters and neat conversions
than | could ever hope to finish!

As | mentioned earlier, rules weren't
really the driving force behind Inguisitor,
even though there are quite a lot of
them. The chance to delve deeply into
the Warhammer 40,000 mythos, to
explore even just a few of those dark,
forbidding corners of the galaxy, was the
prime mctivating factor. It gives us the
opportunity to bring to life those horrific,
exotic characters hinted at but never
explained. These characters are at the
centre of Inquisitor; a cast of bizarre,
disturbing men, women and creatures,
who embody the spirit of the Imperium
and Warhammer 40,000 as a whole.

Although Inquisitors have been around
since the first inception of the Imperium,
never before had we focused on them in
much detail. What exactly would this
omnipotent organisation be like? How
does it reflect the vast diversity of
humanity from which the Inquisitors are
recruited? These and many other
questions had tc be answered, and the
contents of Inquisitor are the result. As
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Inquisitor Eisenhorn draws his sword ready for combat.

with the game system, the background
of the Inquisition presented is by no
means definitive. What | hope | have
conveyed is the fact that an Inquisitor’s
individuality is one of his (or hers, for
that matter!) greatest strengths. The
Imperial Guard, Ecclesiarchy and
Adeptus Arbites may need unthinking,
fanatical agents, but the Inquisition
wields such power that discretion is
preferred to dogma. This was how the
divide of Puritans and Radicals came
about - Inquisitors who survive long
decades of fighting the enemies of the
Emperor will have doubts, opinions and
observations which contradict or defy
the orthodoxy of the Imperium. But
although their views may differ from the
doctrine of thousands of years, they are
no less valid.

There are few genuinely good guys and
bad guys in Inquisitor, it all comes down
to a matter of perspective. It is this
greying of the lines which makes
Inquisitor so interesting, both to write
and to game. The factions mentioned in
this book are just a few examples of the
many, many philosophies and doctrines
that have, at one time or another, been
beliefs within the Inquisition and as |
earlier pleaded, it is a vein of ideas that
can be mercilessly mined without fear.

In all then, play Inquisitor in the spirit it
was intended, and the rewards are great.
Enjoy the diversity of scenarios, bring life
and detail to the characters

and the places they fight,

and you will find that

Inquisitor will never

grow tired and stale.

Happy gaming!
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THE INQUISITOR SKETCH BOOK

By John Blanche
John Blanche unveils the secrets of the

newly released Inquisitor game in this lavish
oversized softback artbook. It’s filled with
pages of never-seen designs and concept
artwork by the world-renowned Games
Workshop artist John Blanche, illustrating
the stunning visual development of this
landmark game system.
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Last month Space McQuirk
told of the spread of the
terrible curse of Vampirism
into the world. This month
the story continues with the
fate of the Strigoi and
Necrarch blood lines.

Space got the job of
Warbammer Writer
after seeing the ad
in White Dwarf. He
now writes for
Armies books as
well as WD itself.

You have heard how the curse of
Undeath was brought into the Old
World, and how the Vampires were
driven forth from their city of Lahmia
to seek shelter with the Great
Necromancer Nagash. On the eve of a
massive battle the Vampire alliance
crumbled and each of the trueborn
Vampires decided upon their own
course of action. The world had been
spared the wrath of a combined force
that would undoubtedly have been
able to conquer any resistance it came
across. Now, though, a new and more
elusive danger threatened each and
every civilisation.

For many decades the six trueborn
Vampires who had deserted Nagash

BORN UNTO
DAMNATION

The Origins of the Vampires — Part Two

remained in hiding from each other.
Plotting in their dark and secret lairs,
they dreamed up dark schemes as to
how best they could forge enough
power to withstand the other
trueborn, who would no doubt seek
to destroy them.

Wsoran was the only Vampire to
remain loyal to Nagash. As the other
Vampires fled into the dark night he
remained at his master’s side,
agreeing to lead the army into battle.
He hoped that by staying with Nagash
his dark master would reveal more of
his Necromantic secrets. Wsoran
accompanied Nagash into battle in a
mighty scythed chariot made of the
sun bleached bones of a once
monstrous creature.

He led a massive horde of skeletal
warriors into combat, riding at the
forefront of the army, casting his
corrupt magic across the battlefield.
As the bloodied bodies of his foes fell
to the sandy desert floor, smashed by
dark bolts of crackling energy, he
would awaken their spirits,
commanding them to rise and fight
against their own kinfolk. The battle
was savage and Alcadizaar’s army was
weakened by the dread plague that

had swept across the land. The horror
of having to fight their own decayed
friends and family who had been
summoned from their plague ridden
graves led to Alcadizaar’s army
crumbling under the massed assault.

Nagash was pleased with his
apprentice and as a reward gave
Wsoran one of his dark tomes to
study. Wsoran gleaned terrible arcane
knowledge from the crumbling pages
of the unholy book, whilst the other
Vampires fled north. It is thought that
one sought passage on a merchant
vessel. Tales tell of how a ship was
found crewless, drifting along the
coast around the lands now known as
Norsca. All the cargo had been thrown
overboard save for a single coffin.
Another headed east towards the
lands of Cathy and Nippon. Little is
known of the fate of these Vampires.
None can know the exact routes that
the Vampires chose to walk, but
stories of their passing can be found
amongst the myths and legends that
still haunt the children of those
realms to this day.

During the brief period of time that
Wsoran was able to study under
Nagash he learned much of the other
realm, the world of Undeath.
Unfortunately for the Vampire
trueborn, his master was slain by
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Alcadizaar only a year after he had
risen to power. Nonetheless Wsoran
escaped, with the tome Nagash had
presented him still in his possession.
Wsoran did not harbour the ambitions
of the other Vampires. Conquering the
world of mortals was not enough for
the Necrarch. Instead, he sought to
master the world of death. He knew
that if he were to achieve ultimate
power then it would come from
knowledge of the spirit world that was
the essence of his very being.

With no aspirations to build a great
nation, he was not inclined as were
the other Vampires to create an army
of Thralls. Wsoran selected a few of
Nagash'’s most intelligent priests who
had escaped the wrath of Khemri. He
decided to make them into his
Vampire students and went into
seclusion in order that he could teach
them the dark arts of Necromancy,
unthreatened by the other Vampires.

Little is known of where Wsoran hid
away after the defeat of Nagash. He
locked himself away for centuries,
studying the art of Necromancy with
little interest in the affairs of his fellow
Vampires. Using knowledge gained
from the Book of Nagash, he would
spend great amounts of his time
walking in the Undead spirit world. It
was this that ultimately led to
Wsoran’'s undoing. In order to cross
the border between the mortal realm
and the land of Undeath he would go
into a trance-like state. In this way, his
soul became free to explore and
converse with the spirits of the dead.

His finest and most diligent student, a
Vampire named Melkhior, seized one
such moment to use to his advantage.
Who knows what made Melkhior
betray his master. Some rumour that
the Book of Nagash spoke to him,
beckoning him to slay Wsoran, others
believe it was simply his own twisted
mind that led him to plunge a stake
through the heart of his master.
Nonetheless, in doing so, Melkhior
plunged those Vampires that Wsoran
had created into a world of darkness.

Hekdeskok

During this time, the remaining
trueborn fled north through Orc
infested lands, crossing mighty
mountain ranges on their travels. Each
of them came upon small secluded
realms around the Old World. In these
lands they began to found minor
domains. No single Vampire was
stronger than the next and so they

kept their locations secret, waiting
patiently for the others to expose
themselves before choosing whether
to strike against them. Realising that
they would need strong allies were
they to stand any hope of defeating
the other Vampires, each of the
trueborn created Thralls with the
Blood Kiss. For many centuries they
continued to exist this way and it
came as little surprise to the other
Vampires that Ushoran would be the
first to emerge.

Ushoran had a unique skill with
diplomacy and was a fine warrior
whose lack of skill at swordsmanship
was more than made up for by his
immense muscular strength and finely
honed strategic mind. Ushoran came
across a city known as Mourkain in
the Kingdom of Strigos which
flourished in the Western foothills of
the Worlds Edge Mountains. Over a
brief few decades he was able to
create a small following of Vampire
Thralls each of whom held high
positions within the city’s nobility.
Once he felt that they were in a strong
enough position he made his move
and with the support of the Thralls he
declared himself ruler of the realm.

Ushoran had learned from the
mistakes of the Lahmian court and
bade that his Vampires only drank
from those that deserved to die. With
such a strong leader the realm
prospered and before long it became
obvious to the other Vampires that
one of their kind must be behind the
success. Ushoran in his foolish pride
sent his Thralls out to seek the other
trueborn Vampires and bid them to
come to his realm where together
under his leadership they could found
a new deadly dynasty.

It was Neferata, Ushoran’s own sister,
that was the first to scorn his
invitation. She imprisoned the Thrall
messenger, sending the bloodied
fangs which she had herself torn from
his mouth back to Ushoran as a sign
of her contempt. Neferata had built
up a network of Vampires amongst
the flourishing tribes that were to
eventually become the Empire.
Making good use of this, she warned
the kings and princes of these lands of
Ushoran’s deadly power. Together
they raised an army and marched
south against Ushoran.

Had the humans known what they
faced they might have decided against
their course of action, but the
subterfuge of Neferata’s Lahmian




sisters was subtle. Ushoran had
amassed a great army. They were a
disciplined force comprising many
strong and skilled warriors, with well
crafted weapons and armour. He
gathered his troops and marched
north to intercept the armies of men,

Unfortunately for Ushoran the Orcs
and Goblins had overcome their fear
of the terrible fanged beasts that had
stalked through their land and, in true
Orc fashion, now sought to fight these
monsters. Mounted on mighty
Wyverns, the Orc Warboss Garsnag
Craktoof and his Shaman Fuzzgig led
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a massive Waaagh! and headed north
to seek vengeance for those Orcs that
had been slaughtered by the dread
Blood Dragon Abhorash.

Ushoran’s force had virtually smashed
the united tribes. His Thralls had been
merciless on the battlefield, slaying
thousands with their unholy fury.
Ushoran’s army would have easily
defeated the men of the northern
[ands, but during the long campaign
rumour spread of Craktoof’s mighty
Waaagh! Ushoran knew he had left his
capital city defenceless and had to
quickly march his army back south.

They were harried and pursued by the
humans and much of his force was
destroyed as the rearguard collapsed.

Finally, when they reached the plains
of dust, a short distance from the
capital, Ushoran saw the might of the
Orc horde. Countless numbers of
Greenskins were amassed before him
ready to sweep through his tired and
depleted force. Bellowing savage
guttural war cries, they smashed crude
weapons on their shields challenging
the Vampire army. Ushoran knew they
were outnumbered but he had little
choice other than to fight the horde.
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The Orcs had underestimated the
power of a Vampire and in the first
assault upon the city, Craktoof himself
was slain by Ushoran, who it is said
tore the Orc’s head from his body
with his bare hands. None dared face
the Vampire and the Orc attack might
“have faltered had not Fuzzgig called
upon the mighty powers of Waaagh!
magic and struck down the Vampire
Lord, engulfing him in a green,
sorcerous blast of energy.

Upon seeing their master destroyed,
the remaining Strigoi fled the battle
knowing that the city was doomed.
They desperately sought safety
amongst their own kind, searching for
the other Vampires. It was not long
before they found a small Vampire
sect hidden within the chill, dark
forests inhabited by the Sylvanjas
peoples. They begged that they be
allowed to join the Vampire coven,
but those Vampires who are now
thought to be the first of the von
Carstein lineage remembered
Ushoran’s arrogance. They turned
upon the stricken Vampires with
ferocity, and few escaped their
murderous vengeance. Each time they
came across other Vampires they
received similar treatment. The hunter
had become the prey. The Strigoi were
forced into hiding; everywhere they
turned foes sought to destroy them.
They had little option but to live in
the barren wilderness, feasting off
beasts. Their only refuges were those
places shunned by civilisation. Over
many centuries the harsh elements
changed their once fine bodies into
tough muscular frames. The Strigoi
became feral and beast-like, 2 mockery
of their former aristocratic selves.

They became increasingly bitter and
twisted as they watched the many
races of the Old World grow strong,
but more than anything else they
hated the other Vampires for what
they had turned once noble and
proud Vampires into: monsters
lurking at the edge of civilisation who
would gnaw the bones of the freshly
buried dead, gathering followers from
the Ghouls who inhabited the
cemeteries. Lone travellers often fall
prey to the Strigoi and villagers living
on the poorly patrolled borders of
realms tell tales of the terrible
creatures that live in the dark forests.

As for the fate of Wsoran's Necrarch
pupils, they too scattered across the
Old World. Perhaps because of the
direct blood lineage or maybe due to
some terrible sorceries from the spirit

of Wsoran, the Necrarch pupils found
that they were somehow drawn into
the world of Undeath. Their bodies
remained on the mortal world free to
walk that land at will but no longer
able see the world as others do. Now
they can only see the spirits of the
dead. Mortals appear to the Necrarch
Vampires as ghostly apparitions, whilst
they can freely command the spirits of
those who have passed into the other
realm.

Many Vampires such as the von
Carsteins and the Lahmians wish to
rule over the Old World as immortal
masters. From that fateful day when
Melkhior slew the body of Wsoran,
the Necrarch Vampires’ sole purpose
has been to turn all life into death.
Naturally this twilight existence has
led to most Necrarchs losing any
sense of rationality they once
possessed. Most are insane and spend
their lives locked in remote towers
plotting the fall of mankind, but
occasionally one will march to battle.

Of all the Vampires that are known to
exist the Necrarchs are the most
reviled. Due to their unearthly
Necromantic skills they have the
ability to summon vast hordes of
Undead warriors when they march to
war, replenishing the broken corpses
which fall in battle with the mutilated
bodies of the opposing army.

Now the Vampires have spread
themselves across the whole of the
Old World. Each night their numbers
grow as more fall prey to the deadly
Blood Kiss of a Vampire. With each
battle their armies are swollen with
the re-animated bodies of the fallen,
and in the war torn lands of the Old
World there are countless
reinforcements for their unholy
hordes. Who can tell what secret plots
they hatch in their ancient crypts.
Decades, even centuries, are of little
importance to a Vampire and they can
patiently bide their time waiting for
the perfect moment to strike.

One thing is certain; there are none
who can safely sleep in their beds
whilst the dark menace of the Vampire
Counts casts its evil shadow across the
land. Many have attempted to wipe
the threat of the Vampire from the
face of the Old World but, as of yet,
none have succeeded. The Bloodlines
flourish still and it is only through the
acquired knowledge of their dark
histories that the mortal world stands
any chance of saving itself from the
legions of death.
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CODEX SPACE MARINES . £8 You will need Codex Space Marines to \usé the

The Space Marines are the finest troops in the followingligreSrlexsasmysBooiGine Ui N
Imperium. Their genetically. engineered bodies highllghTMQEEESRIEE M AR DI

have been honed far in advance of any human, | CODEX BLOOD ANGELS £4
and their battle skills are.second to nong | ———s——+ " ————
Combined with the best wargear mankind can | The Blood Angels are the most bloodthirsty of-all the
offer and a lifespan lasting hundreds of vears, | Space Mafine Chapters, Unistoppable in theif fury and
these champions of the Imperium are feared and | infamous in their guest to Spilf blood in the name of the
regpected throughout the universe. Emperor.

Each Chapter of

iiic Space T CODRN A T e CODEX SPACE
Marines has its Q”’\ CE MA RN‘Q WOLVES
ggms;ggt The ferocious warriors
background, and (X ot the Space Wolyas
Sesch his oy B o are famous throughut
Codex forms the sk, T , the Imperium for their
basis for several . ¥ 3 =’ bravery and willingness
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CODEX DARK ANGELS £4

The Dark Angels are stubborn and relentless
champions of the Impenium, faithful but with a terrible
secrell This Codex reveals some of the dark history of
one of the most mysterious Space Marine Chapters.

CODEX ARMAGEDDON

Aworld is torn apart by the largest Ork invasion in Impenial history. Arrayed against this mighty Ork horde

is the greatest gathering of Imperial might since the time of Lord Selar Macharius. The fate of a hundred
worlds will be decided on the blood-soaked ash dunes of Armageddon. This Codex contains four army
lists: Ork Speed Freeks, Armageddon Steel Legion Imperial Guard, Black Templars and Salamanders
Space Marine Chapters, plus the complete battle-scarred history of Armageddaon.

Codex Armageddon is a source book for Warhammer 40,000, with additional material
that supplements Codex Space Marines, Codex Orks and Codex Imperial Guard.
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The Codex army books are supplements for Warhammer 40,000.
You must possess a copy of Warhammer 40,000 to be able to use the contents of these books.

CODEX DARK ELDAR £8

Spawned in the dtkest pit of the universe, the cruel Dark Eldar
@re a curse upan all faces of the galaxy. For untold thousands
of years they Have preyed upon unsuspecting settiements,
stealing forth flom the shadows on their raids of terror;
massacring or enslaving ali whose paths they cross, This
Codex reveals the darkest secrets of these sadistic killers, with
advicé on Row Best to begin your own reign of terror across the
universe.

CODEX ORKS £8

WAAAGH! The Orks @re the .most brutal race in. the
Warhammer 40,000 upiverse. Across a thousand worlds the
deafening cries of baitle-crazed Ok warriors ring out as they
declare. war on everyihing in thelr path. From unstoppable
WarlordS 10 the Iowdiest Greichin, this Codex details everything
an aspiring Ok Boss neads 10 Know to take the galaxy by
storm in a Yide of green deathl

CODEX CHAOS SPACE MARINES £8

The Legions of Chaos are twisted renegades and: traitors,
sworn 1o everthrow the Emperor and mankind whom they once
served. The armies of the damned boast mighty Daemons,
crazed berserkers, possessed vehicles and squad upon squad
of fout Chaos Space Marines, bound forever tc destroy all in
their path. Deathite the False Empeéror!

1 CODEX TYRANIDS £8

From beyond the edge of the galaxy, these voracious alien
predators come. The Tyranid swarm is. a nightmare of
towering monsters, seultling bio~-constructs and hideous living
weaponry. Within the pages of this book you'li find alkyou need
0 create your own brood of miutated terrors.
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CODEX IMPERIAL GUARD £8

The Imperial Guard is the largest and most diverse fighting
force in the galaky, fighting across a hundred warzones upon
ten thousand planets. Famous for their discipiined troops and
devastating batilé tanks, the Impetial Guard form the mainstay
of the Imperium'’s standing army.

CODEX CATACHANS £4

You'll need Codex Imperial Guard to use this supplement.

Catachan is the most infamous deathworld in the galaxy and
its inhabltants use the jungle iself as a weapon against the
enemies of the lmperdum. If hunting your adversaries with
booby traps and ambushes or incinerating your foes with
heavy flamers and demolition charges appeals to you, this
Codex is ideal. Inside is a wealth of background information
and scenafios for desperate jungle and deathworld fighting.

CODEX ELDAR £8

The Etdar are an ancient race, immersed in'a batlle for survival
in a galaxy overrun by barbaric usurpers. Eldar warriors are as
deadly as they are diverse, utilising advanged Weaponry and
mysterious wargear. This Codex details averything you need to
know o field an army of these proud, alien warriors.

CODEX CRAFTWORLD ELDAR £4

You'll need Codex Eidar to use this supplement.

The Eldar of the Craftworlds are a diverse race, in culture,
traditions and military structure. JThis Codex uncovers the
details.and specialised forces of the five major Craftworlds —
the Bial-Tan Swordwind army, Ulthwé the Damned, the Saim-
Hann Wild Rider host, the tyanden Ghost Warrior army and the
Alaitoc Ranger force. Each variant includes allerations to the
army’s organisation: along with -Special rules and new unit
types
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TACTICA sees a veteran gamer
taking a close look at the strategy
ond tactics for how to get the best
out of a particular force and from the
game itself. This month, Mike Major
takes o detailed look at the tactics
he uses in the Assault phase. Be
warned, however, that these are
advanced tactics for fournament
players and experienced gamers,

Mike is a member of ‘The
Taken', a group of
dedicated hobbyists who
produce the Apocrypha
B 40,000 webzine
ﬂ (www.thetaken.org). He's
been playing Warhammer
40,000 since it first came out, and in 1999

won the Canadian Grand Tournament.

TAKE IT TO THE FOE!

On the battlefields of the 41st
Millennium, battles are often won and
lost in the ferocity of hand-to-hand
combat. Many armies utilise close-
combat troops or can be heavily assault
oriented. Correctly utilising these key
forces - or thwarting them — is often the
difference between victory and defeat for
a commander. Despite this key fact,
many players simply fling their warriors
into the fray willy-nilly, trusting to the
Emperor or to Gork to carry them
through. While this will often work, there
are refined tactics that can be used 1o
increase your chances of victory in any
assault regardless of the army you field.
In this, the first of two articles which
conclude next issue, 'l detail how to get
the most out of your assault forces and
also how to defend against those of your
opponent’s.

Before we begin, though, I'd like to
borrow a phrase from Jervis and talk
about ‘the most important rule.’ Fll be
reviewing some very advanced tactics
here — high end usages of the rules
which push the limits but are still within
the spirit of fair play. These tactics
literally came about accidentally through
game play. They weren't so much
developed as discovered. “Hey! If | set
up like this, | can do that!” Sadly,
however, some players use this kind of
discovery to push well beyond what is
reasonable and into the abusive. We've
all heard of players who read that when
a vehicle is destroyed it can be turned on
its side and interpret this so as to build
walls or ‘Rhino laagers’ out of wrecks by
orienting destroyed models exactly how
they want them. Or folks wha take the
kills off from one end of a fight when a
character at the other end dealt them out
just because ‘the dead models are still in
base to base with the enemy.’ Wrecks
don't conveniently become castle walls
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ADVANCED TACTICS FOR THE 40K ASSAULT PHASE. PART 1

and guys with powerswords don't fling
them to the other side of a giant combat
rather than killing the guy in front of
them! Think of how you would feel if
such a tactic was routinely used against
you. Would you be content playing
against it? Is it a solid reading of the rule
or is there really some question over it?
Good sportsmanship is the key. By all
means, develop new tactics — but
remember that the very best game of
Warhammer 40,000 is a close run fight
that’s in question down to the last model.
If a new ‘tactic’ is getting in the way of
that then you may wish to rethink it, as
an enjoyable game is always far more
important than winmning.

I've structured this discussion of tactics
in a ‘turn sequence’ order. One of the
largest misconceptions of a Warhammer
40,000 assault is that it takes place
exclusively in the Assault phase. Nothing
could be further from the truth. In part
one of this series, | will discuss the
preparation and ground work of the
assault as well as its opening phases. I'll
first talk about concemns that you should
consider during deployment and the
early movements of the game. Then I'll
discuss the critical preparation for your
assault, which will include a brief
discussion of transports, deployment of
models during the Movement phase for
greatest impact and pre-assault fire in
the Shooting phase. Finally, I'l move on
to the Assault phase proper, touching on
common assault wargear.

Part two of this series will continue this
trend with a discussion of unusual traits
such as fearsome troops. Then the nitty
gritty of the Assault phase itself and your
options within it will be pried open for
examination. Finally, I'll cover the close
of the Assault phase and such things as
sweeping advances and post assault
positioning and what happens when the
enemy reacts to what you've done.
Check next month’s White Dwarf for
these discussions of the later portions of
your assault.

Now without further ado...

ADVANCE AND STRIKE

The Deployment Phase...
One of the most important aspects of
your assault is how you prepare your

troops and the deployment of enemy
forces. Given this, your assault planning
should begin early. Well in advance, you
should begin the selection process of
targets for your close combat strikes.
This is best done during deployment, at
least for the initial targets. Striking a
flank is usually better than attacking
straight into the centre of an enemy
force. Your approach is often easier, and
enemy shooting during any sweeping
advances you make later is more
restricted by the enemy’s line of sight
and range. However, such flanking
moves also take longer to set up and will
ciue your opponent in to your plan of
attack unless you can distract him
somehow. In addition, your objective
may very well be straight up the

middle.

Plan your assault carefully. There is a
good chance that your assault troops will
be outnumbered, at least in the initial
phases, until the rest of your army gels
there. Try to pick fights you are sure you
can win! Finally, be aware that savvy
enemy commanders may keep a
‘counter-charge’ unit in reserve. Waich
for these as they can often be a long
way from the action waiting in a vehicle.
Such units can engage quickly and,
depending on their composition and your
firepawer, they can stop your assault in
its tracks.

While this target selection begins
naturally during deployment, you cannot
afford to ignore it at any time. ltis a
process of consideration which you must
continue all through your game until
victory has been achieved.

Offensive Tacties:

1. Avoid carefully deployed armies, or
attack bravely but with the utmost
precision.

2. Never fail to use cover. It can make all
the difference.

3. Hit the flanks where you can. Fire is
too concentrated in the centre battleline.

4. Watch for counter-charge units. Even
if you are winning a fight they can ruin
your day. This CANNOT be stressed
enough!

5. Always remember that in close, your
BEST defence is the hurly burly of a
meélee. You cannot be shot at there.



Mélees also block line of sight and so
can be used as cover for the advance of
the rest of your army.

Defensive Tactics:

1. Maintain your distance: Good ‘shooty’
or defensive amy players will deploy in
ranks distanced by over 3" apart to
prevent assault forces consolidating from
one rank to the other and thus avoiding
Swesping Advance fire. If attackers win a
fight at the wrong time, they either have
to sweep or consolidate, but either way
they're a big target.

FLOOR IT!

The Movement Phase

Many armies have access to inexpensive
vehicles to transport forces in.
Transports are a key consideration when
setting up your assault. While their
individual advantages are more propetly
discussed in detall in a Tactica all of their
own, there are some general rules to
consider for all transpoert bome assaults.

Offensive Tactics:

1. ALWAYS use cover when you can.
Cover will either keep your vehicle out of
line of sight or give it the ability to remain
hull down — a tremendous advantage
over the possibility of a penetrating hit,
particularly an Ordnance one which can
eliminate the entire unit along with their
ride! Despite the distinct advantage of all
damaging hits only being glancing on
fast moving skimmers, they should still
seek cover to hide behind. Skimmers are
fragile and even glances are dangerous
to them. If it's there, make use of it.

2. Remember that vehicles block line of
sight just as hills and other terrain
features do, so you can also put key
units behind others to shield them from
enemy fire.

A{iroutn the Imperial Cuard in

3. Vehicle Upgrades: Review the options
available to your army carefully and
choose ones that fit your style of play.
Proper use of these can go a long way in
getting your vehicles to their
disembarkation points.

4. To Fire or Not: Many transport
vehicles. in particular those of the Orks
and Eldar, are equipped with support
weapons. The choice of whether to move
at a slower speed and fire or go full bore
and get into range is a tough one and
will depend on the scenario, your
opponent and play style as much as
anything else. That being said, there are
a few things to consider. The first of
these is that many races have fast
transports and if these go their full 24"
allowance they cannot fire. In this case,
the troops usually cannot disembark
either and are sitting targets for enemy
guns. In such a case it's often best to
move the 12" and fire, which also still
leaves your assault options open. There
will be times however where you will
wish to move straight at the enemy at
fast speed. Ork Trukk Boyz with their
additional ability to survive the
destruction of their transport usually fail
into this category.

5. Line Breaking: Use tank shock as a
line breaker. Even against a really savvy
player this can work. If the transport is
destroyed, it then becomes cover to limit
line of sight. You can hide your assault
troops from the worst of the shooting
behind the wreck using a consolidate
move after the Assault phase is done.
You can break an opponent's shooty
army into easily consumed pieces with
this tactic but it's got to be done just right
in order to work. Be especially careful of
‘Death or Glory’. When the vehicle
access points are blocked by the enemy,
the troops inside will be killed if their
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vehicle is destroyed and they cannot
alight. (See Chapter Approved —
Transport Vehicles, WD253)

Defensive Tactics:

1. Target Priority: When facing an assault
army that is primarily transport borne,
such as Blood Angel Space Marines,
Speed Freeks or certain styles of Eldar,
be very careful in choosing your targets
for shooting. Unless your own army can
. win the ensuing fights, consider making
. transports a priority target for long
ranged heavy weapons fire over support
elements. Pedestrian assault elements
do not become effective for a long time
unless they are already close to your
lines.

2. Suppression: As an addition 1o the
above, carefully watch your damage
results. If a unit will not move for a turn
(Crew Stunned, Immobilised or
Destroyed), stop shooting at it! 1t is not
an immediate threat and you can always
renew your fire on it during your next

| Shooting phase. Move on to other

| targets.

3. Death or Glory: Be aware of possible

| tank shocks your opponent may perform
and place your anti-vehicle troopers in a
position where they will be likely to be
able to fire. Given the nature of some
transport models with limited egress, and
the fact that models which do not break
from a tank shock return to their places,
it may be possible to wipe out both
transport and passengers if they cannot
escape the vehicle due to the presence
of your troops. (Warhammer 40,000
page 89 ‘Death or Glory’. Note that while
the rules say ‘any model’ may fire, more
recent interpretations from the designers
limit Death or Glory aftempts to models
actually struck by the tank, so placement
within your unit of that blaster or
meltagun is imporiant! ‘Clipping’ the
edge of a unil is still not permitted
however).

As he is the nearest, the Chaplain will have to assault the

30 TACTICA ASSAULT |

CLOSE AND DESTROY

The Movement Phase

Once you've selected your target and
your models are within near assault
range you must plan the nuts and bolts
of your attack. You'll have several
important choices to make at this stage,
the first one being the positioning of
your models during their Movement
phase.

Before anything else, you need to decide
which units you are going to attack. This
will usually be a single unit but there are
times when you'll wish to engage
multiple enemies. This is permitted (See
The Ultimate Secrets of the Galaxy
Revealed!’ at the end of the Warhammer
40,000) and occasionally an excellent
idea, particularly when attacking with a
very large unit or when you do not wish
to win the combat in the first round so as
to avoid a sweeping advance at an
inopportune time (See 'Pursuit and
Consolidation’ next month for a full
discussion of why). Keep in mind that
you still have to move models closest to
closest even in this situation and may
even have to sacrifice a model to a
Dreadnought or other nasty iIf you do
this. Also note that you are not required
to assault more than one unit if you don't
want to, but you cannot bypass a closer
unit in favour of a further one along your
direction of assault, unless you engage
the nearest one first. Direction of assault
bears some mentioning. There is no
requirement to engage the nearest unit
or go a particular direction in an Assault
phase. If there are several possible
targets that you feel are within range,
you can go in any direction you like but
you cannot simply scatter wilty niily to
the winds and attack in all directions of
the compass. Your entire unit should
travel in the same direction and in a
specific line of assault toward the enemy
unit or units you wish to attack. I've
found that thinking of the direction of

spiring Champion, cnabling him
to kill his opponcnt before he's had a chance to fight back with his deadly power fist.

assault as being like a fallback corridor
pointed at the enemy unit(s) you wish to
assault is really helpful. Move your unit
in a column or very slightly widening
funnel engaging madels within that
corridor as you reach them and you've
got it right.

Once you've settled on a target, it's time
to get specific. When models are
performing an assault move, ‘the closest
models move first and towards the
enemy by the most direct route.’
(Warhammer 40,000 page 62 ‘Moving
into Assault’) This can be used tactically
in a number of different ways.

Offensive Tactics:

1. Closest to Closest: You can deploy
character or leader models with different
weapons or assault characteristics in
suich a way that they can ‘pick their
targets’ from amongst the nearby enemy
models. For example, if you want your
Chaplain to attack the enemy Veteran
Sergeant (armed with a power fist), so
as to cut him down before he can use
the ugly thing, you'll be able to do so if
he's at the front of his squad. Simply
ensure that when the time comes to
move your Chaplain, the Veteran Sarge
is the closest unengaged model and you
must attack him. If he is the nearest
model to your attacking squad this is
easy. Just put the Chaplain up front to be
moved first. If he's back a bit then you'll
have to ‘eyeball’ it, placing other
members of your attacking force to
engage the lead enemy models. Since
the assault is done one model at a time,
your Chaplain should get to his target if
you position your troops properly. This
may take some practice but it's
worthwhile if you can cut down some
nasty adversary with a higher Iniiative
model or get someone with an
invulnerable save squared off against
that Avatar or Daemon to protect the rest
of your unit.

2. Troop Borne Wargear: Another variant
of this tactic is the use of ‘invisible’
assault weapons to accomplish your
objectives. Some units allow normal
trooper models to take specialty assault
weapons, and by careful utilisation of this
rule you can get them where they need
to be. More on this below in the ‘Wargear
in Assault’ section but their positioning
can be critical so it bears mentioning
here.

Defensive Tactics:

1. Protecting a Model from Assault: You
can use the reverse of the Closest to
Closest rule to protect models that you
don't want cut down by Crozius wielding
loonies. Place your model behind a wall
of other troops and you are safe from
this kind of selective attack. After the
enemy pile in, you'll be able to get your
madel into contact if your unit holds firm.

2. Wolfen Howl: Finally, the Space
Wolves ‘Counter-charge’ ability is highly
useful here. You can shield your leaders
as well as allow them to do their
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If the

Banshees shoot at the Dark Eldar Warrior squad in

front of them they may be left out of assault range so a
better choice would be to shoot the squad to the left.

business in close combat. The best of
both worlds, really.

GIVE ‘EM THE
WHOLE NINE YARDS, SIR?

The Shooting Phase

All right! Now you've lined your troops
up, prepared your attack with the utmost
care and done everything to maximize
your chances in the assault. So, how do
you snaich defeat from the jaws of
victory? Indiscriminate shooting.

All appropriately armed models may fire
before assault if they wish, but all too
often it's best not to. The number of
times that carsfully prepared assaults
have been foiled by their own gunfire is
tragic. If you are right on top of the
enemy and facing only basic troops or
getting ready to attack something that
you've little chance of beating, it's an
excellent idea to open fire at point blank
range to whittle down the odds a bit -~
but what if you are right at the edge of
assault range? Or you’re not certain?

The answer in these cases is usually
either don't fire at all or fire elsewhere. If
you fire into the enemy and the opposing
player doesn’t want to be assaulted he'll
simply remove the nearest troopers to
your assault force. Perfectly reasonable,
except that now there is an excellent
chance that you are no longer in assault
range. Your expensive assault troops are
left standing in the open at the mercy of
the enemy guns, twiddling their collective
thumbs/tentacles. Not a good situation at
all. Be very careful with your preparatory
fire. Use it where and when it's needed
or when it will not mess you up or you'll
lose your attack force before they ever
get to fight.

Offensive Tactics:

1. Watch where you fire: You may do too
much damage and so foul up your
assault. If you think this may be the case
either shoot at another unit or don't fire
at all.

2. Get the Guy with the Big Horns!: One
preparatory shooting tactic that bears
mentioning is that of picking off enemy
independent characters. My usual
opponent loses many Wolf Lords this
way. An independent character can be
targeted if he is the ‘closest target at
short range (up to 12%)' (Warhammer
40,000 page 75 ‘Shooting at and by
Characters’). If your opponent should
wind up in this unfortunate position don’t
hesitate — take out that character!
Remember, however, that a unit still
cannot split its fire, so all of your fire
must be directed at that poor unfortunate
soul. If you choose to fire on him, it will
cost you any other kills from that round
of fire.

Defensive Tactics:

1. Strand the Assault Troops: If your
attacker is overeager in his weapons fire
remember that you can remove models
closest to his forces. if he's far enough
away he may destroy his own chances
of assaulting and leave his attacking
force vulnerable to shooting. a counter-
charge or both.

2. Get back Sir: Targeting of
independent characters works even if
he’s part of a unit, so be careful of
leaving an independent character out in
front — he's just become a big fat target!
If you wish to protect your lsaders, put
them just behind a regular trooper or
two. This will still leave them in a position
to fight in an assault if your models are
spaced well, but will keep him from
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getting picked off. Another tactic is 10
place the character ‘down the line’ of an
arrowhead formation and keep it pointed
at the enemy. The model on point
becomes the target and, if the character
is just behind, he'l likely still wind up in
base to base contact. This is a bit more
dangerous, however, as the enemy may
attack from an unplanned direction.

3. Protect the Lascannon: When
deploying your forces always be aware
of advantages that your opponent may
exploit in assault. Special and heavy
troopers are sometimes best left further
back where they will survive the initial
charge.

4. Wolfen Howl: Just as in engagement,
the Space Wolves counter-charge ability
is again highly useful. You can shield
your leaders from gunfire and still

have them available to fight in close
combat.

WARGEAR IN ASSAULT

Movement/Assault Phase

We've discussed HOW to get specific
models into base to base contact in an
assault. However no treatment of the
Assault phase can possibly be complete
without some discussion of how best to
use wargear. We all know that there are
advantages to using an army’s various
wargear elements to increase damage
capacity and staying power. While |
couldn’t possibly cover every
combination in any reasonably sized
article, we'll discuss weapons first and a
few other aricles of wargear as
examples later on. Use these listed
tactics as launching pads for your own
ideas.

The Black Templars Marine armed with a
power fist has been positioned to attack the
same opponent as the Marshal armed with a
power weapon. The power weapon should kill
the Night Lords Champion, meaning that po &
model wifl be in a position to attack the '
power fist Marine.
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Wargear weapons all have their own
characteristics and only some elements
are common from army to army but we
can really break the weapons down into
four main types. These are weapons
which ignore armour, those which
provide additional ability to wound,
combination weapons which do both,
and those weapons which strike last but
hit hard. Most of the last are really
combination weapons but their special
characteristics merit separate discussion.
There are, of course, very esoteric
weapons which are found only in certain
armies and I'll give an example of how to
use one of those as well.

Power Weapons

Weapons which ignore armour, power
weapons and their ilk, are always useful.
In the hands of a model in close combat
they’ll deny any save that isn’t
invulnerable. In addition, models
equipped with such weapons still strike
in Initiative order and can be used to
‘take out’ enemies that may strike more
slowly, preventing them from attacking.
Utilising a character bearing a power
weapon is fairly straightforward. Stick
him in where you want the damage and
let him swing! The only real choice is
whether or not you should allocate the
model’s attacks if it is allowed to. This
might be desirable shouid some of the
target figures happen to be characters or
specially equipped models. See the
‘Bring Out Yer Dead’ section next month
for a more detailed discussion of attack
allocation.

Poison Blades, Witchblades and
other anti tough critter things
Weapons which increase the wounding
ability of a model, such as Dark Eldar

poison blades and Eldar wiichblades,
can be highly useful in certain situations
and nearly useless in others. Since these
weapons do not provide any additional
armour penetration, they are far better
against lightly armoured opponents than
those encased in ceramite. Given that
non power armoured models also tend to
be of moderate to low Toughness, things
you don't really need help to hurt, these
are really specialty ‘niche’ weapons that
just aren‘t needed against the vast bulk
of models. Keep their numbers in your
army down and use them for what they
are intended to do — take out the big,
high Toughness monsters that have little
armour. These weapons can be
amazingly useful against Daemons and
Avatars but should not be used lightly
against Wraithiords or Talos which have
an excellent armour save. Combination
weapons are better against those.

Combination Weapons

When discussing combination weapons
note that these aren't as rare as they
seem. The Imperials have power fists,
the Space Wolves frost blades, the Dark
Eldar their agonizers, the Orks power
claws, and that list certainly isn't
comprehensive. Most armies have some
type of combination weapon available.
These are often boosted power weapons
of various types. Those which don't
affect strike order can be used just like
conventional power weapons but will
stand a better chance against the
tougher opponents due to their higher
Strength. Some are so useful as to even
be able to take down the toughest of
oppenents! Dark Eldar agonizers in
particular are known for this.

Power fists, Power claws etc.
Weapons which strike last such as
power fists and their Orky equivalent the
pawer claw, are tougher to use correctly
but definitely worth the effort. Remember,
in the hands of a Strength 4 character, a
power fist will cause Instant Death, the
destruction of the model regardless of
the number of wounds remaining, on
nearly every model in the game.
(Warhammer 40,000 page 53 ‘Instant
Death’) Even with the reduced effect of
Instant Death, a model with Strength 3
armed with a power fist will still wound
most modeis on a 2+ and deny them a
save as well, making them an excellent
choice for low Initiative troops who are
likely to swing last anyway.

Since these weapons always swing last,
they have to be used far more carefully
than reqular power weapons, but their
incredible strikes make up for these
shortfalls in many situations. Put these
models up against regular troops or
characters of any description and watch
the casualties accumulate. The downside
is that you've got fo risk taking a hit to
use them but there are some solutions:

Offensive Tactics:

1. “You drop him, Ernest!": Position your
power fist model so that he moves into
base to base after your other models



have engaged and then place him in
contact with the target enemy of another
of your attacking characters, preferably
one with a power weapon! According to
the Assault rules (Warhammer 40,000
page 66 ‘Removing Casualties’) a model
in base to base contact at the beginning
of the Assault phase still fights with his
full effect as he dashes through the
mélée striking left and right at his foes.
So even after the character with the
earlier attacks has dropped his opponent
to protect the power fist model, the one
with the fist can still rip through the unit.

This particular tactic will only work if you
are fighting normal troopers. I's too
dangerous to try with any but the
weakest of characters and hits on them
do not carry over onto their unit anyway.
{See Chapter Approved — Close Combat
Notes WD232).

A variant of this tactic is the Dark Eldar
‘Dirty Wych Trick’ for hydraknives which
consists of moving a hydraknife wielder
in last next to a Succubus with an
agonizer to ensure that the weapons get
used before the wielder is killed.

2. | can take itl: Quite simply, give the
power fist to a multiple wound character.
Even if his opponent gets a hit in and
does some damage, the power fist
wielder still gets his licks in if he's not
killed.

This is a very good choice for Imperial
Guard characters with multiple wounds.
The key to making this work is to avoid
enemy characters with the ‘comph’ to cut
you down before you get to swing. One
local Guard player, Kevin Dooley, uses
his Command HQ and Commissar team
as a counter-charge force with this tactic
and has even been known to stop the
Death Company with it.

Esoteric mélée weapons which don't fit
in any of the above categories are found
only in certain armies and can also
benefit from careful placement. As an
example, here’s another Dark Eldar ‘Dirty
Wych Trick’ that makes use of careful
engagement tactics. This manoceuvre
involves using a razorsnare to pull a
powerful character into base to base with
a pair of Wyches (one a Succubus for
those wondering) with shardnets —
thereby greatly reducing his chances

to hit.

Having shown how to make use of
specialty weapons in close assault we'll
now touch on the way these weapons
can be countered. ltems which provide
Invulnerable saves are lifesavers in close
assault. While few armies can have very
many of these (most are limited to one)
correct use of that item can win your
assaults or allow you to tie up powerful
opponents for a very leng period of time.
I've had a Chaplain with only a bolt pistol
take on an entire battle flank of Space
Wolves and tie them up for several turns
even after his accompanying Tactical

The Chaplain armed
with a thunder hammer 5% 3
§ has been positioned next (h] -
® to the Ork Nob with a

power claw. His
Invulnerable Save will
save him and the rest of
the unit from the the

power claw-armed Nob.

squad had fallen - all because of that
Rosarius. One of the best places for an
Invulnerable save is facing off against
other characters. Even against a power
fist, that save gives him a chance.
Models with Invulnerable saves can also
be used to tie up such hard to deal with
things as Dreadnoughts, Talos and
Wraithlords if you have no handy way of
defeating them at the moment and need
fo keep them off your troops. This is risky
and may cost you your character but it
can be a game winner.

Many other pieces of wargear can and
do affect the results of your assault.
These can be anything from things which
increase the number of attacks your
character has to items that affect pursuit,
morale or combat outcome. Examine
your wargear list carefully as many of
these can be very useful in the most
subtle of ways. While overbuying for a
character is usually a poor idea, a few
items of wargear can greatly enhance
both the character of your force and their
efficiency if they have a dedicated place
in your battle plan.

The above sections have covered the
groundwork and opening shots (literally)
— of your assault. We have looked at
deployment, target selection, transports,
pre-assault fire, the nuts and bolts of an
assault move and how to use many of
the more common pieces of assauit
wargear.

Part two of this series will continue this
trend with a discussion of the unusual
abilities of fearsome troops. Next, your
options within the Assault phase itself will
be considered. Finally we'll cover the
close of the Assault phase and such
things as sweeping advances and post-
assault positioning, as well as what
happens when the enemy reacts to what
you've done.

See you next month!
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fear no evil for we
are Fear Incarnate.
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bit of fun to see who’d win a
straight scrap between the
Vampire Bloodlines.

AR
s ncannerene s ARENA OF UNDEATH

The five Vampire Count Bloodlines fight to the ‘death’.

his epic conflict started from a minor debate as to which Bloodline had the best Vampire Lord. What

should have been a simple civilised discussion soon turned into a free-for-all. Only the timely intervention
of Jake Thornton saved the Studio from all-out war. He came up with a set of basic rules in which each of the
Vampire Counts could take part in a battle to settle once and for all who was the Master of the Night. After
being prised apart and having their wounds bandaged, Gav Thorpe, Space McQuirk, Alessio Cavatore, Mark
Raynor and Anthony Reynolds retreated to their desks to tool up their Vampire Lords.

ARMY’ SELECTION

Each player picks a single Vampire Lord
character of a different bloodline.
There are the normal points
restrictions on magic items and the
normal limits to equipment. As only
some of the Bloodlines are allowed to
ride monsters, we decided to even the
playing field and ban them all, with a
Nightmare being the only steed
allowed. This is not too powerful or
unbalancing a2 mount and also gives the
players an interesting choice between
having a 360° movement and charge
arc (on foot), or moving further (riding
a Nightmare).

SET UP

The tabletop should be scattered with
graves, tombs and necropoli, with a
particularly striking piece in the centre.
The rest of the terrain isn’t important
as long as there are a reasonable
number of pieces for the characters to
chase each other round. Remember
though, that there will inevitably also
be summoned regiments of Zombies
and Skeletons wandering around. Each
of the Vampires sets up at least 18"
from the central feature and more
than 12" from any already placed
Vampire.

i | TURN SEQUENCE

As there are five sides instead of two,
the normal turn doesn’t really work.
Instead, make a counter for each player
and put them in a cup (the counters,
not the players!).

MOVEMENT

Each Movement phase, draw the
counters out one at a time, the player
whose counter is drawn moves before
the next is drawn. Once he has finished
moving all his troops the next counter
is drawn, that player moves and so on
until all players have had a turn.

MAGIC PHASE
Again, because there are more than
two players, the way this works is a

by Jake Thornton

little different from the usual game.
Basically there is a single combined
Magic phase in which everyone gets to
cast and dispel spells.

Start by working out Casting dice and
Dispel dice for each player at the same
time. This is done as normal, but gives
each player the Power dice he'd
normally have in his own turn, and the
Dispel dice he’d have in his
opponent’s, eg, a Level 2 Strigoi would
have 4 Power dice and 3 Dispel dice,
These will be used until they run out
and are not regenerated between
casting attempts. If you can, use
different coloured dice for Power and
Dispel pools to make keeping track
easier. If you want to dispel something
that’s already in play then you can do
so once everyone'’s finished casting
everything, and you may use both
Power and Dispel dice to do so. Note
that you may not do this to dispel a
spell that was cast this turn, just like
normal — you’ll have to wait until next
turn if you failed to stop it when it
was cast.

When everyone is ready, draw a
counter to see who goes first in the
same way as with movement. When it
is his turn, a player gets to try and cast
one spell as normal. Then, starting
with the player on his left, the other
players declare how many Dispel dice
they will use to ty and stop it. These
are all placed in the middle of the table
and when everyone has had the
opportunity to contribute, the last
player rolls them all at once. It’s more
fun if you have to stick to your decision
once you've put dice in or refused. If
someone uses a scroll then the rest of
the players get their Dispel dice back
and the spell is stopped as normal.
When the spell has been resolved and
either cast or dispelled, draw another
counter and see who gets to cast the
next spell. When everyone has had the
chance to cast a spell then place all the
counters back in the cup and do
another round. Only place counters
back in the cup if the player has Power
dice/items to cast spells with and hasn’t

PLAYING ARENA OF UNDEATH

passed on a previous opportunity to
cast this turn. Once you decide not to
cast a spell you may not come back
and cast again later in the turn: stay
casting or drop out. However, you may
still contribute any remaining Dispel
dice.

When all the Power dice and items
have been exhausted, the Magic phase
is over.

In addition, because you can have close
combats which don’t involve anyone
from your side, and because Vampires
are cruel, heartless and uncaring folk,
we need a new rule about casting
spells into mélées. If a close combat
includes anyone from your side (you or
your minions) then the normal rules
apply. However, if all the models in a
close combat are enemies then you
may cast spells at them even if they are
not normally allowed to do so.
Randomly determine which unit is
affected. When I wrote this it was
obvious that it might cause some
problems with complicated multiple
combats, but we decided it was a cool
idea so we’d just sort it out if anything
fiddly happened. Roll a dice if you
can’t agree.

CLOSE COMBAT

Apart from making sure that everyone’s
clear on multiple chargers in the same
combat, this should work like normal
for the actual fighting. The sequence of
who fights when, if several sides
charged, is simple: fight in the order
they charged, first charger fighting first.

Combat resolution is a little more
tricky on the face of it, but works out
alright when you delve deeper. One on
one combats are just as normal.
Multiple combats involving three or
more sides are the potential worry, but
can actually be sorted fairly
straightforwardly by looking at each
side individually. Did they beat the
enemy they are in contact with? Then
resolve the combats as normal. Luckily
the Undead are unlikely to flee, so that
potential headache is avoided.
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n a game that was to eventually last
Ian incredible fourteen turns we
would need to dedicate a whole issue
of White Dwarf to truly tell the tale of
the battle. Instead we’ve managed to
bring you the highlights of this
mammoth struggle.

Eveing each other with venomous
stares, the players placed their
Vampires on the table. An aura of
mistrust filled the air, and rightfully
s0. Dark pacts had already been
agreed upon before the game had
even begun. As a banshee howled in
the distance to signal that the fight
was to commence, Anthony's
Necrarch found himself coming under
the attention of the two strongest
close combat fighters on the table as
Alessio’s Strigoi and Space’s Blood
Dragon both closed in on the
physically weak master of
Necromantic magic.

Coincidence? I think not!

Fortunately for the Necrarch an ally
came to his aid. No sooner had Count
Drako Harkon, Knight of the Blood
Dragon order, spurred his steed
towards his prey, than Gav’s Vampire,
Nicoli von Carstein, dashed from his
forest hiding place. Using Vanhel’s
Danse Macabre he bounded across
the table towards the armoured
warrior.

With such an open challenge the
Blood Dragon turned his attention
from the Necrarch and steered his
Nightmare within charge range of the
von Carstein. All Space needed was to
go before Gav in the following
Movement draw. With baited breath
everyone waited to see if the ploy
would pay off. Breathing a massive
sigh of relief, Gav smiled, drawing his
own counter from the cup first. Nicoli
von Carstein speedily moved out of
the charge arc of the battle hungry
Blood Dragon. All a dejected Space
could do was to turn and prepare
himself in readiness to charge next
time.

Meanwhile on the other side of the
table, Alessio’s Strigoi, whom he had
inventively named Quasimodo, let out
a fearsome howl. In response to their
master’s call, six Ghoul minions ran to
his aid. Having summoned a small
unit of Zombies in a previous Magic
phase, Alessio decided to move them
into combat, casting Vanhel’s Danse
Macabre on them. In a desperate
attempt to stop the attack, Anthony
threw all four Dispel dice into the pile
but he hadn’t counted on the guile of

Gav Thorpe. It was a simple, yet
cunning plan. By adding all of his
Dispel dice to Anthony’s, the chance
of getting a double 1, thereby failing,
was massively increased. Karnius the
Gibbering, Necrarch lord, soon found
himself in a desperate battle for his
unlife. As if the balance wasn’t already
tipped in favour of the Strigoi, Alessio
now called for more Undead to
surface from their graves. But what
should have been a simple invocation
was miscast and uncontrollable raw
magic coursed through his bestial
mind. Unless he rolled a 6 at the
beginning of each Magic phase,
Alessio could no longer cast spells!

Cursing his bad fortune, Alessio
concentrated on destroying the
Necrarch with his unholy minions.
The close combat was brutal, with the
Ghouls and Zombies threatening to
swamp the Necrarch through sheer
numbers. Against all odds Anthony’s
Necrarch managed a draw. Battle had
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begun but as the individual Vampires’
conflicts began to unfurl, it dawned
on the combatants that someone was
missing from the fray. Mark and his
Lahmian Queen were adopting a more
" subtle tactic. Hidden behind a
building on the other side of the table
he was busy creating a mass guard of
Skeletal warriors. Like a true lady,
Mark’s Vampire watched as the boys
fought it out between themselves.

Knowing that only a fool would take
on a Blood Dragon alone, Nicoli von
Carstein summoned a Zombie horde
to his side. Gav’s Vampire was now
prepared to meet the Blood Dragon’s
challenge. Seizing the initiative he
charged in, sending his Zombies

crashing into the flank of the mounted
warrior. Bound by his code of honour
Drako Harkon called out a challenge
to the von Carstein Lord. Gav's
Vampire rained blows onto the Blood
Dragon but the knight’s suit of
armour protected him from most of
the harm. Bringing his magical sword
in a downward arc, the Blood Dragon
hit Gav’s Vampire. As the enchanted
blade struck, a small gem around the
von Carstein’s neck glowed bright in
the dark night, rebounding the wound
back to the Blood Dragon. The
combat was resolved and first blood
had gone to the von Carstein.
Dragged from his steed by the clawing
hands of Zombies, the Blood Dragon
was destroyed.

Over on the other side of the table,
the Strigoi tore apart a unit of
Skeletons that Anthony had
summoned to protect his flank. Not to
be outdone by the Strigoi, Anthony's
Necrarch sent the remaining Zombies
he was fighting back to their dirt-filled
graves. In a quiet corner of the
battlefield the Lahmian attempted to
summon another unit of Skeletons to
her aid. Everybody picked up Dispel
dice in preparation. Mark let out a
twisted grin as his spell was cast with
Irresistible Force and a second unit of
15 Skeletons rose from the ground.
With what looked like an army at his
disposal, Mark now felt brave enough
to join in the slaughter.

Protected by a Skeleton regiment
freshly summoned to unholy service,
Anthony moved his Necrarch away
from the Strigoi in an attempt to lure
it towards the Lahmian. Gav's von
Carstein, having decided to attack
Queen Elsabet, found himself in all
manner of difficulties. Yet more
Skeleton warriors had been
summoned by Mark and were in the
process of charging the von Carstein.
The Studio was coming close to
running out of Skeleton models and
most were under the command of the
dark queen. Unable to fight through
the mass of bone white warriors, Gav
soon found his Vampire at the wrong
end of a charge by Mark’s deadly
mistress of the night. Having suffered
wounds from his fight with the Blood
Dragon and the seemingly endless
ranks of Skeletons, Gav became the
second to drop out of the game.
Nicoli von Carstein was hacked down
by the rusty blades of the Lahmian
Skeleton warriors.
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The Strigoi and Necrirch ase surrounded by the minions of the Lahmian Queen

Having fled across the table, Anthony
soon realised he was only postponing
an inevitable fight with the Strigoi and
decided to take the offensive. As he
moved his Skeleton regiment into
charge range, Alessio managed to
shake off the effects of his earlier
miscast and summoned a unit of
Zombies around him. As the two units
collided in combat not only did
Alessio manage to miscast again, but
in an unparalleled display of poor
dice rolling whilst attempting to hit
the Skeletons, got five 1s. With such
appalling luck, Alessio breathed a sigh
of relief as his Vampire still clung on
with a single wound remaining. It
wasn’t to last long though, with magic
fitting for such a master of
necromancy, Karnius cast Hand of
Dust on the Strigoi. An unamused
Alessio was helpless as he watched the
dice land on a 6, killing his Strigoi.
With that death, the Necrarch and
Lahmian prepared to end the conflict.

Before the Necrarch had a chance to
recover from the previous battle,
Anthony once again found himself
locked in a bitter struggle. Mark,
confident of his Vampire’s skills and
backed up by rank after rank of
Skeletons, defiantly challenged the
Necrarch. The game was now in its
fourteenth turn. Weary eyed
spectators sat up, realising the end
was near. Seeing the need to finish
the game before Bugman’s closed,

Anthony’s "Hand oE Dust’ has no effect on Mark.

Anthony reluctantly accepted. With
the dawn sun rapidly approaching,
the two Vampires faced each other,
ready to decide who was the true
master of the night. There could be
only one. As Mark had charged he got
to strike first. Yet again the dice fell in
his favour and he scored a grand total
of five hits. As the dice rolled across
the table, bouncing off the spectacular
graveyard scenery, everybody held )
their breath. Amazingly, he managed

to wound with each of the dice and,
having failed his Ward saves, the
Necrarch exploded into a cloud of
dust. The battle was over and Mark
had emerged as the victor. The

dispute had been settled and, against
all expectations, the Lahmian had
come out on top.

Winning Bloodline
LAHMIAN



White Dwarf’s Phil Kelly presents the
first of a series of articles which follow
the exploits of a unique Inquisitor as
he evolves throughout a campaign.
This month, Phil takes us through the
process of assembling an Inquisitor's
warrior hand.

Phil Kelly is co-
running the Studio’s
Inquisitor campaign.
He is currently
recovering from a
week of painting
models (Poor Love!
— Paul Sawyer).

DIARY OF AN
INOUIISITOR

THE CREATION OF AN INOUISITOR WARBAND

Inquisitor is a modeller’s dream, and | was lucky enough to have access
to the entire range of Inquisitor models — so I had no excuse: convert a
new warband or hang my head in shame. After foraging deep within
the bowels of the Games Workshop forges, | emerged blinking into the
daylight with enough parts for an Inquisitor, an Arco-Flagellant, an
Adeptus Mechanicus and a Daemonhost (these last two will be released
over the next few months). Oh yes, and various bits and pieces that |
wanted for conversions!

he first Inquisitor miniature |

was able to lay my hands on
was the Adeptus Mechanicus. I've
always thought that it had potential;
the tentacle-like mechadendrites
connected to his back and used to
manipulate machinery were a real
gift for conversions. So when [ was
putting together my warband 1 knew
it was going to feature one of these
Tech-Adepts. He would provide a
companion and aide to my
Inquisitor, accompanying him on his
insatiable quest for the Imperium’s
forbidden lore.

If I'm spending a lot of time on a
miniature | tend to base it on a

particular concept. Although the
mechadendrites reminded me of

MAGOS DIMITRHI -~ ADEPTUS MECHAN]CUS

Spiderman’s nemesis Doctor Octopus, |
thought a fat Roy Orbison lookalike
with multiple tentacles was
probably a bad place to start...
The variant head, with pretty much
all his senses wired up to bionics (just
where did his eyeballs end up anyway?)
and his drill-like breacher arm reminded
me of the phrase, "He's more machine

now than man", spoken by good old =R
Ben Kenobi in reference to Darth Vader. The ubiquitous green stuff hides
Far cooler! So [ took pains to make his yet another join!

skin pallid and the implants red and
raw-looking; just like Anakin Skywalker
in Return of the Jedi. The tube
emerging from his mouth was
converted using a spare mechadendrite
so that it connects to his chest unit,
acting as a rebreather in the game.
Dimitri hisses like an asthmatic

pensioner when he breathes, naturally. b o ""._L '
=14 )I I
ui im0

His posture was decided by the fact Dimitri's bionically enham.cd senses

that the initial Adeptus I assembled should prove useful on the fabletop:
looked static, so | twisted his torso right lertoess 1o vial:

round and placed the chain-axe arm

straight down, making it look like the
sleeve has been caught by the wind.

His sash was positioned to echo this.

| then took Inquisitor Covenant's
shoulder-mounted psycannon and
hardwired it into Dimitri's back with
another two mechadendrites (these
things are dead handy, you can bend
them any way you want to connect
up). Bingo, a mind-impulse unit bolt
pistol!

His colour scheme was purely chosen to
echo Inquisitor Lichtenstein’s, in order
to tie the two miniatures together and
give the warband more of a coherent
feel.

The vt".rsa{ﬂc- mechadendrites: no
self-respecting Adeptus Mechanicus
should leave home without them.
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My Inquisitor Lichtenstein
model is based on the senior
member of the Inquisition, Eisenhorn.
Brian Nelson's fantastically detailed
miniature would be very difficult to
convert without disrupting the
dramatic pose, but | was determined
to give it my best shot,

Anyone who has put a plastic
miniature together will know that by
realigning the head slightly you can
really get some movement into a
pose, so | started by twisting his head
to the side and sculpting in the
corded metal tendons that comprise
Eisenhorn’s neck so they met up with
his torso. This already gave him the
look of a man striding forward,
aiming at a target off to the side.

My choice of weapon was pretty
much dictated to me; one of the
Adeptus Mechanicus’ outstretched
arms held a stubber with a shot
selector. | decided that Lichtenstein
had owned this antique revolver since
he was a young man, and had the
shot selector (allowing a choice of
nasty ammunition) fitted afterward by
Magos Dimitri. After a bit of tricky
clipping, pinning and yet more green
stuff, | had the arm fitted exactly
how [ wanted it. | was lucky in that
the Eisenhorn head had eyes that
look as if they are squinting, so |
positioned him looking down the
barrel of the gun, reminding myself
to paint his face grizzled and grim,
Dirty Harry style.

Well, no Inquisitor goes about his
labours without being fully equipped,
and despite the original madel having

INQUISITOR LICHTENSTEIN

a highly cool force staff, | decided that
this Inquisitor would be far more likely
to be tooled up with conventional
weaponry. After all, his foraging into
forbidden knowledge meant that he
was effectively on the run. So I took
the backpack from Jes Goodwin's
Covenant model, complete with arcane
tome, chains and more importantly
a semi-automatic pump action
combat shotgun. Less

exotic than a force

weapon, more likely to
blow a big hole through someone's
chest! A fortuitous accident was the
aligning of the pack, the leather tassles
at the base now flying out as if in a
strong wind. With his billowing
overcoat, this really echoed the look |
had tried to achieve with Magos
Dimitri. | accentuated it as best | could
and moved on to the other arm.

The original Eisenhorn is posed after
having drawn his swordcane, and so his
right hand holds a rapier-thin parrying
cane. It didn't look right with his other
hand holding a chunky pistol, so | took
a trip to Mail Order and picked up
some funky swords. | had been looking
through the rules and checked out the
pages on daemon weapons; blades
possessed by demonic entities.
Although not as destructive as power
weapons, they have some seriously
disturbing special abilities. Lichtenstein
has no gualms about using Chaos to
fight Chaos, so | picked the scariest
looking swords | could find. Some
simple clipping work, and Schlack'ta,
Sword of Khorne graced Lichtenstein's
right hand, a Bloodletter bound within,

The colour scheme was pretty much a
happy accident. After painting his face
in a weathered flesh tone (worth
spending some time on this sort of
thing) | had only really decided on two
colours: bronze, the colour | intended
to associate with Dimitri's bionic
experiments, and deep red, because it's
a common Inquisitor colour and
because | like Scab Red. | reasoned that
| would get these two done and then
decide on the third. However, before |
had a chance to ruin it with some
hideous green, | realised that black
worked well on its own. So with a
midnight blue sash, some gold
trimming and some work on his belts
(God bless Snakebite Leather!),
Inquisitor Lichtenstein was ready to
scour the galaxy.

Above: Swords from a
multitude of Chaos models,
and Eisenhorn’s original
arm.

Right: Although Abaddon's
sword nearly made it, the
final choice was more
understated but still very
Khornate.
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Daeman Swaord |

Lichtenstein's
wargear: Note
the grain on
the wooden
stock.
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The design on
the cloak was
built up from a
series of
horizontal and
vertical lines, and
was based on a
Greek motif.
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GRYX - SERVITOR-WARRIOR

knew exactly where to start. After
applying some devotional icons from
my bits box to turn the clunky power
claw into an instrument of the
Emperor's wrath, | sculpted the
impossibly chunky arm onto the
standard Arco-flagellant's torso. The
other arm was merely clipped off at the
shoulder and sculpted into a stump,
and the syringes full of combat drugs,
instead of being installed into his back,
were pinned into the fleshy protrusion.

S G S ) i

I had plans for where the syringes were
originally intended to go. The back of
the Arcoflagellant pacifier helm ended

: abruptly in a tube; so [ took a cool

i clockwork engine from my bits box and
| attached it to the tube. From the back
of this gadget, connecting it to the
power claw, was (you guessed it)
another mechadendrite. This went
really well with the frayed insulation j
cables that ran across the power claw. TR T

3 Credit where credit's due: a lot
§ of the inspiration for this

I model came from GW art supremo
K John Blanche. It was originally based
fi on his design sketches for the

] Chronogladiator, a mechanised

i warrior that can only extend its The colour scheme was simple: muscled pumps Gryx's bloodstream full of

i lifespan by fighting. The rest of my flesh and ancient bronze, the hallmark combatidigstwhen fhesitrigger wordiis

| concept, as any fan of 2000AD will of Dimitri's cybernetic labours. And spoken Nutejhc_pauid. dead skin around
| know, came from that one-armed there it was, the perfect instrument of s ket ol bk s 1 G

4 psychopath Mean Machine Angel. brute force for Lichtenstein. When the

combat drugs were triggered, Gryx's
mechanism would whirr into life, the
power claw would hum as it activated,
and he would fly into a berserk fury.
Woe betide anyone foolish enough to
stand in his way.

I really like the unbalanced feel

& which one massive arm gives when
set against a mere cauterised stump,
and after seeing some other
miniatures which incorporated
Warlord Ghazghkull's power claw, |

S 3 I decided that Gryx's bare feet would be

= s covered in oil and dirt, so after painting
The clockwork engine hardwired into them, I drybrushed them with a very small
Gryx's bionic brain and power claw. amount of Black and Chestnut ink.

1) Start by getting some  2) Using clippers, snip 3) Poke a hole through 4) Apply superglue to the  5) Carefully press the

wire mesh or perforated  around the inside of the the base in the required disc, keeping note of disc down eonto the
metal and drawing round  circle, leaving about 1mm  position and move the which hole fits over the base, let it dry, spray it
g a 40mm base onto the between the line and the  disc so that it fits over hole in the base. Don't black and drybrush it
¥ metal itself. clippers. the hole. use too much glue! with Mithril Silver. Voilal
i;m_ e N T T T S Y L S T T B P T N T B T O - 5 8 T P T e e T S i R i U TP S P S v T e T A S

LS e T YT T T ey
42 DIARY OF AN INQUISITOR



GHAUSTOS - ODAEMONHOST

ver the course of the last

month I've managed to collect
and put together six of these little
beasties, because they are to feature
heavily in the Studio campaign and
frankly [ think they are exceptionally
cool. When [ first saw the Greens for
this miniature at Games Day my jaw
hit the floor. Brian Nelson's model is
actually genuinely disturbing!

Daemonhosts are vessels for the
spirits of Chaos, giving you ample
excuse for all sorts of unusual and
hideous conversions. Rather than
doing something so crass as a head
swap with a Greater Daemon |

decided to make this freak a little more
unusual, his spilled guts coiling around
him like foul tentacles. This was mostly
due to my love of H.P Lovecraft's
horror stories; | wanted to make
something truly strange that you would
do your level best to stay away from!

The longer tentacles were made from
the tails of the mutant rat that
accompanies the soon to be released
Quovandius model, and bent around
until they no longer looked like exact
copies of each other. The other
tentacles were made from good old
Skaven tails, and his guts were culled
from a plastic Zombie kit. A little green
stuff ensured that the flesh around the
tentacles looked either puckered or
ragged. | blended them from sickly
green to deep red, as during a game
these tentacles could latch on to their
victims and siphon their warm lifeblood
into the freezing cold body of the
Daemonhost.

The voodoo doll was one of the most
fiddly conversions | have ever done.
The doll, also originally from the
Quovandius model, was cool on its
own. But | borrowed a drill bit
approximately the width of a hair from
the 'Eavy Metal lads and, with many a
bellowed expletive, managed to insert
tiny hatpins cut from stiff wire into the
little fella's eyes and heart. [ know, |
need help, medical help...

When painted a nice plastic shade and
with charred burn marks, | felt it set off
the occult appearance of the
Daemonhost nicely. His colour scheme
was sickly green-grey flesh, using, of all

Y.
Above: Ghaustos’s voodoo doll.
Be glad it isn't you..

obsc:n:]y from Ghaustos's back.

things, a mixture of Imperial
Purple and Ice Blue. Highlighted
with Rotting Flesh and set off
with a nice set of leather
restraints, he looked freakish
enough to be possessed by a
daemon. All that remained was
to take him to the field of
battle...

Turn to page 101 to see how
Phil’s warband fared in this

month’s Inquisitor Battle
Report!




Known and feared throughout the Imperium
for their highly mobile way of war, the Space
Marines of the White Scars are the masters of
the lightning strike method of attack, able to
tear into their foes and vanish before they can
respond. Fierce warriors, bearing the ritual
scars of bravery, they fight with all the tribal
savagery of their home world and bring swift
death to all enemies of the Imperium.

Origins

The Apocrypha of Skaros speaks of the White Scars only
rarely and even then the text is coloured by the fact that
much of what is said comes from the White Scars
themselves. One legend tells that their young Primarch set
out on his own from Terra to discover the galaxy for himself,
while another speaks of him being abducted as a baby. The
truth is likely to be somewhere in-between. Whatever the
true story, the Liber Historica Vangelia records that Jaghatai
Khan arrived at a world in the Segmentum Pacificus
designated by Imperial cartographers as Mundus Planus,
but known to its inhabitants as Chogoris. It was, and still is,
a fertile world with lush greenery, soaring mountains and
azure seas, which at the time of the Great Crusade had
achieved a blackpowder level of technology. A Census
Imperialis of the day records that the dominant Chogorian
empire at this time was an organised aristocracy, which had
conguered most of the planet with well-equipped and highly
disciplined armies. Armoured horsemen and densely packed
blocks of infantry had won every campaign their ruler, the
Palatine, had fought.

The history of the White Scars begins with Jaghatai Khan,
one of the greatest military strategists of all time. It is thought
that one of his generals, Ogedei, penned ‘The Great Khan of
Quan Zhou’ after the Primarch’s disappearance and it is this
ancient text which has provided Imperial historians with one
of the best accounts of his life. Chogorian sources have also
left copious and often wildly exaggerated records of his
exploits.

To the west of Palatine’s empire was a vast, wind-blown
steppe, known as the Empty Quarter, home to nomadic
tribes of savage horsemen who for centuries had roamed the
vast grasslands. The tribes of the steppes lived in tents and
followed a cycle of seasonal migration from summer
pastures to protected winter valleys in the Khum Karta
Mountains. Consummate horsemen and archers, these
disparate tribes frequently fought one another for controt of
ancestral pastureland or — as Ogedei’s Opus would have it —
the sheer joy of battle. Chogorian armies had never invaded
the Empty Quarter as the dry and desolate lands were of no
value to the Palatine. However, Chogorian nobles would
often lead hunting bands into the steppes and take whole
tribes east as slaves or capture a lone tribesmen to hunt
through the mountains for sport. (Many passages in ‘The
Great Khan' are devoted to detailing the full extent of
Chogorian atrocities. The blood rituals and sacrifices
described within these passages have fed many Imperial
scholars to postulate that the Palatine’s empire may have
been dedicated to worship of the Dark Gods.)

Jaghatai Khan’s legend began near the Quonon river when
Ong Khan, the leader of a small tribe known as the Talskars,




encountered the Primarch. He believed that the glowing
child was a gift from the gods and took him into his family
and named him Jaghatai. It was said of Jaghatai that since
his early childhood he had a fire in his eyes’, a Talskar term
for a great warrior. It was also said about him that rival
tribes hated the child because he had the wisdom to see
beyond the constant warfare of the steppes.

A colourful passage in ‘The Great Khan of Quan Zhou’
known as ‘The Blooding' relates that while Jaghatai was
young, raiders from the rival Kurayed tribe slew his adopted

father and killed many of the Talskar men in a vicious
ambush. Jaghatai was already the greatest warrior
amongst his tribe with many ritual scars of courage, and
warriors flocked to join him when he set out to avenge
these deaths. He led an attack on the Kurayed village and
razed it to the ground, killing every man, woman and child
in a frenzied massacre. Jaghatai bathed in his enemies’
blood and took their chieftain’s head to mount above his
tent. It was these events that were to shape the Primarch
into the man he would become — a man of fierce honour,
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loyalty and ruthlessness. With blood and honour satisfied,
Jaghatai swore to bring an end to the destructive
internecine wars that were destroying his people, to unite
the people of the Empty Quarter, and to bring an end to
brother fighting brother.

Following this victory, Jaghatai became Khan of the
Talskars and fought many battles against Chogorian
hunting bands and other tribes of the steppes. Each
defeated tribe was brought within the Taiskars and became
part of his army. His military talents and the sheer force of
his personality won him many followers and soon his
warriors numbered like the stars, the army becoming
known as the Mathuli, a Talskar word meaning ‘irresistible
force’. He made military service mandatory and combined
warriors of different tribes into the same units to break up
tribal associations, fostering a fierce foyalty to the army and
ultimately to himself. He promoted men purely on the basis
of ability and brought a feeling of shared purpose to
everyone he came into contact with.

Ten summers after Jaghatai’s victory against the Kurayed,
while the army was moving to its winter camp in the
mountains, Jaghatai was pitched from the treacherous

cliffs when a freak avalanche carried him and dozens of
others thousands of feet to the rocks below. After much
lamentation, the tribe continued onwards. But while the fall
had killed the tribesmen, the Primarch managed to survive.
Chogorian history records that at this time a hunting band
led by the Palatine’s only son discovered a wounded
tribesman deep in the mountains and began hunting him
through the snows. What exactly happened in the freezing
valleys of the mountains is unknown, but a single, horribly
mutilated rider tied to his saddle was all that finally returned
to Chogorian lands, the head of the Palatine’s son hung
around his neck. The man also carried a message from
Jaghatai, ‘The people of the steppes are yours no longer.’

When the snows retreated, the enraged Palatine gathered
an army and marched west, determined to wipe the
barbarian tribes from the face of the planet. But he had
underestimated the skill and cunning of Jaghatai Khan. In
the Valley of the Khans, on the Lon-Suen Plain, the
Palatine’s armies met Jaghatai's forces. The battle was said
to have lasted a day and a night. The tribes of the steppes
fought like they hunted, a ring of lightning fast horsemen
coordinating movements to corral their human quarry.
Unlike their enemy, who wore heavy steel mail, the Mathuli
wore light leather armour, allowing for less protection, but
greater mobility.

Accustomed to decisive hand-to-hand combat with their
foes, the Palatine’s army was no match for the Khan's
horsemen and tHeir relentless bowfire. Though significantly




outnumbered, Jaghatai outmanoeuvred, out-thought, and
out-fought them. The defeated Palatine and his
bodyguards were only just able to fight their way through
the Mathuli ring of death and fled to the capital city. Those
soldiers who remained were slaughtered almost to a man.
One Chogorian survivor described the battie plain as an
ocean of blood. The tribal leaders and holy men, the
Stormseers, gathered after the battle and proclaimed
Jaghatai the Great Khan, Ruler of All Within the Lands.

Jaghatai Khan then began the invasion of the Palatine’s
realm, three of his armies drawing off forces by attacking
cities on the outskirts of his enemy’s domain. Jaghatai and
his most able general, Subedei, led another army across a
secret route through the Kuzil Quan desert, a region
believed to be impenetrable. Emerging seemingly from
nowhere, Jaghatai’s army surprised the Palatine’s garrison
at the gates of Kushaba and slaughtered the entire force.
Other cities fell in quick succession and Chogorian
historians record that bodies littered the roads like stones
in a quarry, razed fields smouldered, and those few who
were spared the carnage prayed for deliverance from the
fury of the Khan.

in the years that followed, Jaghatai's army overran
Chogorian lands, defeating their best armies, storming
their walled cities, and slaying its nobles. Cities that lay in
Jaghatai Khan’s path had two choices: surrender or face
total destruction. Never before had such pillage and
plunder been witnessed. Some sources claim that millions
were killed by the bloodthirsty tribesmen, but
contemporaries of Jaghatai Khan assert that these figures
are vastly inflated. However, it is cerfain that many
hundreds of thousands died and the people of the
Chogorian empire believed that the ‘devil-faced savages’
were supernatural demons exacting divine vengeance for
the sins of man. Eventually Jaghatai's invasion reached
the Palatine’s stronghold, Cophasta, a magnificently rich
city on the eastern coast. He demanded his enemy’s head
on a spear or the city would die and he would leave no
stone standing. Within the hour, a group of nobles from the
city brought him that very thing.

The Khan's power now stretched from ocean to ocean, the
largest empire the planet had ever known, conquered by a
single man in less than twenty years. Though Jaghatai
Khan dominated a vast area, he knew that his people had
no desire to rule such a realm. His new empire had grown
from his urge to unite the tribes and exact vengeance upon
his enemies, not from any hunger to occupy their lands.
Uttimate power rested with the Khan and his generals and
although they were well organised militarily, the fribes had
no developed concept for ruling settled populations.

The historian, Carpinus, who compiled a detailed history of
the Great Crusade (the so called Speculum Historiale),
notes that Jaghatai’s armies finished the destruction of the
Palatine’s realm a mere six months before the Emperor
reached Chogoris. When the two men met, it is said that
the Khan knew he had met someone who embodied the
ultimate ideal he had striven for, a man who could unite all
the stars in the sky. At his palace in the city of Quan Zhou,
in front of all his generals, he dropped to one knee and
swore eternal fealty to the Emperor. The Primarch was
given command of the 5th Legion, which adopted the long

JUBAL KHAN, GREAT KHAN OF
THE WHITE SCARS
When  the Great Khan of the White Scars dies. the

Stormseers of the Chapter gather in the deepest caves of the
Khum Karta in the Valley of the Khans to decide upon his
successor. Eich Brotherhood Khan who believes himself
worthy must present himself before the Stormscers and
prove himself to them. The horrors the Stormseers subject
each claimant to are a mystery and those that survive the
trials never speak of them. When the Great Khan Kyublas
vanished fighting the Dark Eldar in 943 M4l four hopefuls
gathered in the Khum Karta mountains. Only Jubal Khan
survived the Stormseers’ ordeals and returned to Quan Zhou
to be anointed Great Khan,

Since then, Jubal Khan has proved himself time and time
again, leading many successful campaigns against Orks,
Tyranids, Eldar and countless other alien races. During the

]épal Uprising. his First Brotherhood was so successful at
destroying enemy supply lines and disrupting communications
that a huge proportion of the main rebel strength was
diverted from front line operations to deal with them.
Imperial Guard regiments were then able to smash through
the weakened rebel linc and bring the insurrection to a close.

Jubal Khan is currently involved in the Armageddon war
where Imperial forces have been stretched to the limit after
Ghazghkull's invasion. The Great Khan's forces are launching
lightning raids on Ork held worlds and vanishing Jike smoke
before the Greenskins can muster sufficient forces to engage
them. Thus far his White Scars have proved to be
instrumental in delaying many Ork offensives, allowing
Imperial garrisons to better prepare for the onslaught. White
Scars operations in the Deadlands region of Armageddon
were so successful that they were able to effectively destroy
an entire Ork brigade without taking a single casualty or
expending a singe round of ammunition.

facial scars of the Talskar tribesmen that ran from forehead
to chin, and renamed themselves the White Scars. The
Great Khan ascended to the heavens with the Emperor,
passing the Khanship to his general Ogedei. Many of
Jaghatai’s followers elected to join their Khan and became
Space Marines within the Legion.

The White Scars went on to fight in some of the bloodiest
battles of the Great Crusade and the lightning fast style of
warfare employed by Jaghatai Khan on the steppes would
prove to be equally effective on the nightmare batilefields
of distant worlds. During the Horus Heresy, when the
Imperium tore itself apart in a bloody galactic civil war, the
White Scars fought on scores of different worlds and their
banners indicate that the Legion helped to defend Terra
and fought at the gates of the Imperial Palace.

Jaghatai Khan fought alongside his warriors for perhaps
another 70 years before his eventual disappearance in a
region of space close to the Maelstrom. After the defeat of
Horus, Jaghatai had embarked on a quest to rescue his
fellow tribesmen captured by the Eldar in his absence

—
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THE LOST KIN

The Great Khan of Quan Zhou dedicates an entire volume
to the Lost Kin of the White Scars. This volume tells that
many years after Jaghatai's departure with the Emperor on
the Great Crusade. an evil storm fell upon the world of
Chogoris in the shape of the Eldar's dark brothers, who
brought terror and pain on a scale never before seen. With
their superior technology and weaponry, the aliens were able
to casily defeat the scattered tribes. and tens of thousands
of slaves were dragged screaming from the planet. It was only
following the death of Horus that Jaghatai learned of these
terrible events and swore mighty oaths of vengeance against
the Dark Eldar. The Khan was relentless in his pursuit and
it is said that during the horrifying battle of Corusil V. he
and his First Brotherhood pursued a mighty Dark Eldar lord
through a pulsing gateway to the shadowy realm of blood
which these degenerate aliens call home The alien portal
closed before the rest of the Khan's soldiers could follow
and the mighty Jaghatai Khan vanished forever from the
Imperium. Robbed of their Khan, the White Scars have held
an enduring and unquenchable hatred for these bloodthirsty
aliens and whenever the White Scars encounter the Dark
Eldar, their fury knows no bounds. To this day, the ultimate
fate of Jaghatai Khan remains a mystery, and whether he and
his warriors still battle between dimensions or have long

since perished, none can say.

during the Great Crusade. The White Scars maintain that he
and his veteran warriors fought the leader of one of the
murderous alien kabals and that they were drawn into the
horrifying reaim that exists outside of space and time to
battle the Dark Eldar for all eternity. How much of this tale
can be taken at face value is uncertain, and it is more than
likely that the Khan’s ship was simply lost in the warp as
travel through this region of space is fraught with peril.

Home world

Chogoris is a fertile world that still exists in a semi-feudal
state. With the departure of the Great Khan, Ogedei
became the new leader of the tribes and, while he was a
great warrior, he was no Jaghatai Khan. Without the
Primarch, the tribes soon returned to their warring ways and
within the space of a few years, the unified nation created
by Jaghatai had ceased to exist. The tribes went back to
their homelands and life carried on much as it had before
the arrival of the Great Khan. Some of the Primarch’s
biographers claim that Jaghatai Khan must have known that
this would happen and yet left anyway. They suggest that
perhaps he desired it in order to keep his people strong to
provide future recruits for his new Legion. Indeed, in the
millennia that followed, many men would rise to unite the
tribes, but none as spectacularly as Jaghatai Khan.

To this day the leader of the White Scars is known as the
Great Khan and dwells in Jaghatai's palace of Quan Zhou,
atop the highest, most inaccessible peak in the Khum Karta
mountains. The marbled fortress monastery is a
magnificent sight, but few outsiders have ever been

allowed within. The city and its savage beauty is famed
throughout the Segmentum and its walls are said to contain
rivers and forests running with game, which the Khan hunts
for sport.

The Stormseers of the White Scars venture down into the
steppes every ten summers to observe the tribes and their
battles, picking the best and bravest warriors and returning
them to Quan Zhou to become Space Marines. The pyre-
tombs of fallen White Scars in the Khum Karta (which
means ‘The Mountains that Scrape the Stars’) are places
of great pilgrimage for young tribal warriors and those that
survive a journey through one of these dangerous valleys
are considered especially courageous.

Combat doctrine

The method of war taught to the tribes by Jaghatai Khan
has servéd them well in the millennia following his
reunification with the Emperor. Lightning fast hit and run
attacks by highly mobile forces that destroy the enemy
piece by piece and never allow a decisive engagement is
their modus operandi. Speeding bikes and ultra-rapid
deployment means that the White Scars can react much
more swiftly than most Chapters and are almost never
outmanoeuvred on the battlefield.

Heavily armoured opponents find themselves chasing
shadows as the White Scars encircle their forces and
attack where they are weakest. Many an enemy who
thought himself safe behind his lines has learned the error
of his ways when howling White Scars Scout Bikers come
speeding out of nowhere to attack his flanks and rear.
Having been born in the saddle, the Scouts regularly take
to the field of battle mounted on their bikes.

Though the Space Marines of the White Scars prefer to
keep their enemies at arms length, they are fully capable of
engaging in bloody assaults. The elite bike squads are
rightly feared and Assault squads dropping from the skies
on trails of fire and attacking with howling bloodiust are a
terrifying sight with their fearsome scarred faces.

Organisation

The predominant organisational unit amongst the people of
the steppes is the tribe and a measure of this is true of the
Chapter itself. Fierce rivalries, blood-feuds and internecine
warfare are a way of life for the young men of the steppes
and help to prepare them for when they must fight to prove
their worth to the Chapter's Stormseers. However, once a
warrior has been chosen to join the White Scars, his tribal
allegiance is replaced with loyalty to the Great Khan of the
Chapter. Warriors from different tribes are therefore mixed
with one another in squads to break up individual tribal
loyalties. Squads are then organised into Brotherhoods,
units which are roughly equivalent in size to a Codex
company, though on average are slightly smaller.

The remainder of the Chapter is organised slightly
differently to most Codex Chapters, due to the higher
proportion of Bike squads and Land Speeder squadrons.
The White Scars preferred fighting style does not allow
them the use of as many heavy weapons as other
Chapters and as a result they have no Devastator squads.
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Their reliance on fast moving fire support also means that
most tanks are too slow for the White Scars and those they
do have are stripped down versions that can keep up with
the rest of the army. Dreadnoughts are not employed by
the White Scars, as the cold, metal sarcophagi of these
mighty constructions evokes a horror of eternal
confinement that goes against the White Scars’ philosophy
that when a warrior dies, his soul should be free to travel to
the afterlife.

Beliefs

The White Scars Space Marines hold true to the vision of
Jaghatai Khan in the ultimate unification of Humanity. They
venerate the Emperor as the ultimate Uniter and as their
founding father, but not as a deity. The Stormseers teach
that it is the White Scars’ duty to destroy the enemies of the
Emperor in preparation for the day when he will rise from
the Golden Throne to begin the next Great Crusade to unify
the galaxy. And on that day, Jaghatai Khan will return from
the void to once again lead his people to their destiny.

The lightning bolt is a potent symbol to the White Scars as
it exemplifies their style of battle and echoes the warrior
scars they bear on their faces. It also represents the
lightning which the Stormseers call to smite their enemies,
and these sinister warriors preach that so long as the
spirits of air and land heed their call, the White Scars will
never falter in battle.

Gene-seed

The gene-seed of the White Scars appears to be stable and
initially displayed no aberrations or mutation. However, with
the introduction of genetic material from the steppes
tribesmen, the genome seems to have inherited their wild
savagery and thirst for war. Despite the teachings of the
Khans and Stormseers, it is not unheard of for tribal feuds
to flare up between fellow squad members. In addition to
this, there have been several recorded instances where
White Scars Brotherhoods have bloodily exceeded their
mission objectives, such as the infamous ‘Red Highway
Massacre’.

Whether such incidents are as a result of some inherent
flaw in the White Scars’ genetic material or came about
after the integration of the tribesmen is unknown, but the
Adeptus Mechanicus is eager to know which. The White
Scars successor Chapters, the Rampagers, Marauders,
Destroyers and the Storm Lords are all equally ferocious
and fine examples of the combat teachings of Jaghatai
Khan.

Battlecry
‘For the Khan and the Emperor!’
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USING A WHITE SCARS ARMY IN WARHAMMER 40,000

HQ

ELITES
TROOPS
FAST ATTACK

HEAVY SUPPORT

White Scars use the following units from Codex Space Marines.

Space Marine Hero, Librarian, Chaplain, Command squad®.
Terminator squad®, Terminator Assault squad®, Veteran squad®.
Tactical squad*, White Scars Bike squadron, Scout squad.

Assault squad (cannot remove jump packs), Scout Bike squadron,
Land Speeder squadron, Land Speeder Tornado, Land Speeder Typhoon.

Attack Bike squadron, Predator Annihilator, Predator Destructor,
Land Raider (may only be used as a Terminator fransport), Whirlwind.

*Must be equipped with a transport or be mounted on bikes (see below).
The following rules and Codex changes apply when using a White Scars Space Marine army.

SPECIAL RULES

Born in the Saddle: White Scars are the best natural
bikers in the Imperium. They can control their bikes over
the most difficult ground and maintain control with their

legs while handling weapons.

They may re-roll any failed Difficult Terrain test but must
accept the new result. They may also use an additional
close combat weapon while riding a bike for +1A where this
equipment is available to them. Normally, this is not
possible as one hand must be used to control the bike.

This ability is possessed by bike-mounted Command and
Veteran squad, Bike squadrons, Attack Bike squadrons,
Scout Bike squadrons and Independent characters
equipped with Space Marine bikes.

Bike Squadrons: White Scars Bike squadrons may be up
to 10 models strong. All squadron members not armed
with a plasma gun, meltagun or flamer may be armed with
an additional close combat weapon at +1 point. They
may use these in conjunction with their bolt pistols for
+1 Attack.

Mounted Veterans: White Scars Veteran squads and
Command squads may be mounted on Bikes for an
additional +20 points per model. Their basic weaponry will
be bolt pistol and additional close combat weapon. No
heavy weapons can be carried, but all other weapon
upgrades remain available. If one model in the squad is
mounted, then the rest of the squad must be as well.

Counter-Attack: White Scars mounted on Bikes can react
quickly to any attack. To represent this unengaged White
Scars mounted on Bikes (but not Attack Bikes) which are
part of a unit that has been assaulted may move up to 6"
to get into base contact.

Flankers: The White Scars often deploy Scout Bike
squadrons in wide, flanking positions to exploit hasty or ill-
advised enemy moves. It is widely reckoned that every
mistake made against the White Scars is paid for in blood.
Any Bike-mounted White Scars Scout unit may begin the
game in reserve regardless of whether reserves can be
used in the mission being played. When they enter the
table they may arrive from any point on the table edge not
available to enemy reserves,

Hit & Run: White Scars mounted on Bikes (but not squads
including Attack Bikes) may choose to leave close combat.
Declare this at the end of the Assault phase after all Morale
checks have been taken. The Bikes fall back 3D6" in any
direction and then regroup at the end of the move. Enemy
models may only consolidate. Note that units which have
been forced to fall back because they failed a Morale test
may not make a second fall back move in the same turn.

Drop Pods: If a White Scars army elects to deploy from
drop pods then the requirement to mount Terminators in
Land Raiders and to provide transport vehicles for Veteran,
Command and Tactical squads is waived — the army may
not therefore contain any Rhinos, Razorbacks or Land
Raiders (not at all, no exceptions!).

NEW WARGEAR

Power Lances: The White Scars fight so much from their
saddies that their Techmarines have built appropriate
weapons to suit this style — the power lance being an
example of this. It is an alternative type of power weapon
costing 15 points which is available as a one-handed
weapon with no special limitations to their Armoury. The
power lance grants +1 Initiative to any bike-mounted
model that is charging or counter-attacking. Once an
opponent gets inside their guard though, the improved
weapon length becomes a disadvantage and they get -1
Initiative whenever they aren’t charging or counter-

attacking.

Holy Relic: Horsetail Talismans — these replace the
normal Codex Space Marines Holy Relic costing 40 points.
The Horsetail Talisman is a powerful reminder of the
Chapter’s origins. It can be revealed in each and every
White Scars Movement phase during which the bearer has
moved and is no longer in a vehicle. Any unit of White
Scars (not vehicles other than Bikes or Attack Bikes) that
has at least one model within 6" of the bearer of the
Talisman when it is revealed may move an extra D6" rather
than firing in the following Shooting phase. This is similar
to a fleet of foot move, although it represents crazed riding
as well as powerful running.

Chapter Banner: If the White Scars have a Chapter

Banner then it will combine the abilities of a Horsetail
Talisman and a normal Sacred Banner.
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Arcane Lore is a series of
ruminations and cogitations by
the Warhammer Games
Development team on different
aspects of the Warhammer game.
This month Gav Thorpe
scrutinises the mechanics of
combat resolution.

R

Gav Thorpe is the evil
mastermind behind all
things Warbammer,
squatting malevolently
at the bead of the
Warbammer Games
Design team, and is
currently causing havoc in the
Warbammer Staff Tournament. Gav
caused great controversy recently by
actually visiting a bairdresser.

Combat is at the heart of Warhammer
— the best way to defeat the enemy is
to hit them with swords and prod
them with pointy sticks until they fall
over or run away. We've had a few
questions regarding working out
combat results, which I'll discuss here,
plus one or two other related topics
such as pursuit, challenges and so on.
Enough intro, let’s talk combat!

OUTNUMBERING

Weight of numbers counts for a lot in
Warhammer these days, and the +1
Outnumbering bonus is one of the
most important ways to ensure that
characters retain a healthy respect for

ARCANE LORE

Combat Resolution in Warbammer

large blocks of enemy soldiers. We've
had a few questions regarding the
Unit Strength of certain troop types,
so below is an expanded version of
the Unit Strength table. Unit Strength
is not just a measure of numbers
though, it also takes into account such
factors as the size of the warriors, how
fearsome they are, etc — having a
Goblin charge you in the flank won’t
scare you much, but having a massive
Dragon pouncing on you will! As we
produce more Warhammer Armies
books, we’'ll detail the Unit Strength
values of particularly weird and wacky
troop types, but until then you should
be able to fit them into one of the
categories below.

Some units may contain a mix of
different troop types, and all relevant
Unit Strength values are added
together. For example, 3 Rat Ogres
with 2 Skaven Packmasters would be
9+42=11 (3 each for the Rat Ogres, 1
each for the Packmasters). Also
remember that unlike the Rank
bonus, which is counted at the start of
the combat, Outnumbering is worked
out after casualties have been
removed.

UNIT STRENGTH TABLE

Monsters

Ridden Monster

Monstrous characters
Characters with 6 or more starling Wounds.

Models not in any of these categories bave a Unit Strength of 1.

Troop Type Unit Strength
All infantry 1
Characters on foot with less than 6 starting wounds 1

Unit flvers (Warhawks, Harpies, Fell Bats, Bat Swarms, etc) 1
Cavalry 2

Models on a 25mmx50mm base including mounted characters,

Flesh Hounds, Chaos Hounds, Dire Wolves, etc.

Chariots 4

War Machines including crew

Models on a 40mm or larger base which are not Unit Flyers, 3

Monsters or Monstrous characters (Ogres, Snotling bases, etc)

as defined on pages 103-105 of the Warbammer book.

Starting Wounds

Starting Wounds
+1

Starting Wounds

REGENERATION AND
KILLING BLOW

Several people have asked if a
successful Killing Blow can be
regenerated, and also how many
wounds does it count as for Combat
Resolution? Well, taking the first
question, a Killing Blow or any other
attack (such as from a magic weapon)
that kills instantly rather than
removing individual Wounds, cannot
be regenerated. It’s just that — a
Killing Blow! Secondly, the number of
wounds it counts as inflicting is equal
to the number of Wounds the dead
model had before it was killed. For
example, a model with 3 Wounds
remaining that is felled by a Killing
Blow would add +3 to the Combat
Resolution score. The same applies to
other ‘instant death’ attacks. This
works slightly differently in
challenges, but I'll be talking about
those elsewhere.

LAPPING AROUND

This may seem odd, but I'm not
actually going to talk about lapping
around here as it is such a wide topic.
Instead, look out for a specific Arcane
Lore in a future issue.

CHALLENGES

So, how do you work out the Combat
Resolution for challenges when you've
got Overkill, multiple wound magic
weapons and warriors with Killing
Blow? Actually, it’s not as complicated
as it seems, as long as you follow the
To Wound procedure methodically.
First off, let’s remind ourselves that
Combat Resolution is equal to the
total number of wounds inflicted on
the opposing character, capped at five
more than they had before the attacks
were made. For example, ifa
character had only a single wound
remaining and failed to save against 8
wounds (perhaps he’s fighting a
Bloodthirster...), this stops at the
maximum of +6 for Combat
Resolution.

The same applies to multiple wound
attacks. Make all the rolls To wound,
make armour saves and Ward saves,
and then work out how many wounds

R

52 ARCANE LORE

ek gt



S

have been inflicted. Again the limit is
the number of Wounds the character
had and up to five more. For instance,
a character with 3 Wounds is
wounded four times by a weapon that
does D3 wounds. He makes his
armour saves and still suffers 2
wounds. This becomes 2D3 wounds
because of the special attack. Let’s say
the attacker rolls a total of 5 Wounds.
This knocks off the character’s
remaining wounds and has two left
for Overkill, giving +5 Combat
Resolution.

Killing Blows and other ‘instant death’
attacks are worked out as follows. If a
character falls to a Killing Blow, this
scores the number of wounds they
had remaining, just as with ordinary
troops. In addition, the attacker
scores an Overkill bonus equal to the
number of other wounding hits,
regardless of whether they were
Killing Blows. Saved wounds are
disregarded. For example, a character
with Killing Blow in a challenge hits
his opponent three times. The enemy
has 2 Wounds left. When rolling to
wound the attacker scores one
ordinary wound and two Killing
Blows. His enemy has no Ward save
and so is dead. This therefore counts
as 2 Wounds (enemy’s remaining
Wounds), with +1 for the wounding
hit caused by the second Killing Blow.
In addition, his opponent must save
the third inflicted wound or this too
will be added to the Overkill total.

ORDER OF
COMBAT RESOLUTION

One source of contention that has
been brought to my attention is the
order in which you should calculate
combat results and make subsequent
Break tests. This is because Generals
and Battle Standards can break and
flee, which could mean that nearby
friendly troops would not be able to
use their special rules. Personally, 1
always treat Combat Resolution as
simultaneous, so that if a unit was
within range of a General or Battle
Standard after all combats were
fought (but before troops break and
flee) then they use the associated
benefits. By the same token, rallying is
worked out the same way, so you
can't test to rally your General first
and then allow nearby units to use his
Leadership to rally in the same turn.

The same applies to breaking and
pursuits, and my advice would be to
make any fleeing and pursuit

Two units bresk as 2
result of combat and
afc pursucd by their
enemies.
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If the vait of
Spearmen pursue first,
this would bring
them into contact
with the Orc unit.

Instead. move the
Orc unit first so
that it moves out of
the way, and then
the Spearmen vost,

movements in the order that makes it
the most physically convenient. The
diagrams above show what I mean by
this.

Sometimes a pursuing unit will crash
into an enemy unit that is fleeing from
another combat. In this case, the
enemy unit is not wiped out, as it has
not been caught by the foe pursuing
them. In this situation all of the
normal rules apply. Firstly, the




The Knights Panther wheel during an overrun, sol that they may chuglc a new unit

pursuing unit counts as charging.
Secondly, a unit that is already fleeing
when charged will automatically flee
again. Therefore, if a pursuing unit
moves into a fleeing unit, the unit will
make another flee move and will
either get away or be wiped out if it
can’t outdistance the enemy.

OVERRUN

There seems to be a bit of confusion
regarding when a unit making an
overrun move can wheel to charge an
enemy. Put simply, when a unit

The unit of
Kaights will not
be able to make an
overtun nto the
cocmy unit.

The vort of
Knights can
make an overrun
move into the
encaty unit...

overruns it will move directly forward.
If this forward movement will take it
into the enemy then, and only then, is
the unit allowed to wheel to try and
bring as many models as possible into
contact. See the diagrams below for
an example of this.

PURSUIT INTO
ENEMY CHARGERS

It is possible that two units can end
up in contact with each other and
both count as charging. For example,

.50 the voit of
Kpights may not
wheel during its

QVCETIn Move.

1 .so the unit of

Knights may wheel to
bring s many models
as possible into contact § y
with the unit of Ores.

OO

- Uit b ys a will receive 2 charge bonus.
Unit ¢ vs b will receive a charge bonus
Unit b vs ¢ does not receive a charge bonus.
Unst a vs b does not receive a charge bonus

two units may pursue into each other,
or a pursuing unit might well run into
the enemy and then get charged in
the next turn. Normally a charging
unit always strikes first, but in this
situation what is the order of attacks?
Well, after much umming and aahing,
we’ve come up with the following
solution, which is actually quite
difficult to explain, but
straightforward on the tabletop.

When a combat involves charging
units from both sides, the chargers
strike in the order in which they
charged. However, models may not
strike against an enemy that has
charged them until that charging
unit’s attacks are resolved. All units
striking first are allowed all the
normal charge bonuses for lances, etc.
A unit that has been charged and is
not charging itself will always strike
after all charging units — only the
order of the chargers’ attacks are
relevant.

This sounds horribly complex but
isn’t really, and is most easily
demonstrated by a nice example, so
have a look at the diagram above.
Note that Empire detachments have
their own special rules so that when
counter-charging they will always
strike first. However, if not specifically
counter-charging then the strike order
above is used.

That’s all for now, join
me next month when
I'll be talking about
the new Dark

Elves.

Happy Gaming!
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Art supremo John
Blanche has long
provided the vision
behind the imagery
of our games. We
asked him to tell us
about his
background and his design work
for Inquisitor.

John: I was born in Cornwall in 1948,
and later, in the very grey world of the
1950s, | moved to Nottingham.

During this time | spent many hours
drawing dinosaurs and regiments of
matchstick Romans and Vikings on the
back of old rolls of wallpaper, my
imagination fuelled by the abundance of
great films being shown at my local
cinema. War films and Biblical epics were
a great inspiration to me and as | grew
older this also included Hammer Horror
films.

One of the other main inspirations was
my collection of plastic knights; my
favourite being a set of Britains "Wars of
the Roses’ mounted and foot knights. It
was around this same time that | painted
my bicycle wheels with silver paint. The
idea of painting my knights with the
same paint struck me and, although
crude compared to today's standards, at
the time it looked pretty realistic.

Later, as a student in the late 60s, life
suddenly became very different. The
world around me changed and seemed to
have more colour. | discovered books, art
history, art galleries and The Stones
and it was then that my two
passions in life came to the fore. |
was at art college where | was
studying illustration and
graphics. It was real
drawing as opposed
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to fine art theory, we were encouraged to
put pencil to paper and | was drawing
every day with a passion. It was all weird
stuff, even then — strange warriors and
monsters. | remember at the time a
lecturer telling me that | ought to drop
this romantic vision of art as | would
never make a living from it!

Over the next few years | built up an
American Civil War army, using Airfix
HO-0O plastic figures. The numerous
uniform books and painting guides that
can be found today were few and far
between then, but | managed to paint up
accurate regiments with proper colour
schemes nonetheless. | also built a couple
of hundred mounted Hun warriors using
US cavalry and Ancient Britain models.
Small pins, plasticine, pliers and a strange
knife were my tools, and my conversion
days had truly begun.

I eventually discovered that other people
were doing the same and that an
embryonic world of gaming with these
armies existed. Then, during the summer
of 1969, something happened that was
to change all of these discoveries. In my
last term at art college [ was introduced
to the Lord of the Rings trilogy and,
drawn in by the book, | read it in a
staggering three days. It was a revolution
for me and validated my passion for
drawing the fantastic. | was so entranced
by the book that | even converted my
wargaming miniatures into fantasy
figures.

A year later | had been introduced to the
real world of work and was hired by a
Museum Service for Schools on the
outskirts of Nottingham. My everyday
jobs included drawing graphics,
illustration, model making (including
battle dioramas) and generally getting to
mess around with real armour and
weapons.

In my free time however | was still
drawing fantastic creatures and
monsters locked in epic battles, and
over the following years | found
increasing demand as a freelance
illustrator. | had also become
really embroiled with the
science fiction and fantasy art
scene which was blossoming
at the time and started to
do some design work for
small miniatures
companies, even
getting some work
published in the
Tolkien Bestiary.




» soldiers. It's quite brilliant ac

What happened next changed the course
of my life forever. | became involved with
two fledgling companies on a freelance
basis: Citadel Miniatures and Games
Workshop — drawing White Dwarf
illustrations and cover artwork, painting
miniatures and illustrating some of the
Fighting Fantasy books. Miniature
concept design soon, however, started to
dominate my everyday life, so much so
that by the early 80s | was contracted to
work three days a week. By 1984 this
became a full time position with the now
combined Citadel Miniatures and Games
Workshop company which was then
based in Newark. | remember the canal-
side cottage where Rick Priestley would
pump out pages of rules on'a word -
processor and then Jeave spaces for
illustrations which Tony Ackland and
myself would fill. It was quite fiterally a
small cottage industry which seemingly
exploded inta the world with what it ha;;
become today. It's all been q(ﬁté\‘,_
really looking back on it. Allf s 7
_have ever done is draw plctu of* 3%
strange cﬁaracters and paint T

ally, the
best jobin thesworld!

‘Status: Marned wsth»twa children and

one- gramdsov‘ ~ -iio \;»-’-

g t shop { pm\nde
“*i@lwm and design condep plsifor
mifiatures durmg the cfevdopment of
Games Workshop's gaimes to ensure that
the tnigue characterof GW's visual
1magé'ry is mamtamqﬁi.

Ambition: Wel ;’aat 5 camnqgfkme To
see art books of GW's art and. thn‘é work
,Luf mdi}/edual ai’hsté pubhshed ,‘

"“}"

o r" overwarked imaginations! We see
e et e

Inspiration: Movies - the darkness of
Bladerunner and Aliens made a lasting
impression, but art really moves me.
There's too much to list and my
inspiration is changing and evolving
constantly. Last year it was Rembrandt,
this year it has been Rothko but the GW
artists have the biggest effect on me.

Medium: Sketch drawing with _
Rapidograph pens and coloured ink =~ ./
washes. When | do a painting it consrsts»
of the pencil drawing which | then cofour,
with Citadel paipts and ink washﬁ‘s/ﬂsmg,‘ ~
methods borrowed frém oil paintirig

techniques. @,,

Hobbies: I don't thmk Fhave any really. /
My life has always been spent painting
and drawing model soldleri ‘that's what
I've always done. Aside from- this- ride a
Custom Harley but t's.not 2 biker thing./
It's more the freedom to explore the,
countryade . have never driven a-car’

« which is a fact that applies to quite a lot
~of artists. | think it's because of our

ourselves in all sorts of mad smash-ups so
| keep clear of them. _‘,drive pretty
slowly on my bike.

Favourite Miniature: ['m a Ways o
about the next new release,.but at the™
end of the day | do kégp coming back to
the plastic Space Marmés:The versatifity. 4
of kit form figures can be extremely
satisfying.

Music: Since the early 70s 1 have always
been interested in Weird Electronics, also
Moritz von Oswald and the Basic /
Channel/Chain Reaction stable of artists#™
along with the work of Jeff Mills and His
imitators. My current favourites are '/
Vibrant Forms by Fluxion (K. Soubhs)
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JOHN BLANCHE
ON INOUISITOR

I'm really excited about the Inquisitor project.
it has given Games Workshop the perfect
opportunity to take a different perspective on
the Warhammer 40,000 universe and delve
deeper info the character behind the system.
The initial idea of the Inguisition comprising
separate factions all seeking power was born
from the combined inspirations of

Rick Priestley, Gav Thorpe and Alan Merrett. It
gave the Warhammer 40,000 universe a
fesonance which | find irresistible, obscuring
the distinction between good and evil.
Inquisitor has expanded upon an idea — that
there is a grey area in between the ideals of
the Emperor’s order of law and puritanical
belief, and the warped machinations of Chaos.
This is the setting, the background if you like,
to Inguisitor.

From the inception of the project | realised
there would be tremendous scope for
creativity and characterisation. | began to
explore as many ideas as | could, through
sketches and concept pieces, which |
eventually compiled into a sketchbook of
characters that would play an important part in
the whole design process. My own goal for
Inquisitor was clear to me from the outset - to
put the flesh on the bones of the fabulous
imagery that was sparking into life. As |
produced more and more sketches, others
became drawn in and the whole project then
flared into being on a new level; artists were
bring inspired by writers who were in turn
inspired by sculptors. Imagery was being
bounced around the Studio, all finally merging
to create a rich background; and the words,
art and miniatures within Inquisitor are the
result.

So, here are some of my, sometimes
wandering, ruminations on Inquisitor; what |
wanted to achieve, my influences and
inspirations, and the clash of ideas and images,
which for me, makes Inquisitor, and the
Warhammer 40,000 universe as a whole so
exciting and rewarding to work on.

MY AIMS

My basic premise was to develop the genre on
three different levels. Firstly, it would have to
fit the existing popular imagery. For example,
everybody would want to see Space Marines
in the game; they are a fundamental part of
the Warhammer 40,000 universe and
something people can easily identify with.
Having some obviously recognisable characters
would help link the newer characters with the
rich atmosphere and background already
established in other games.

Secondly, there were those characters who had
been mentioned in various codexes, rulebooks
and articles over a long period of time, but for
whom only a small background had been
developed. The Inquisitors themselves fall into
this category. Whilst most gamers know of the
Inquisition, very little has really been explored
about their role within the Emperor's order, or
indeed how they appear.

Finally, | wanted to create a whole new set of
beings and give them birth into Warhammer

40,000. My inspiration for these came from a
diverse range of ideas, but my approach was

the same in each case. To create characters

with depth and meaning | always look towards
archetypes first, These are instantly
recognisable and have a range of associations
with them, allowing you a creative ‘shortcut’ if
you like. For example, the archetype of a
knight conjures up all kinds of images such as
the noble warrior, the Crusades, chivalry,
heraldry, and so on. The archetype is just the
start of the character though, for archetypes
are, by their very nature, somewhat generic. |
wanted to layer on extra character to these
basic ideas, adding the mix of medieval
superstition, gothic horror and arcane
technology that the Warhammer 40,000
image is based upon.

OEHLUIMANISING
HUMANITY
The Arco-flagellant began life as a great title

for a character that Alan had come up with. |

took the name and split it into its two
components; ‘arco’ which could mean
something to do with electricity and

‘flagellant’, well... someone who flails and
punishes. You can quickly see how the concept
of an automaton warrior with whips for hands
was born.

One of the strongest images for me is how the
Warhammer 40,000 universe takes human
characters and characteristics and deconstructs
them. There exists a dark fascination within
Warhammer 40,000 with bio-engineering —
many of the characters have been radically
changed until little remains of the original
human. The Arco-flagellant is a good example
of this. He is basically a drone whose
fundamental human qualities have been
chemically enhanced and altered. The
Warhammer 40,000 universe is built upon
many such ideas of quasi-humans and is an
exaggeration and twisting of much that we see
in the modern day world. | have simply drawn
upon the idea of syringes networked
throughout his body and mechanical flails
replacing his hands to exemplify this.



Similarly with the venerable Inquisitor we tried
to rework typical genre archetypes by twisting
them on their head. In today's society it is
often the young who are seen as radical and
challenging and the old are bound by tradition
and conservatism. Gav provided a great twist
on this rather stagnant viewpoint, whereby the
venerable, ageing Inquisitors are more likely to
be the radical element, thus challenging the
established creed.

Age and time are two of the elements we use
frequently in Warhammer 40,000 to challenge
people’s preconceptions. Space Marines can
live for hundreds of years and so you would
imagine that Inquisitors are equally capable of
extending their lifespans in a similar fashion.
The venerable Inquisitor is an example of such
a person and logical progression would
suggest that during his many years of
investigation he would have seen and learned
much. He would therefore be able to delve
into heretical ideals and have the power to
withstand the chaotic influence of his findings.

Such is his willpower he no longer requires
strict dogma and laws to protect him from the
forces that would corrupt lesser individuals.
Also, with his many enhancements and
biotechnological augmentation, he is probably
just as powerful, if not more so, than a
younger man, shattering the image of an older
man necessarily being weaker.

ARCHEOTECH &
THE MACHINE =00

One of the most intriguing parts of
Warhammer 40,000 is the vast amount of
unexplored imagery. There are some really
strong ideas that we have barely scratched the
surface of. The whole concept of technology
and the way it is understood is one | wanted
to further explore. It is the treatment of
technology as a little understood, near-mystical
force which provides a lot of the depth to
Inquisitor, making seemingly humble items of
equipment revered artefacts of power. The
idea of the Machine God has an incredible

amount of potential. [ wanted to reflect the
idea that the worship of the Machine God
extends far beyond Mars. An infinite number
of sects and cults could be spreading the word
throughout the universe. Each would have
differing viewpoints and beliefs, many of
which could conflict with others of the same
order. Most people that inhabit the
Warhammer 40,000 universe have never even
seen a Space Marine and so the technology
which creates them would also be truly
remarkable to them. To the heathen masses
the notion of futuristic technology would seem
spiritual.

| also wanted to explore the image that the
Cuit Mechanicus is a secretive organisation
where the select few jealously guard the truth
at the heart of the cults — a paranoid
undercurrent to the surface reality of the
worship of the machine. These priests are
permanently researching new and alien
technology, deciding what should remain
hidden and what is too dangerous for the




uninitiated to see. Again, | wanted to use the
idea of taking futuristic science fiction
elements and merge the images with gothic
hotror. 1 think that this combination is
fundamental to Warhammer 40,000 and a
major factor of its unique appeal. What little
shows aver the robes of the Tech-Priest is all
machine, and yet those very same robes reflect
what is basically a very medieval image, a
combination of two opposite images which are
at the heart of Warhammer 40,000.

ROGUE THADERS
& GUAROSMEN

Another of the concept designs was the
Rogue Trader. The term ‘Rogue Trader’
appeared in the very first Warhammer 40,000
rulebook (in fact the book was named after
them!). Rick had designed the rules to allow a
certain degree of roleplaying by creating
character types such as the Rogue Trader for
use within battles. This idea of a roleplaying
system had been dropped by the second

edition but Inquisitor is re-igniting many of
Rick’s initial ideas.

| created the Rogue Trader as a renegade
nobleman, and made links back to

Jes Goodwin's Navis Nobilite concepts from
many years ago. The character still retains his
high class nobility whilst also being endowed
with a high sense of adventure, quite literally a
bit of a rogue. My sketch was based on

19th Century elements using the flamboyant
military appearance that was common at that
time. The sketch shows him holding a Kroot
sabre and a digital weapon to reflect the fact
that he is well travelled — they hint at past
adventures and a sense of mystery as to where
and how he has acquired these arcane
weapons. It also adds a slight air of heresy
about him, after all I'm sure many Inquisitors
wouldn't condone the use of tainted alien
weapons. The one thing | want to stress
though is that this is but one of a great many
Rogue Traders. The idea behind a Rogue Trader
is that they can be from any society. The

Rogue Trader allows the gamer a certain
freedom to introduce his own unigue hero
type into the game.

The Imperial Guard Veteran was one of the
first sketches that | completed. For this |
wanted to move away from the idea of the
faceless, countless Imperial Guardsman and
make him into a very individual character. To
do this | created my very own narrative for the
Sergeant as | drew the picture. (The narrative
plot is an important aspect to the game itself
and | wanted to reflect that in the characters
that | created.)

My vision of him was of a Catachan or similar
hardened, no-nonsense Guardsman who had
perhaps murdered a colleague and been
sentenced to death. He has then been rescued
by an Inquisitor who recognises his latent
powers. It was important that | kept some
features recognisable from the Guard, such as
his combat fatigues, but show he had plenty
of non-standard issue weapons and kit as well.
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DANGEROUS CULTS

Warhammer 40,000 is rife with cults of all
types, and it is an area which | really enjoy
exploring whenever the opportunity arises.
Within the infinite number of planets,
there is an equally infinite variety of cults
to choose from. They open up an endless
possibility to create dangerous,
weird and deranged characters. |
think the Cultists more than any
other Inquisitor characters split
the divide between good and
evil. Each cult you think up
can range in its fanatic
devotion, whether it be for
the Emperor or Chaos. They
are simply mortals who kill
in the name of whatever
deity they follow. Death
Cultists are a fond

favourite of mine. Again
they display the diametric
opposites that work so

well. The soft female shape
is in stark contrast to the
spikes and blades of the nails,
stilettos and needle pistols and
it all serves to reinforce the
image.

THE RESLUILT
The result is a range of
character sketches that, |
believe, capture the spirit of
madness and horror that
pervades everything in the
Warhammer 40,000 galaxy. My
sketchbook contains dozens of
different characters, and as it
would have been impractical to
produce them all as miniatures,
there some of them will remain
for the moment: the female
Inquisitor; the Solar Priest whom
I envisioned as worshipping the
sun as the embodiment of the
Emperor; the Berserker Assassin —
all have a great potential as
individual concepts.

This diversity is also reflected in the
models, The joy of working with Inquisitor
is that it is an open door — as you create
your own characters, the modelling and
conversion opportunities are endless. There
are no restrictions as to what you can and
cannot do and I'm certainly looking
forward to seeing the infinite variety of
models that people will come up with.

Right: The first model is a Cyborg
which was constructed from a
concept figure by Michael Perry,
with the addition of 28mm Ork
mechanical arms (these are the
ideal size for a 54mm figure) and
added plastic bits. This is typical of the
kind of stuff that numerous people at the
Studio tend to do before the ‘proper’
miniatures are available.

Far Right: The second figure is an
Inquisitor, made of various parts from the
actual range. It incorporates parts from the
Eisenhorn, Covenant and Daemon Host
models.










Every Games Workshop store is
the centre of a whole host of
games, battles and events.
Whether you play Warhammer
40,000, Warhammer or you're
complete newcomet, you'll find
something to interest you. This
month there’s the awesome Battle
of Sylvania Warhammer
participation game and a whole
host of events and games over
the Easter holidays.

On certain days of the week we
also focus on different gamers’
needs. Have a look below fo see
which day suits you best.

STORES

What’s going on in your local Store?

ALL DAY SUNDAY

We run special games every Sunday
especially for beginners. If you want to
learn about the world of Warhammer, or
lead a squad of Space Marines into battle,
all you need to do is come along!

If you already play Games Workshop
games, why not ask a friend to come along
on a Sunday to introduce them to your

THURSDAY NIGHT

Games Workshop stores stay open late on
Thursday to play awesome games. Huge
battles, vindictive grudge matches and
good natured team battles, they all take
place here. You can arrange to play against
your friends in the store; just ask the staff
what they have planned. Come down to
your local store on Thursday to join in,

Mlghtv battles for everyone!
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particularly if you've just graduated from
our Sunday Beginners’ program.

But we don’t just game, you can also get
advice on all you need to know about
painting and building your army. The staff
are always available to give you help and
advice.

hobby. We also run our special Beginners’
program on Sundays, where we can help
you take your first steps into the Games
Workshop hobby. You can learn all the
basics, like controlling units, painting
miniatures and forming battle plans for
your army.

Please call your local store for details.

AI.I. DAY SA'I'I.IRDAY

The Saturday Warlords game is for
everyone. Whether you're a complete
beginner or a seasoned veteran, everyone is
welcome to take part. The Saturday
Warlords game is the highlight of the store’s
week! All through the week leading up to
the game you can get information on the

Saturday game, just ask the staff about
what’s happening, and where to sign up!
Then simply turn up on the day, bring
along whatever models you can, and join in
the fun! And remember that Saturday is
new release day, so make sure vou go in to

‘check out the latest new miniatures!



WHO IS VETERANS DAY
AIMED AT?

If you're an older gamer with
plenty of experience on the
battlefield, then Veterans day will
suit you perfectly.

You can play games against
equally experienced opponents,
share ideas about all aspects of
vour hobby and play whatever
Games Workshop games system
you like.

Give the store a call to make sure
that there’s enough space
available to play your game.
Alternatively, just come along and
chat about the hobby with like-
minded individuals.

WHAT IS
VETERANS DAY?

Warhammer, Warhammer 40,000, Inquisitor I4 !
(from the 1st May), Necromunda, Mordheim, - 4 o bl e
Warmaster, Battlefleet gothic, Epic " :
40,000, Gorkamorka, Warhammer
Quest and even golden oldies like
Man O’War, you can bring in and
play on our Tuesday Veterans Day.
All you need to do is arrange an
opponent beforehand, and check
with the store to see what scenery
and board space they can provide.
Then just come in and play!

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 place to make sure you get exactly what
you want.

To use the In-Store Mail Order service, simply drop into your
: local Games Workshap, and ask one of our friendly staff for
0 SUSIGICE LAk SUl help. Also don't forget that all purchases through Mail Order

In-store Mail Order g
Warhammer World store. earn you more SKULZ tokens.




The clash of swords on armour, the
thunder of rumbling tanks, the
guttural shout of marauding Orcs,
and the flash of alien laser fire. All
of these are within your grasp.

You can command your resolute
spearmen and knights against the
forces of evil, lead squads of Space
Marines deep into alien ferritory,
assault the high towers of the
Elves with your shambling Undead
hordes, and grind the bunkers of
your foes beneath the treads of
your mighty tanks. The battlefield
is yours to command.

All Games Workshop stores run
introductory games for beginners, so
if you're new to the Games Workshop
hobby, drop into your local store and
one of our friendly staff will be happy
to help.

Once you've been introduced to the
hobby you can take your first steps
towards building your world-
conquering army! Start by purchasing
a boxed set such as the Warhammer or
Warhammer 40,000 boxed game. Each
contains the rules for the game,
templates, dice, scenery and enough
models to form the core of two
opposing forces. These boxed sets are
ideal for sharing with a friend — you
could even buy a second rulebook
and split the set between you.

Once you have decided on which
army you wish to lead into battle, you
can buy the relevant Armies book or
Codex. These books provide all the
specific rules, background, stories,
painting guides and special characters

L
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Find out whats bappening near you!

Learn to play Games Workshop games - our staff are ready to show you how!

for your chosen force, making
them invaluable guides for the
budding general.

Collecting and painting your army are
key points of the hobby. While you
can play with an unfinished army,
there is nothing to compare to a well
painted army taking the field in your
chosen colours. You can pick up hints
and tips for painting your army from
the Armies books, White Dwarf and
most importantly from the staff in
your local store. The store staff will be
able to offer you advice on modelling
and painting your army, and will also

Fantastic painted armies on display in every store.

be able to give you hints and tips on
how to get the most out of your army
on the battlefield. In addition to this
advice, our monthly hobby magazine,
White Dwarf, is packed full of
modelling ideas, painting tips, battle
reports, new miniatures and a host of
other new ideas, events and articles
about the hobby. So what are you
waiting for? Get down to your local
store and join in the fun!

All Games Workshop stores provide:

* A comprehensive range of Games
Workshop games, miniatures and
accessories.

¢ Introductory games for beginners;
our enthusiastic staff are ready to
show you how.

* HUGE games. These are exciting
battles for you to take part in,
every week!

* Modelling and painting tips, with
lessons held in the store.

* A Mail Order service. Get all those
single components and older
miniatures delivered direct to
your door.

* The latest releases! Brand new
models every Saturday!



GAMES WORKSHOP & INDEPENDENT STORES OPENING TIMES!

If you want to know where your nearest Games Workshop store (marked in red) or Independent Stockist {marked in black) is
then check the list below (stores marked with a green dot stock all Inquisitor products). Give them a call to find out what's
going on in the store. We also have Games Workshop stores in 16 different countries across the world -
you can call Mail Order on 0115 91 40000 to find out where they are!

Normal opening hours are: Mon-Wed & Fri-Sat: 10am to 6pm. Thuss: Midday to 8pm. Sun: 10am to 4pm. Some Games Workshop stores
and Independent stockists have different opening times, & don’t open on Sunday; please contact your local store for details.

ENGLAND

BEDFORDSHIRE
GW BEDFORD: 10 Greyfriars. Tel: 01234 273 663
GW LUTON: 12 Park Street. Tel: 01582 417 474

THE GUARDROOM, 38 West Room, Dunstable.
Tel: 01582 606041

BIRMINGHAM AREA

@ GW BIRMINGHAM: 116 Corporation Street.
Tel: 0121 236 7880

GW DUDLEY: Unit 36, Merry Hill Centre, Brierley Hill.

Tel: 01384 481 818

GW SOLIHULL: 690 Warwick Road. Tel: 0121 705 7997
GW WOLVERHAMPTON: Unit 88, Mander Centre.
Tel: 01902 310 466.

GW WALSALL: Unit 27 0Id Square Shopping Centre.

Tel: 01922 725 207,

DIGITAL DRAGONS, Unit 33, Sutton Shopping
Centre, 65 South Parade, Sutton Coldfield.

Tel: 0780 854 7329

ROY’S HOBBIES & TOYS, 155 New Rd, Rubery.
Tel; 0121 453 3280

BUCKINGHAMSHIRE
GW HIGH WYCOMBE: Unit 29, The Octagon Centre.
Tel: 01494 531 494

@ GW MILTON KEYNES: Unit 2, West End Extension,
504 Silbury Boulevard, Milton Keynes Shopping
Centre, Tel; 01908 690 477
NOT JUST STAMPS, 17 Crenaon St, High Wycombe.
Tel: 01494 441717

CAMBRIDGESHIRE

GW CAMBRIDGE: 8 Bridge Street.

Tel: 01223 313 350

GW PETERBOROUGH: 3 Wentworth Street.

Tel: 01733 890 052

SPORTS & FASHIONS, 51 High St, Huntingdon.
Tel: 01480 454 541

CITY CYCLE CENTRE, 7 Market St, Ely.

Tel: 01353 663131

CHESHIRE

GW ALTRINCHAM: Unit 1, 17 Grafton Strest,
Tel: 0161 929 9896

GW CHESTER: 112 Foregate Street.

Tel: 01244 311 967

GW STOCKPORT: 32 Mersey Square.

Tel: 0161 474 1427

ABC MODEL SPORT, 82 Nantwich Rd, Crewe.
Tel: 01270 505048

CLEVELAND
GW MIDDLESBROUGH: Unit 33, 39 Dundas Street.
Tel: 01642 254 0N

PEAK ELECTRONICS, 201 York Rd, Hartlepoal.
Tel: 01429 233 199

COUNTY DURHAM
GW DARLINGTON: 78 Skinnergate. Tel: 01325 382 463

WINDSOCK MODELS, 5-7 Fore Bondgate, Bishop’s
Auckland. Tel: 01388 609 766

CUMBRIA

GW CARLISLE: Unit 2, Earls Lane.

Tel: 01228 598 216

HEATHS, 76 Dalton Rd, Barrow in Furness.
Tel: 01229 820 435

ROBINSON’S MODEL SHOP, 103 Duke Strest,
Whitehaven. Tel: 01946 66525

DERBYSHIRE

GW DERBY: 42 Sadler Gate. Tel: 01332 371 657
FREARSONS LTD, 10 Bridge St, Belper.

Tel: 01773 823 244

MARTIN FRAMES, Chesterfield. Tel: 01246 231 633
SHAWES, 8 Bank Rd, Matlock. Tel: 01629 582482

ESSEX
GW CHELMSFORD: Unit 4C, Phase 2,
The Meadows Centre. Tel: 01245 490 048
GW COLCHESTER: 2 Short Wyre Street.
Tel: 01206 767 279
GW SOUTHEND: 12 Southchurch Road.
Tel: 01702 461 251
® GW THURROCK: Unit 415B, Lavel 3/Food Court,
Lakeside Shopping Centre. Tel: 01708 867 133.

B&M CYGLES, 13 High Street, Brentwood.
Tel: 01277 214342

@ GAME ON, 30 High Street, Saffron Walden.
Tel: 01799 596 070 )
MARQUEE MODELS, Unit 79b, The Harvey Centre,
Harlow. Tel: 01279 423334

GLOUCESTERSHIRE

GW GLOUGESTER: 35 Clarence Street.

Tel: 01452 505 033

GW CHELTENHAM: 16 Pittville Street.

Tel: 01242 228 418

CYBERDYNE, 15 Union Street, Cornhill, Stroud.
Tel: 01453 767722

TOY ZONE, 7 High St, Tewkesbury.

Tel: 01684 295 776

HAMPSHIRE
GW BASINGSTOKE: 3 Potters Walk, Wote Street.
Tel: 01256 466 050

@ GW PORTSMOUTH: 34 Arundel Street.
Tel: 02392 876 266
GW SOUTHAMPTON: 23 East Street.
Tel: 02380 331 962
GW WINGHESTER: 6 St Georges Street.
Tel: 01962 860 199

@®DARKSTAR, 155 Cove Road, Farnbarough.
Tel: 01252 376050
FOLLY MODELS, Folly Arcade, Petersfield.
Tel: 01730 267 932
ROUNDABOUT, 17 The Hundred, Romsey.
Tel: 01794 521 027
HOGGOSAURUS TOYSTORE, 20 Chantry Centre,
Andover.Tel; 01380 723 841
SOUTHSEA MODELS, 69 Albert Road, Southsea.
Tel: 01705 733208
THE GAMES SHOP, 6 Wellington Street, Aldershot.
Tel: 01252 311443
PAUL'S HOBBY SHOP, 34 Wellington Way,
Waterlooville. Tel: 01705 259186

ALTON MODEL CENTRE, 7a Normandy Street,
Alton.Tel: 01420 542244

HEREFORDSHIRE

HEREFORD MQDEL SHOP,

4 Commercial Road, Union Street.

Tel: 01432 352809

MARTIN’S MODELS & CRAFTS, 26 West St,
Leominster. Tel: 01568 613 782
REVOLUTIONS, 48 Broad St, Ross on Wye.
Tel: 01989 562 639

HERTFORDSHIRE

GW ST ALBANS: 18 Heritage Close,

off High Street. Tel: 01727 861 193

GW HEMEL HEMPSTEAD: 16 Bridge Street,
Tel: 01442 249 752

BOARDMANS, 14-16 North Street, Bishop's
Stortford.Tel: 01279 654 033

HAMLINS, 231 High Street, Berkhamsted.
Tel: 01684 591 117

K § MODELS, 19 Middle Row, Stevenage.
Tel: 01438 746616

CHORLEYWOOD MODELS, 4 Lower Road,
Chorleywood. Tel: 01923 284 313

COMICS UNLIMITED, Unit 11, The Arcade,
Letchworth. Tel: 01462 480018

MARQUEE MODELS, Unit 5, The Marquee, Railway
St. Hertford. Tel: 01992 504718

ISLE OF WHITE

FUN, FACT AND FANTASY, 1-3 St Johns Road, Ryde.
Tel: 01983 617323

THE SPORTS & MODEL SHOP, 9 Union St, Ryde.
Tel: 01983 862454

KENT

GW BLUEWATER: Unit 052B Upper Thames Walk,
Bluewater, Greenhithe, Kent. Tel: 01322 427880
GW CANTERBURY: Unit 5 Iron Bar Lane.

Tel: 01227 452 880

GW MAIDSTONE: Unit 6, 1/9 Pudding Lane.
Tel: 01622 677 435

GW TUNBRIDGE WELLS: 4A Camden Road.
Tel: 01892 525 783.

MEDWAY GAMES CENTRE, Unit 6/7, The Pentagon
Centre, Chatham. Tel: 01634 814750

A.J. BLUNDELL & SON, 27 High Street,
Sittingbourne. Tel: 01795 424 371

BAGAAR 58, 58 High st, Broadstairs.

Tel: 01843 862425

DEAL PRAMS, 30 Mill Hill, Deal.

Tel: 01304 366 080

MANKLOWS, 44 Seal Road, Sevenoaks.

Tel: 01732 454952

THE STAMP CENTRE, 45 High St, Gravesend.
Tel: 01474 534166

LANCASHIRE

GW PRESTON: 15 Miller Arcade. Tel: 01772 821 855
GW BLACKPOOL: 8 Birley Street.

Tel: 01253 752 056

GW BOLTON: Unit 13, The Gate Gentre.

Tel: 01204 362 131

m
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LANCASHIRE CONTINUED

@A & B GAMES, 57 Chapel Street, Chorley.
Tel: 01257 261833
ARTHUR BENN, 4 St James St, Burnley.
Tel: 01282 422 546
INTERGAMES, 6A Lord St, Leigh. Tel: 01942 262 961
MERCER & SONS, 21-27 Northgate, Blackburn.
Tel: 01254 52701
MICROSHACK, 122 Whitworth Rd, Rochdale.
Tel: 01706 715938
RICHARD LANCASTER, 35-37 Queen St,
Morecombe. Tel: 01524 410 304
WIGAN MODEL CTR, 58 Market St, Wigan.
Tel: 01942 245 683

LEICESTERSHIRE

® GW LEICESTER: Unit 2,16/20 Silver Street.
Tel: 0116 253 0510
GW LOUGHBOROUGH: 22 Biggin Street.
Tel: 01509 238 107
ON LINE MODELS, 11 Belvoir Rd, Coalville.
Tel: 01530 457 117

Tel: 01455 230 952
THE CARD COTTAGE, 16 Market Street, Ashby De La
Zouch.Tel: 01530 414477

LINCOLNSHIRE AREA
GW LINCOLN: Unit SUA, Saltergate (on outside of
Waterside Centre). Tel: 01522 548 027
GW GRIMSBY: 9 West St Mary's Gate.
Tel: 01472 347 757
® ACCESS MODELS, 16 Market Place, Grantham.
Tel: 01636 673111
SHERMAN’S MODEL SHOP, 19 Dunstall St,
Scunthorpe, South Humberside. Tel, 01724 842439

MANCHESTER AREA

@ GW MANCHESTER (CENTRAL): 69/70 Marsden
Court, Arndale Centre. Tel. 0161 834 6871
GW MANCHESTER (TRAFFORD CENTRE):
Unit H2, Festival Village, The Trafford Centre,
Trafford Park. Tel: 0161 747 2121
F & S SCALE MODELS, 227 Droylsden,
Audenshaw, Manchester. Tel: 0161 370 3235

MERSEYSIDE AREA

@ GW LIVERPOOL: 47 Lord Street. Tel: 0151 258 1404
GW SOUTHPORT: Unit K2, Marble Place Shopping
Centre. Tel: 01704 501 255
GW WARRINGTON: Unit 20, Time Square (near
Currys). Tel: 01925 651 984
RS MODELS, 69 Telegraph Rd, Heswall, Wirral.
Tel: 0151 348 4363
FIRESIDE MINIATURES, 206 Liscard Rd, Liscard,
Wallasey. Tel: 0151 691 1683

MIDDLESEX

A BOVILL WRIGHT LTD, 127 High Street, Uxbridge.
Tel: 01895 450 304

CYBERDYNE, 45 Church Road, Ashford.

Tel: 01784 421900

NORFOLK
GW NORWICH: 12-14 Exchange Street.
Tel: 01603 767 656
BLACKFISH GAMES, North Walsham.
Tel: 01692 403 372
@ EMPIRE, 121 Norfolk St, Kings Lynn.
Tel: 01553 765 174
YOUNGSTERS WORLD, 28a High St, East Dergham.
Tel: 01788 562 372
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STORES

PUNCTILIO MODEL SPOT, 1-3 Waterloo Rd, Hinckley.

NORTHAMPTONSHIRE

GW NORTHAMPTON: 38 Princess Walk, Grosvenor
Centre. Tel: 01604 636 687

GREEN ANGEL CARDS & GAMES, 165 Mill Road,
Kettering. Tel: 01536 359 248

TOYMASTER KINGDOM, 53 Newlands, Kettering.
Tel: 01536 512507

NOTTINGHAMSHIRE

@ GW NOTTINGHAM (CENTRAL): 34a Friar Lane.
Tel: 0115 948 0651

@GW NOTTINGHAM (WARHAMMER WORLD):
Willow Road, Lenton. Tel; 0115 916 8410
ACCESS MODELS, 43-45 Castle Gate, Newark.
Tel: 01636 673111
MODEL BASE, 19 Gateford St, Worksop.
Tel: 01909 501 752
ILKESTON CO-0P, 12 South St, llkeston.
Tel: 0115 932 7777
MORTON’S MODELS, 12 Bridge St, Mansfield.
Tel: 01623 22215

OXFORDSHIRE

GW OXFORD: 1A Bush House, New Inn, Hall Street.
Tel: 01865 242 182

TRINDER BROS, 2-4 Broad Street, Banbury.

Tel: 01295 262 546

SHROPSHIRE
GW SHREWSBURY: Unit 1, 2 Bridge Street.
Tel: 01743 362 007
HOBBY HORSE, 62 Whitburn St, Bridgenorth.
Tel: 01746 766 659

® QUESTING KNIGHT GAMES, 6 Old Bakery Row, The
Parade, Wellington, Telford. Tel: 01952 417747
SANDA GAMES, 4 Albert Place, Donnington, Telford.
Tel: 01952 676722

STAFFORDSHIRE
GW STOKE: 27 Stafford Street. Tel: 01782 205 287

THE TOYBOX - UTTOXETER, The Maltings, Uttoxeter.

Tel: 01889 565 357

TOO FAT GOBLINS, Unit 3, The Colonade, East Gate
Street, Stafford. Tel: 01785 244499

THE OLD BELL, 9 Lower Gungate, Tamworth.

Tel: 01827 310 320

J. W. BAGNALL, 18-20 Salter Street, Stafford.

Tel: 01785 223349

SPIRIT GAMES, 98 Station St, Burton on Trent,

Tel: 01283 511 293

SUFFOLK

@ GW IPSWICH: 2nd Floor, Debenhams, Waterloo
House. Tel: 01473 210 031
ERIC BARTLETT MODELS, 70 High St, Lowestoft.
Tel: 01502 585 666

@ MODEL JUNCTION, 10 Whitting St,
Bury St Edmunds. Tel: 01284 753 456

TOYMASTER KINGDOM, 56 London Rd (Noﬁh)
Lowestoft. Tel; 01502 565688

SURREY

GW GUILDFORD; Unit 1, 9/12 Tunsgate.

Tel: 01483 451 793

HAMMICKS BOOKSHOP, 12-13 Belfry Ctr, Redhill.
Tel: 01737 770334

SUSSEX AREA

GW BRIGHTON: 7 Nile Street. Tel: 01273 203 333
GW CRAWLEY: 11 Broadway. Tel: 01293 552 072
GW EASTBOURNE: 13 Terminus Road. Tel: 01323 641 423

K C'S GAMES SHOP, 31 West Buildings, Worthing.
Tel: 01903 237983

GENTLE GALLERY, 2 Shelly House, Bishopric,
Horsham, West Sussex. Tel: 01403 258567
GENTLE GALLERY, 94 High Street, Steyning,

West Sussex. Tel: 01903 812933

TYNE AND WEAR AREA

GW NEWCASTLE (CENTRAL): 63 Clayton Street.
Tel: 0191 232 2418
@ GW NEWCASTLE (METRO CENTRE):
Unit B14, First Floor (near the Mediterranean Village).
Tel: 0191 461 0950
GW SUNDERLAND: 253 York Street,
(just off the High Street near M&S).
Tel: 0191 567 3646
§.R. GLADSTONE & SON, 99 Bedford St,
North Shields.Tel: 0191 257 0335
GOATS MODELS, 44 Market Place,
South Shields.Tel: 0191 427 7644

WARWICKSHIRE

GW COVENTRY: Unit 39, Upper Lavel,
Cathedral Lanes Shopping Centre.

Tel: 02476 227 311

GW LEAMINGTON: 22 Park Strest.

Tel: 01926 435 771

JOTO RAILWAYS & MODELS, Rugby.

Tel: 01788 562 372

NUNEATON BOOKSHOP, 24 Abbey Street, Nuneaton.
Tel: 01203 342000

R H BAILEY, 16 Wood St, Stratford upon Avon.
Tel: 0179 293741

WORCESTERSHIRE

GW WORCESTER: 4 Charles Street.
Tel: 01905 616 707
DREAMS UNLIMITED, 27 Unicorn Mill, Redditch.
Tel: 01527 60709
ELECTRONIC DUNGEON, 4a Graham Road,
Great Malvern, Worcester. Tel:01684 831619
@ MODEL MAYHEM, 51 Bridge St, Evesham.
Tel: 01386 421431

YORKSHIRE AREA
GW SHEFFIELD (CENTRAL): 16 Fitzwilliam Gate.
Tel: 0114 275 0114
@ GW SHEFFIELD (MEADOWHALL CENTRE):
Unit 918, High Street, Upper Mall (next to enfrance
near Boots). Tel: 0114 256 9836
GW YORK: 13a Lendal. Tel: 01904 628 014
®GW LEEDS (CENTRAL): 12-16 Central Road.
Tel: 0113 242 0834
GW LEEDS (WHITE ROSE): Unit 28D
(near Debenhams), White Rose Centre.
Tel: 0113 272 3470
GW HULL: 30 Paragon Street.
Tel: 01482 589 576
GW DONCASTER: Unit 10, The Golonnades.
Tel: 01302 320 535
GW HARROGATE: 29 Beulah Strest,
Tel: 01423 564 310
SPACE MYTH & MAGIC, 39-40 Queen Street,
Scarborough. Tel: 01723 501821
GOMPUTER & GAMES CENTRE.
34 St Nicholas Cliff, Scarborough.
Tel: 01723 500505
@ KITCRAFT, 46 Shambles St, Barnsley.
Tel: 01226 206080
@ MAGAZINE WORLD, 2-6 Commercial Street, Halifax,
West Yorkshire. Tel: 01422 330547
®SOMETHING WICKED, 1 Wood Street,
Huddersfield, West Yorkshire.
Tel: 01484 537191



CHANNEL ISLANDS

GUERNSEY

CAROUSEL, 36 Commercial Arcade,
St. Peters Port. Tel: 01481 721721

JERSEY
THE LITTLE SHOP, 12 Conway Street, St. Helier.
Tel: 01534 732187

WALES

DENBIGHSHIRE

LIGHTFOOT MODELS & TOYS,
16 Queen St, Rhyl. Tel: 01745 331 564

DYFED

THE ALBATROSS, 29 Pier St, Aberystwyth.
Tel: 01970 617 836

CEREDIGTON

CREATION MODELS, Quay Street, Haverfordwest.
Tel: 01437 762633

POWYS

CHARLIE'S STORES, Market St, Newtown.
Tel: 01686 625 313

J. CLARK TOYS & GIFTS, 13-15 High St, Brecon.
Tel: 01874 622 865

GLAMORGAN AREA

GW CARDIFF; 31 High Street, Glamorgan.

Tel: 02920 644 917

GW NEWPORT: 25 Skinner Street.

Tel: 01633 256 295

® G\W SWANSEA: 45 Princess Way. Tel; 01792 463 969
RAINBOW PLAZA, Boverton Rd, Llantwit Major,
Glamorgan. Tel: 01446 794 118

ARTISTS CORNER, 7 Beaufort Sq, Chepstow.

Tel: 01291 627 393

SCOTLAND

CENTRAL
GW FALKIRK: 12 Cow Wynd. Tel: 01324 624 553

FIFE

@ THE HOPE CHEST, 103 High St, Kinross.

Tel: 01577 862516

THE HOBBY & MODEL SHOP,

10-12 New Row, Dumferline, Tel: 01383 722582
THE HOPE GHEST, 22 Hunter Street, Kirkcaldy.
Tel: 01592 260116

GLASGOW AREA

® GW GLASGOW: 198/200 Hope Street.

Tel: 0141 332 5588

GW EAST KILBRIDE: 4 Righead Gate

(at the back of M&S). Tel: 01355 224 680

A1 BOOKS & COMICS, 635 Great Western Road.
Tel: 0141 357 6944

GRAMPIAN

GW ABERDEEN: Unit 1, 30/40 Upper Kirkgate.
Tel: 01224 621 261

JUNNER'S TOYMASTER, South Street, Elgin.
Tel: 01343 542 492

BANCHORY TOY AND GIFT SHOP,

29 High St, Banchory, Kincardine.

Tel: 01330 825 586

HIGHLANDS
SPORTS & MODEL SHOP, 66 High St, Dingwall,
Highlands. Tel: 01349 862 346

@ INVERNESS TOYS, 15/18 The Victoria Market,

Inverness. Tel: 01463 222235
NAIRN MODELS, 19 Harbour Street, Nairn.
Tel: 01667 452698

LOTHIAN
® GW EDINBURGH: 136 High Street. Tel: 0131 220 6540

TAYSIDE

GW DUNDEE: 110 Commercial Street.

Tel: 01382 202 382

GW PERTH: 6 Fleshers Vennel. Tel: 01738 445 840

STRATHCLYDE

GW AYR: 10 Arran Mall, Dalblair Arcade (behind
Hourstons dept. store). Tel: 01292 610 673

G\W BRAEHEAD: 115 Braehead Shopping Centre,
King Inch Road. Tel: 0141 885 9440

STIRLING
GW STIRLING: 14 Barnton Street.
Tel: 01786 448 263

NORTHERN IRELAND

@G\ BELFAST: 70A Castle Court (towards back of the
Centre). Tel: 02890 23 3654
GW LISBURN: 3 Smithfields Square.
Tel: 02892 634 150
SIGHTS & SOUNDS, 6 Thomas St, Ballymena.
Tel: 01266 630 373
TRASH, 12 Waterloo St, Derry. Tel: 02871 372124

EIRE

COUNTY CORK
NODDY'S, The Corn Market, Gork. Tel: 021 275 946

COUNTY DUBLIN
GW BLANCHARDSTOWN: Unit 249a,Blanchardstown
Shopping Centre, Dublin. Tel: 00 353 1 822 3868
@ GW DUBLIN: Unit 3, Lower Liffey Street.
Tel: 00 35 31 872 5791

COUNTY GALWAY

IT°$ MAGIC, Unit 223, Eyre Square Shopping Centre,

Galway. Tel: 091 563313

COUNTY KERRY
KILLARNEY MODEL RAILWAY,
Beech Rd, Killarney. Tel: 064 34000

COUNTY LIMERICK

THE GATHERING, 43 Lower Gerald Griffin Street,
Limerick. Tel: 061 315133

COUNTY LOUTH
PICK & SAVE, Unit 7, Longwalk Shopping Ctr,
Dundalk. Tel: 042 932 7356

COUNTY WATERFORD
THE HOBBY SHOP, 85a The Quay, Waterford.
Tel: 051 852 227

COUNTY WESTMEATH
ART & HOBBY SHOP, Unit 138, Harbour Place
Shopping Centre, Mullingar. Tel:04435247

LONDON

Below are listed of
Games Workshop stores and
independent retailers in the
Greater London area:

® GW BROMLEY: Unit 8, The Mall.

Tel: 0208 466 0678

GW BRENT CROSS: Unit F9, Lower Mall
(near Fenwicks), Brent Cross Shopping
Gentre. Tel: 0208 202 4979

GW CROYDON: Unit 35, Drummond
Centre (outside at the back of the centre),
Keeley Road. Tel: 0208 680 4600

GW EALING: 52D St Saviours Mall
(towards back of the centre), Ealing
Broadway Centre. Tel: 0208 840 0171
GW ENFIELD: 3/5 Genotin Road.

Tel: 0208 363 3238

GW HAMMERSNMITH: 161 King Street.
Tel: 0208 846 9744

GW HARROW: 296 Station Street.

Tel; 0208 861 2350

GW KENSINGTON: Shop 7, Lancer
Square, Kensington Church Street.

Tel: 0207 937 7011

@ GW KINGSTON ON THAMES:

33 Fife Road. Tel: 0208 549 5224

® GW OXFORD ST:

Unit F10, The Plaza Shopping Centre,

1st floor, 116-128 Oxford Street.

Tel: 0207 436 0839

GW RICHMOND: Unit 8, Westminster

House, Kew Road. Tel: 0208 948 6122

GW ROMFORD: 12 Quadrant Arcade.
Tel: 01708 742 140

GW STAINES: 52D Eimsleigh Gentre
(at back of M&S). Tel: 01784 460 675
GW SUTTON: Unit 24, Times Square

Shopping Centre.
Tel 0208 770 9454

@ GW WATFORD: Unit Q, 1A Queen Steet,

Harlequin Centre. Tel: 01923 245 388

HARRODS:

Knightsbridge. SW1X 7XL
HAMLEYS:

188-196 Regent St. W1R 6BT.

Tel: 0207 494 2000

ROSSIS OF LONDON:

265 Chingford Mount Rd, Chingford.
NI 8GD. Tel: 0207 529 1920

FREDERICK BECK LTD:
22-26 Camden Passage, Islington.
NI 8GD. Tel: 0207 226 3403

ELYS:16 St Georges Rd, Wimbledon.
SW19 4DP. Tel: 0208 946 9191

LEISURE GAMES:
91 Ballards Lane, Finchley.
Tel: 0208 346 2327

GAME POINT:
208 Upper Richmond Rd, Putney.
Tel: 0208 789 1126

A full list of all
Games Warshop stockists is
availahle on our website:

www.games-workshop.com
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25: Mervyn’s Toys & Madels: 4 The Shopping Ctr,
Gillingham. Tel: 01747 823 888
Pursuits: Dighy Road, Sherborne.
Tel: 01935 816072
Battle-Scar: 551-553
Charminster Road,
Bournemouth.

Tel: 01202 258194

26:

28: Razzamataz: 5 St Albans Street, Weymouth. Tel: 01305 780601
29: GW Bournemouth: 24 Post Office Road. Tel: 01202 319 292

N 1:  Toy World: 47 Causeway Head, Penzance. Tel: 01736 251 007 30: GW Poole: Unit 12 Towngate Centre, High Street. Tel: 01202 685 634
) ( 2:  GW Truro: Unit 1, Bridge House, New Bridge Street.
O Tel: 01872 320 047,
5 r 3: Mad for Minatures: Unit 20, Market House, Market Hill, St Austell. WILTSHIRE )
Tel 01726 72259 31: Cyberdyne: 15 The Shires Cenire, Trowbridge. Tel: 01225 775880
32: Hoggosaurus Toystore, 29-30 Maryport St, Devizes.
Tel: 01380 723 841
DEVON 33: Raw Models: 3-5 Fast Street, Warminster. Tel. 01985 215418
4: GW Plymouth: 84 Cornwall Street. Tel: 01752 254 121 34: GW Salishury: 1b Winchester Street. Tel: 01722 330 955
5. Model shop: 30 Royal Pd, Piymouth. Tel: 01752 221 851 35: GW Swindon: 17 Fleet Street. Tel: 01793 436 036
6: The Battiezone: 59 Boutport Street, Barnstable. Tel: 01271 321344 R
7:  W.G Pillar & Co: 1 Lower Street, Dartmouth. Tel: 01803 832139 BERKSHIRE
8: Dice ‘N’ Duel: 65 High Street, Totnes. Tel: 01803 863049
9:  GW Torquay: 12 Market Street. Tel: 01803 201 036 36:  Cyberdyne: 63a Northbrook Streat,
10: Austins: 6 Courtney Strect, Newton Abbot. Tel: 01626 201 117 Newbury. Tel: 01635 521211
11: Gamezone Models: 32 Rolle Strest, Exmouth. Tel: 01395 267733
12: GW Exeter: 12 Paris Street. Tel: 01392 490 305 WALES
13: Wings ‘N’ Wheels: 4 Phoenix Lane, Tiverton. Tel: 01884 242819 37: GW Newport: 25, Skimmer St
il Tel: 0163 235 6295
: SOMERSET 38: GW Cardiff: 31 High St.
14:  Wells Models: The Old Chapel Bakery, Union St, Wells, Tel: 02920 644 917
Tel: 01749 675 262
@ 15: Griffins Games: 9 The Centre, Weston Super Mare. Tel: 01934 426799 HAMPSHIRE
@ 16: Krackers: 5 Bath Street, Taunton. Tal: 01392 425248 : : ;
17: The Ellenbray Press: The Old Library, Westway, Frome. i gtﬂe‘? |?;r_1%s11§g.26825ﬁeg%rges
Tel: 01373 462139 40: GW Southampton:
18: Bright Sparks: 4c Kenn Road, Clevedon. Tel: 01275 341819 93 East Street
19: Yeovil Collector Centre: 16 Hendford, Yeovil. Tel: 01935 433739 Tel: 02380 331 962
20: GW Bath: 30 Upper Borough Walls. Tel: 01225 314 414 ’
AVON
21: Hoggosaurus Toystore: 3 West Walk, Yate Town Centre, Yate.
Tel: 01380 723 841
22: Makit: 20 High St, Portishead. Tel: 01275 844 751
@ 23: GW Bristol (Central): 13 Broad Weir. Tel: 0117 925 1533
24: GW Bristol (Cribbs Causeway): Unit 129 (next to M&S), Upper level,
The Mall at Cribbs Causeway. Tel: 0117 959 2528
DORSET

@ Games Workshop stores
. Independent Stockist
@ Stocks all Inquisitor products

§ = Snrrle stores are not open on Sundays Phone fur full details.
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. At Games Workshop Bristol you can expect
® | the very best Games Workshop has to offer!

Games Workshop Bristol is one of the leading stores in the

south-west of England, with everything you would expect
= from a Games Workshop store plus lots more.

"\ * Bristol is a full Inquisitor stockist and has a NEW
window display showing the full range!

¢ Awesome participation games every Saturday!
Call the Bristol store for more details

13 Broad Welr. Tel: 0117 925 1533
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Cyberdyne, The Shires Shopping Centre,
Trowhridge, Wiltshire, BA14 8AT.

Tel: 01225 775980

E-mail: cyberdyne@pisle.com

*SOUTH-WEST ENGL

There are no less than 42 Games Workshop stores and Independent Stockists in south-west England.
If yow're one of the hobbyists living in this area, be sure to check out a store near you. Drop by and
join in with some furious battles and see the latest releases from the Games Workshop forges.

| &

Truwhridge is the newest branch of Cyberdyne,
one of the UK’s most exciting independent
games retailers.

Cyberdyne has an on-going paolicy to provide the
hest possible service for the wide range of Games

Warkshop products they stock.

Wargaming is a major feature of the Trowbridge
branch. They carry the full Games Workshop range,
and have just opened a new gaming area upstairs.
More details about a Cyberdyne store near you can

be found on their web page at; -
www.pisle.com/iroweb/business/cyberdyne.him




Andy Chambers,
Warhammer
40,000 Overfiend,
has been a part
of the Games
Development
department for
ten years now,
with a number of Codex books and
countless Chapter Approved
articles under his belt.
Nevertheless, he assures us the
best is yet to come.

Jervis Johnson
now heads up the
Fanatic team, but
before that he
was one of our
iflustrious
Warhammer
40,000 Games
Developers.
Jervis still occasionally contributes
his own brand of games
development to the Warhammer
40,000 universe.

Ever since the Vehicle Design Rules
: (VDR from now on) came out in
. WD252 I've had people bending my
ear about them. “Well Jervis,” they
say. “Your rules have caused quite a
furore — it's all anybody seems to want
. to talk about these days.” Fortunately,
although quite a lot of the stuff that
has come up has either been rules
queries or dull questions about game
balance, just as much has been really
very exciting stuff about vehicle
variants, scratch-built models and cool
. things that the VDR allow people to do
. in their Warhammer 40,000 games. As
. the VDR were written to stir up
interest in this aspect of the hobby, I'm
more than pleased with the response
so far, and am quite happy to weather
the occasional brick-bat from players
who worry that the rules may
unbalance the game.

This isn't to say that the rules are
perfect. Far from it, in fact; there are
several modifications | would like to
make. Fortunately, all these things are
easily sorted out, which is the purpose
of this follow-up article. Hopefully we’l
be able to look at some of the cool
new vehicles I've been hearing about
in more detail in White Dwarf in the
. coming months. For the time being

though, this article has been written to
. answer the questions that have

GHAPTER APPROVED

BY ANDY CHAMBERS & JERVIS JOHNSON

This month, Jervis reprises the famous Vehicle Design Rules of White Dwarf
252, adding a retrospective nip and tuck to the finer points of his system,
and Andy Chambers answers some questions raised by Codex Armageddon.

VEHICLE DESIGN RULES — THE SOUPED-UP VERSION!

arisen, and to close a couple of minor
loopholes in the VDR that, erm,
creative players round the world have
considered exploiting. Here goes...

THE MOST IMPORTANT RULE — AGAIN!
Before | get down to nitty-gritty
revisions and Q&A, | must point out
very strongly that it is VITAL that
people using the VDR obey ‘The Most
Important Rule’, which is that in order
to use a vehicle created with the VDR
it MUST be represented by a
PAINTED WYSIWYG MODEL. There
are NO exceptions to this rule: if you
don'’t have a painted wysiwyg (‘what
you see is what you get’) model then
you can’t use it.

Almost all of the arguments I've seen
for unlikely ‘game-winning’ vehicles
fall down on the fact that the author is
clearly never going to produce a
painted wysiwyg model, and that if he
did it would take so long to make and
cost so much money that, to be
honest, the player would deserve the
slight gaming advantage it might give.
A classic example of this kind of thing
was the ‘lumbering war machine with
100 bolters’, which, while a scary
prospect to be sure, is much scarier

72 CHAPTER APPROVED

as a modelling project than it is as a
tabletop opponent!

The other thing that many players
seem to forget is that a vital part of
the ‘wysiwyg’ approach is that the
resulting model should not be in any
way confusing to an opponent. As
noted in the article: ‘Basically, if you
think to yourself “Will this confuse
another player?” and the answer is
“Yes” then you shouldn’t do it!" A lot of
the stuff I've seen about changing the
characteristics of existing models to
suit the player’s own tastes fall foul of
this. For example, if you decide that
you want an armoured Sentinel, you
must come up with a wysiwyg model
that no opponent can mistake for a
normal Sentinel sporting the standard
‘extra armour’ upgrade. If they looked
at your model and could be confused
by it then you're breaking the wysiwyg
rule and can't use it. There is more
about designing variants on existing
vehicles to come, but for the time
being, just bear in mind that using the
VDR to field a normal model but with
a new set of stats is breaking the
rules, and you won't go too far wrong!

 Z A R




THE SECOND MOST IMPORTANT RULE
— SHOW & TELL BEFORE YOU PLAY!
One thing that many players have
asked about the VDR is ‘When is it
OK to use a vehicle designed with
them?’ Can you just turn up and use it
in any game, or does it require an
opponent's consent? And what about
in tournaments?

My current thinking on this is that you
must let your opponent know in
advance about any VDR vehicles you
will be using in your army for a game
— in other words you must ‘show and
tell’ before you can use it. This limits
the use of VDR vehicles to pre-
arranged games where the opponents
know each other, and means that you
can’t really use them in ‘pick-up’
games in a club or store. At
tournaments, it would be up to the
tournament organisers if they allowed
VDR vehicles in the games, and if
they did allow them in, what limitations
are applied.

Clearly, there are circumstances
where the 'show and tell’ rule might
not apply. For example, amongst a
close-knit gaming group you might
decide to forgo the rule after a new
vehicle has been used for a few times,
while clubs or gaming stores may
allow the use of certain VDR vehicles
in their games. However, these are
the exception rather than the rule, and
in most circumstances you will need
to show and tell an opponent about
any VDR vehicles in your army when
you arrange to play a game, and
(most importantly) before your
opponent has picked their army.

OPEN-TOPPED &

FULLY ARMOURED VEHICLES

Probably the biggest problem with the
VDR that appeared in WD252 is that |
had failed to appreciate that they
allowed players to create ‘“fully
armoured’ versions of what would be
usually ‘open-topped’ vehicles in the
Codex army lists. The best example of
this is the armoured Sentinel model
mentioned before, which is exactly the
same as a normal Sentinel but not
open-topped, and which comes in
considerably cheaper under the VDR
than it should do. Fully-armoured
versions of Ork buggies have also
shown this up.

Fortunately fixing the problem proved
really easy once | knew about it, and |
have to say that the solution below
rather improves the earlier rules, as it
encourages players to make lightly-
armoured vehicles open-topped and
heavily armoured vehicles ‘fully
armoured’. It works like this:

ARMOURED/OPEN-TOPPED VEHICLES

TOTAL ARMOUR OPEN-TOPPED FULLY ARMOURED
36-42 0 +20 points
43-46 0 +10 points
47-50 0 0
51-54 -10 points 0
55-56 -20 points 0

Vehicle Design Step 3a:

Pick if open-topped or fully armoured
The ‘open-topped’ vehicle upgrade is
no longer used. Instead, when
designing a vehicle, you must decide
whether it will be open-topped or fully
armoured. When working out the
points value for the vehicle, look up
the total armour of all four facings on
the table above and modify the points
value appropriately. The points
modifier is not used for flyers, which
always count as being fully armoured.

REVISED WEAPON COSTS

The second area of the VDR which
caused problems was the weapon
charts that appeared in WD252. Not
to put too fine a point on it, several
entries need correcting. They also
lack any guidelines as to which charts
to use when designing a vehicle, and
which upgrades can be applied to
which weapon (eg, can | really have a
twin-linked gatling flamer, and how
does it work if | can?). The revised
charts and rules below fix these
problems.

Weapon Charts

The weapon charts at the end of this
article replace those from WD252.
Weapons are limited to the weapons
belonging to one race on a vehicle (ie,
you can't mix and match weapons
from different races on the same
vehicle). In addition, you must use the
weapons for the army’s race the
vehicle is being made for (ie, a vehicle
for an Eldar army must use Eldar

weapons). Any race without a Codex,
with the exception of the Tyranids,
may use Imperial vehicle upgrades
until their own Codex comes out.
Rules for designing Tyranid ‘vehicles’
have appeared in Chapter Approved
in White Dwarf 255 (page 44). Last,
but not least, Orks may not use
‘captured’ vehicles designed with the
VDR for another race.

Weapon Upgrades

Use the chart below to determine
what upgrades can be given to
different sorts of weapons. The chart
includes some new upgrades which
are described later on.

Also, note that the Gatling and Twin-
Linked upgrades may not be
combined with the Blast upgrade (a
multi-barrelled blast weapon counts as
a gun battery).

VEHICLE SPEED RULES

The last bit of the VDR that caused
problems for aspiring vehicle
designers were the rules for deciding
the vehicle’s speed. Unfortunately, a
sentence was included which wasn’t
in the original manuscript, which
directly contradicted the rules for
souped-up engines later on. I've taken
a look at this problem and the correct
rules for working out a vehicle’s speed
are as follows:

Ignore the reference to upgrading your
vehicle’s speed to ‘your choice’ at the
start of the section about working out
vehicle speed (page 74, middle
column, last sentence in the first

WEAPON UPGRADE CHART

WEAPON UPGRADE

BLAST
CO-AXIAL
GATLING

GUN BATTERY
LONG BARREL
MEGA-WEAPON
SHORTER BARREL
SLOWER R.O.F.
TITAN KILLER
TWIN-LINKED
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VEHICLE SPEED

TOTAL ARMOUR GROUND SKIMMER
36-42 Fast Fast
43-46 Agile Fast
47-50 Agile Agile
51+ NA

paragraph). The only way to modify a
vehicle’s speed is to give it a souped-
up engine.

The souped-up engine entry should
be changed to read as follows:

Souped-Up Engine: Some vehicle
engines can be souped-up to make
them faster.

Flyers, immobile vehicles, and any
vehicle with 51-56 points of armour
may not be given souped-up engines.

War machines and walkers with
souped-up engines always count as
being agile.

Small and Normal vehicles refer to the
chart above. Cross-reference the
amount of armour the vehicle has with
the ‘Ground’ or ‘Skimmer’ column, as
appropriate, to find out the vehicle’s
speed. For example, a skimmer with
46 points of armour is fast, while a
ground vehicle with 46 points of
armour would be agile.

OTHER RULE REVISIONS

The three items above are the most
important changes to the published
rules. Other minor corrections are
listed below:

¢ Normal sized tanks can have
56 points of armour.

* [gnore the reference to ‘Normal
Sized Light Vehicles’ on the summary
sheet. Instead, normal sized tanks &
light vehicles with no more than

50 points worth of weapons and the
transport upgrade may be taken as
transport vehicles by squads allowed
to take transport upgrades.

» Side armour of 10 should cost +10
points rather than +5, and side armour
of 11 should cost +15 points rather
than +10.

» The cost of the Gatling Weapon and
Mega-Weapon upgrades are
increased to +150%. Long Barrel
costs +100% when fitted to weapons
with a basic range of 24" or less, and
+50% otherwise.

 Vehicles being transported by
another vehicle which is destroyed are
also destroyed. In addition, infantry
being transported in a flyer that is
destroyed are killed in the crash.

74 CHAPTER APPROVED

General notes on the VDR

* Remember Blast & Mega weapons
can only be used by immobile
vehicles or war machines.

¢ The summary for Eldar Fields is
right, the rules wrong (ie, you can
have no more than one Eldar Field
per facing). Note that all shields and
fields only work against shooting
attacks.

* On the Speed Chart on page 74, the
entries for small and normal sized
walkers should read ‘Walker' rather
than ‘Normal’.

s Flyers & Immobile vehicles may not
be given souped-up engines.

¢ Vehicles, apart from Walkers, that
are fitted with close combat weapons
can fight in close combat, but combat
results are not worked out (ie, they get
to fight but otherwise the rules for
vehicles in close combat apply).

* You may only use vehicle upgrades
for the race of the army the vehicle is
being made for (eg, a vehicle for an
Ork army must use Ork upgrades).
Any race without a Codex, with the
exception of the Tyranids, may use
Imperial vehicle upgrades until their
own Codex comes out.

= The targeter upgrade may only be
given to Imperial and Eldar weapons
with a BS of 3.

NEW UPGRADES AND OPTIONS
While working on Imperial Armour we
came up with a few new weapon
options. Here they are:

Carriage: Allows vehicle to be towed
(see Imperial Armour for rules).
+ 5 points. Immobile vehicles only.

Gun Battery: For barrage weapons
only. Adds one extra template when
firing a barrage at +50% in cost. May
be ‘stacked’, ie, ‘Gun Battery (2)°
would add +2 templates at +100%
cost. Each extra template requires an
additional gun barrel to be shown on
the model.

Shorter Barrel: Range is halved and
cost reduced by 25%.

Slower Rate Of Fire: Number of
shots is reduced by 1 or more to a
minimum of 1. Each shot lost reduces
cost by 25%.

Titan-Killer: May be applied to mega
weapons only. Causes D3 structure
points damage per hit, rolling
separately on Damage table for each
point. Each hit will only knock down
one shield. Cost: +50%.

Tow-Bar: Allows vehicle to tow other
vehicles that have a ‘carriage’ (see
Imperial Armour for rules). +5 points.

DESIGNING VEHICLE VARIANTS

One thing that many players have
tried to do with the VDR is to use
them to modify the characteristics of
existing Warhammer 40,000 vehicles.
This is fine in principle, just so long as
it doesn’t break the rule that all
vehicles created using the VDR are
‘wysiwyg' models. What this means for
variants of existing vehicles is that any
and all changes you make need to be
blatantly obvious, and the finished
model must clearly be different from
the ‘standard model'. Although there
are some examples of vehicle variants
in the Codexes that have thicker
armour which is not shown on the
model per se (eg, the Leman Russ
Demolisher), you are NOT allowed to
do this when using the vehicle design
rules to create your own vehicles, and
any extra armour must be shown in
some way on the finished model.

For example, say you decided to
design a new version of the Leman
Russ, with a gatling lascannon in the
turret and a souped-up engine to
make it agile. Such a model would
need both modifications clearly shown
upon it; it would need at least a triple-
barrelled lascannon for the turret, and
the rear engine casing would need to
show the improved engine. Do both
things and you'll clearly have a
different Lemman Russ variant, and the
model would be legal as far as the
VDR are concerned. Scrimp on either
these things and you would be
breaking both the letter and the spirit
of the rules.

If you really have trouble with this
concept, then take a look at some of
the Forge World vehicle variants, and
note how all of the ¢changes to the
standard rules for the vehicle are
‘driven’ by changes to the appearance
of the vehicle. This concept lies at the
heart of the GW hobby; what we do is
‘model driven’, in that the rules come
from the models, not the other way
around. Bear this in mind when
designing variants of existing vehicles
and you won't go too far wrong.

One final caveat to this section: if you
find yourself designing a vehicle
variant because of its effect in game
terms rather than because you think
it'll look great, then you still haven't
quite understood the spirit in which
the VDR are written. Nuff said, | hope.



CONCLUSION

I hope the changes I've described sort
out all of the quibbles I've seen raised
about the VDR so far, and will allow
you to use them confident in the
knowledge that they are fair and
balanced. Hopefully, now the debate
will move on a bit from the rather
abstract musings I've seen so far (eg,
“Hey guys, did you know you could

WEAPONS

Assault Cannon
Autogun*
Autocannon

Bolter*

Flamer*

Grenade Launcher*
Heavy Bolter
Heavy Flamer
Hunter-Killer Missile
Lasgun*
Lascannon
Meltagun™

Missile Launcher
Mortar

Multi-laser
Multi-melta

Plasma Cannon
Plasma Gun”
Smoke Launchers
Storm Bolter*
Demolisher
Whirlwind

Battle Cannon
Griffon Mortar
Inferno Cannon
Earthshaker
Vanquisher Cannon

DARK ELDAR WEAPONS
Blaster*

Dark Lance

Destructor

Disintegrator

Shredder*

Splinter Rifle*

Splinter Cannon

Stinger*

Terrorfex*

IMPORTANT NOTE: Weapons marked with a *’ on Lobba
this chart are ‘small-arms’. Such weapons may NOT Zzap gun
be given certain weapon upgrades as explained in Kannon

the rules for upgrades.

use the VDR to do this...”) and onto sure you let us know about any new
discussions about actual models that models you come up with.

have been made and used (“Hey . Ha modelling!
guys, take a look at these pics of a e .
cool new model | designed using the

VDR...”). Apart from anything else % y %

we'll be looking to feature the best n W
conversions and scratchbuilds in a A . ’
later issue of White Dwarf, so make //"—*\‘

WEAPONS CHART

BS3 BS2 WEAPONS

CHAOS WEAPONS
Combi-weapons
Bolter-flamer* +10
Bolter-meltagun* +15
Twin Bolter* +5
Blast Master +30
Doom Siren +15

Sonic Blaster* +15
In addition Chaos may use weapons from the Imperial list

ELDAR WEAPONS
Bright Lance

Eldar Missile Launcher
D-cannon

Fusion Gun*
Lasblaster*
Shuriken Catapult*
Shuriken Cannon
Star Cannon
Scatter Laser
Reaper Launcher
Pulse Laser
Flamer*
Wraithcannon*
Vibro-Cannon
Death Spinner
Prism Cannon
Shadow Weaver

NECRON WEAPONS
Gauss Gun*

Gauss Blaster*
Gauss Cannon

Heavy Gauss Cannon

ORK WEAPONS

Big Shoota

Kombi-weapon
Shoota/rokkit launcher*

Shoota/shorcha*
Kustom Mega-blaster*
Rokkit Launcha
Skorcha

Shoota*
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By Andy Chambers
and Tim Huckelbery

. Q. Are the new units in the

Armageddon website ‘official’ or to be

- considered Chapter Approved? Or just
. official for the duration of the
| campaign?

A. They're not tested, so count them

' as official for the duration of the

campaign as they lend a certain
flavour to the games on and around

. Armageddon. Consider them as

needing both players’ consent.

STEEL LEGION

 - Q. Under the Chimera special rules it
. states: “They may also be used for

Chimeras in a standard Imperial

. Guard army as long as both players

are aware of the rules before the
game starts”. Does this mean that it
is optional and that if your opponent
doesn’'t want to play that way you
can't (like special characters). Or can
you ‘educate’ them just before the
game?

A. They aren'’t optional, but they can't
be ‘sprung’ on a player either.
Whether telling someone what they
are just before a game counts as

| being sprung on them depends on the

player, | imagine!

" CHAPTER APPROVED
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Q. Under the Chimera special rules as
well it doesn’t say that the lasguns are
‘vehicle mounted’. Are they then
standard infantry lasguns for the
purposes of rapid firing or are they
actually considered vehicle mounted?

A. Standard infantry weapons.

Q. ‘Armageddon Sentinel’ — Does this
means that to use the special option
for lascannon you need to field:

(a) Any Imperial Guard force
(b) Only Steel Legion
(ie, mechanized company)
(c) Steel Legion and Planetary
Defence Force
{d) Something else?
A. Well, it says any Armageddon
force, which | would interpret as (a)
since there are plenty of Imperial
Guard forces on Armageddon. It's a
new piece of kit for Imperial Guard
players. | think it would be rather
unreasonable to limit it to the duration
of the campaign or just Steel Legions.

PLANETARY DEFENCE FORCE

Q. What area of the force selection
chart do Hive Gang Militia come from?
Are they Troops or something else
entirely?

A. They count as Troops.

I o T R S T S T i e B T B O RS i ol SEATE R

! CODEX ARMAGEDDON Q+A

Q. Chaos Cultists get AP5 heavy
stubbers while Hive Militia get ones
that are AP6. Which of these is right,
or does each unit get the rules listed
in their list?

A. AP 6 for both. Codex Armageddon
takes precedence over the Chapter
Approved article on Cultists.

SPEED FREEKS

Q. Do Dethkopters (or even ordinary
Warbikers) have to use their
psychoblaster attack on the first close
combat round? Even when going up
against vehicles?

A. The Warbikes’ psycho blasta attack
is a very extreme form of special close
combat attack like a power fist and,
ergo, like a power fist, it can be
eschewed if desired.

Q. Can Speed Freeks also use the
normal Ork vehicle upgrades from
Codex Orks or are they limited to the
ones in Codex Armageddon?

A. They can use both lists.

Q. Do Speed Freeks obey the normal
restrictions (ie, 0-1 limits) from the
Codex Orks list when picking units
such as looted vehicles,
Battlewagons, and so forth?

A. Yes they do, the restrictions noted
in Codex Armageddon are in addition
to the ones in Codex Orks.
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The Emperors. Champmn leads the Black TLrnplars in an assauft ilga[nbt 1h|. Speed Frecks, supportt.ci by a Crusader.

Q. If you take a Battlewagon for your
Speed Freeks Warboss, does this
count as your one and only
Battlewagon?

A. No, it's a transport option, so it
doesn’t count against the 0-1 limit.

Q.So, how many Battle Wagons could
they take?

A. Six in total: one Heavy Support
plus up to five as transports.

Q. Do all Speed Freeks benefit from
the Trukk Boyz Bailin’ Out rules?

A. No, just Trukk Boyz mobs.

Q. Do all Speed Freeks benefit from
the Warbikers ‘Speed Freeks' special
rules?

A. No. This is just an unhappy naming
coincidence. ..

BLACK TEMPLARS

Q. The Black Templars mixed armour
saves rule does not say that it applies
only to shooting as the Space Wolves
orie does? Does it apply to ALL
wounds taken, or just shooting like the
Space Wolves?

A. As with Orks and Space Wolves,
this rule only applies to shooting
attacks.

Q. The Emperor's Champion rules
state that he is always an

Independent Character and he cannot
get a Command squad, but does this
preclude him from ever joining another

unit like a normal Independent
Character can?

A. He's an Independent Character.
Therefore he can join a unit.

Q. Do Black Templars Terminators get
to make a sweeping advance when
they take the ‘Accept Any Challenge,
No Matter The Odds’ vow?

A. No.

Q. If a special character has a
wargear item that is limited (to say
one per army, etc), does that limit
count towards anyone else in the
army? I'm asking as the Emperor's
Champion has an Iron Halo, which is
one per army. | also saw the cool
conversion for the High Marshall in
Codex Armageddon, to give him an
Iron Halo. You must take an
Emperor’s Champion in your army, so
by having those two together it would
mean that two Iron Halos were in use.
| had assumed that a limit would hold,
even for special character use, but
seeing the model made us want to be
sure.

A. The intention is that the Emperor’s
Champion gets the army’s one and
only Iron Halo. Don't be fooled by that
halo-like growth on the back of the
force commander’s back in the
photos, that's his UHF aerial (ahem!).

Q. Can a Black Templars Command
squad (or any Chapter for that matter)
add a Land Raider Crusader as a

transport upgrade instead of the

Land Raider listed in Codex Space
Marines? In short, are Crusaders to
be viewed as just a special variant of
Land Raider, or a completely separate
army list entry?

A. The Land Raider Crusader is a
completely separate list entry and
cannot be chosen as a transport
option.

SALAMANDERS

Q. Is the second flamer in the Tactical
squad an error? Should it be a heavy
flamer?

A. Sweet Emperor’s teeth! No, it isn’t
a typo, it means precisely (for once)
what it says — you can trade in your
heavy weapon slot for an extra flamer
(not heavy flamer) for 10 pts. It costs
more because two flamers is more
than twice as good as one.

Well, that concludes our foray into the
finer points of the Armageddon Sector.
I hope that clears up any outstanding
uncertainties!

See you next month,
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On Saturday 19th May
Games Workshop’s 25th birthday year
will be coming to a end. So on that
weekend we will be running special
games of Warhammer and Warhammer

40,000 in all our stores and releasing
the awesome new Artemis miniature.

=

Ask staff in your local store
for more details.

AN NNY

IPSWICH

CRUSADE DAY

On Thursday the 17th of May
Games Workshop Ipswich is
holding a Crusade Day, so why
not drop in and take part.
i WA RHAMMER ' Games Workshop Ipswich, 2nd Floor,

. . + = . Debenh S S > Wate se
PARTICIPATION GAIME in ebenhams store, Waterloo House
For further details

EVERY GAINES WORKSHOP STORE telephone 01473 210 031.
SATURDAY 28TH APRIL

Y
ASK STATE FOR DEIAILS \‘ \\\‘
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Sunday 30th September 2001

Tickets available to White Dwarf subscribers from 2nd June 2001.
Contact UK Mail Order on Tel: 0115 91 40000 for details.

Tickets on general release from 30th June 2001.
Contact your local Games Workshop store for details of coach transport.
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Warhammer veteran Mike
Walker takes a regular look
at the finer points of
Warhammer, in his own
unique way.

Mike bas been
casting bis
beady eyes over
the wonders of
Warbammer for
some months
now, and
continues to
enthrall and borrify us with the

exploits of bis gaming group.

This is the only article in which you
will find:

Helpful hints on bow to use cheesy
sndcks in an offensive manuer.

A Warbammer player who forsakes bis
great love of hillocks for some less
undulating terrain.

Why everyone should be afraid... very
afraid, of playing Ron in the future.

A game of Warbammer just possibly
played against a being from an
alternative dimension.

Interested?

Thought you might be.
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The regular readers of this revered
publication will already be aware that
during this article I will be continuing
the misadventures of my club mates

IT AIN'T EASY BEING GREEN

Mike looks at the ups and downs of tournaments

Here’s a reminder of how the scoring
works.

Draw (No one wins by more than
299 Victory points):
Both players earn 2 points.

Marginal victory (Garze won by
300-599 Victory points):

Winner earns 3 points.

Loser earns 1 point.

Solid Victory (Game won by
600-1,199 Victory points):
Winner earns 4 points.

Loser earns 0 points.

Massacre (Game won by 1,200
Victory points or more):
Winner earns 6 points.

Loser earns O poirts.

It has been suggested, somewhat
unkindly, that Ron’s Chaos Knights
worship Khorne’s (the angry god of
battle and slaughter) less well-known
cousin Colin (the slightly miffed god of
tense moments and chinese burns).
This was confirmed when, for the third
time in four league battles, Ron’s
‘dangerous’ Knights legged it upon
failing their very first Panic test and
played no part in the battle against my
Savage Orc & Goblin lads.

Without the suppott of his most
powerful unit, my Greenskins smashed
up everything else in Ron’s force and
only failed to score a massacre by
virtue of the fact that we couldn’t get
close enough to the cowardly Knights,
Four points for me as my Boyz swept
all before them.

T R T

Below is Ron’s army list — mine was
published in WD 255%.

This game exemplified a couple of
things that are really good about the
Savage Orc & Goblin army:

1) Savage Orcs are tough.

There is something reassuring about
deploying large quantities of Savage
Orcs on the tabletop. Suitably
perforated with magical protective
tattoos, these guys are not going to
melt away at the first light shower of
crossbow bolts.

2) Savage Orcs are loony.

The ability to focus all of one's anger,
conscious thought and energies into an
intense and destructive hatred of all
other living creatures is not generally
regarded as a terribly useful skill®.
Savage Orcs spend the majority of
battles in this condition.

and me as we play out a fifteen-game ; 7
league (our first using the new 6th WARHAMMER ROSTER SHEET | ‘sl |
edition rules). ——
Models/Unit M{WS|BS|S | T|W{I|A|Ld|Sw Notes Points Value
Last month 1 revealed the pulse- p—— :
steadying results of the first eight Chaos Lord Al sl 5L 5L S 8519 b Laws thaos oo hek] Baced Chess Sl 185
battles. This month you have the Ctaos e B3] 0] 4 DR
prospect of seven more concise battle K Crampion 416050 a4l 2] 8| 41 9]+ Lans Chaos e, St Bared Uhaos S 50
; Chaos Steed 813 0f 4 1]zl 1}s5]- Thaus A
reports and a considered assessment of
- - level 2 Chaos Sorcorer 4151 35 4] 4185182 Chaos Arsour, Barded Chaog Stead 1
how ity Sayghestirc Al oRlin army Chas S g3l of 43 13| 1]5]-
performed.
Level 7 Chas Soreerer 41 0 3] 4 4] 215182 Chaos Armaur 13
Without further ado, let's browse the 5 thas Ko ol shoal el ab o] )z o] o] o Ohuo oo S Bdd Ovn hed, %
league table after the first eight games. Ohes e g 3) 0 4| 5p 18| 1}8)- Stanard, Mo, Chanpion
7 20 Chaos Warriors 4150 5 41401114 Heay Armou, Shield, Great Weapon, 20
Playcr League points per game Total Standard, Musician, Charmpion
JOG 3 & 4 13 72 Chaos Morauders I A A IR R R Oreat Weapon, Shied, Standard, Musician i
* ; 10 Chaos Maraudirs 4147 33 L3I 4y Hand Weapon, Shield, Warherse ]
Mike | 1 6 | 1 8 Warors g3 of 3| 3| t]sti]s]- S, Mosiion, Chapion
Aln | 4 | 3 7 10 Crn Marcr ol sl s|slala]1]7]s Vo g, S, W, 0
Wathorsz H] Ny 3y 3y 1{ 311§} - Standard, Muswan, Champion
Stuart| 0 3 3 ol ol 2l s 5 -
4 Dragon Ogres 6] 41 0f 5 86 Great Weapon, Light Armouw;, Chamgion 3
Ron 0 2 1 3 b
Sott [ 0 | 0 | 2 2 TOTAL | wswe |

1 A few readers bave already noted that in my army I bave two units of ten Goblin Archers. This error was spotted by Joe in the first battle I played and one
unit of twenty was used in all the other battles. I have been suitably berated by Mr Sawyer and apologise for any confusion caused

2 Except amongst traffic wardens and network administrators.
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The extra blow granted by frenzy is
okay, but the ability to ignore all
psychological pressures is brilliant.
Excess casualties, frightened friends
running past, enemies ramming into
them from behind, none of these
things will register with a Savage Orc,
who is intent only on causing a
choppa/enemy skull convergence,

%k * L IO ]
If ever a game was decided by one dice

roll, then the Scott (High Elves) vs.
Stuart (Empire) missile-fest was it.

Talk of a ‘Stuart’ clone started around
the time when he placed his third unit
on the table. Whispers of a creature
from an alternate dimension, mood
altering refreshments+ and a ‘Stepford
Stuart’ continued as deployment
progressed.

Stuart, he who always sets up carefully,
cautiously adopting the safest, most
prudent low risk deployment, was
being aggressive. For this game Stuart’s
single consideration seemed to be
whether or not his men were best
placed to advance on, or pour fire into,
Scott’s troops.

Scott, who always sets up aggressively
anyway, was responding in kind. An
awful lot was going to be riding on the
dice roll to go first. Scott won it, Stuart
got massacred.

Six league points to Scott and a lesson
about going first for Stuart. The league
schedule then threw up a vital game.
Alan vs. Joe.

The first thing which happened that
evening was a bit odd. Tnstead of his
usual bag of mouth-searing tortilla
crisps, Alan deployed a large bag of
audience-friendly gourmet cheese
flavour potato snacks.

The game set-up was slow and
deliberate. The tension was enormous,
with both player’s huge mental
concentration testing their anti-sweat
precautions to the limit.

The first couple of moves were very
even. On the flanks, Alan wiped out
the Wolves and Wight Cavalry, but not
without losing his own Cold Ones and
the Terradons. In the centre of the
table, Joe was focusing all his offensive
spell power on the Kroxigors, already
four Conflagration of Doom spells had
gone off. As Alan’s remaining troops
began to chew through the Zombie

WARHAMMER ROSTER SHEET [ iothion |
Models/Unit M(WSIBS|S T | W|{T|A|Ld|Sw Notes Points Value
PN 17400 ’
Sanes Mage Prest 414 I 504 , 516(3]4]%9 4 Ward Save 2
ik Haro 41813141457 )61419]5 Spear Shiekd, Cold Ons i
Cold Cne 30 4 40011135~ Cause frar, Stupid
25 Skinks 6l213)3 Tr4y1]618 daveling, Shiss Standard, Mudcian o
75 Snky 6 318121t 14] 1165 Javelne, Shiglds, Standard, Musician 170
75 S 6213 ’ ftiel1]e|s e, i, S, Mo m
1f Gald One Raers
Skink Fiders 6|2 St2)1 1411164 Stantan i
God One B30 0) 474111013 Do Fear, Stupic
A Terratlong i
Shink Fiers Gl2 13 32141165 i
Toraons {0 414t HEfi13]-
4 Kroxigor 8130} 5 431 3|94 Gause Foar Ko
{ Krowigor B{3 O 5F 41311 ]394 Gise Fiar 260
3 Krowigor 61310]5]4 l 301 l 319 |4 Caugp Fear 19
[
TOTAL | mape |

units, Joe continued the reptile
barbecue.

It remained very close right until the
last turn. Alan’s Slann was being
treated to a stereo performance by
Joe’s Banshees. In an effort to escape,
Alan’s General moved right into the
path of an advancing Zombie unit.
There was, in quick succession, a brief
scuffle, the sound of a palanquin being
outrun by Zombies, and a big smile on
Joe’s face as he scored the battle-
winning points.

Joe: four league points, Alan: nil. Joe's
army list was published in last month’s
piece. Above is the army Alan used.

Alan’s next opponent was Scott.

The randomly selected terrain turned
out to have a really significant role in
this battle. Scott drew a set-up zone
with two small hills on the right and
seven stone walls on his left. The smart
money said he would be all over his
beloved hills. The smart money was
wrong.

Having checked the rules on hard
cover and defended obstacles every Elf
he possessed went amongst those
walls,

Attack after reptilian attack slammed
into Scott’s ‘fortress’. Elf and Lizard

the table.

and moved off the table.

down on the no return option.

before the game resumed.

During the game against Joe, Alan had begun a whinge of Stuart-like
proportions when we ruled that the Cold One Riders, which had moved off the
table due to a failed Stupidity test, would not be allowed to return.

His Cold One Riders, having killed all the Dire Wolves they faced in the first
round of combat, decided to use the Overrun rule to make a pursuit move. The
resulting advance brought the Cold Ones to within a few inches of the edge of

At the beginning of his next turn the Cold One Riders failed their Stupidity test

At this point everyone present got embroiled in a complex and slightly heated
discussion of the rules pertaining to troops returning from off table. Since the
rules only cover troops which have pursued routers off the table and despite
Alan being very free with his gourmet cheese flavour snacks, a majority came

Alan snatched back his crisps and slumped into a corner seat. First he tried a
series of darkly muttered cheese flavoured whinges. Then he spent a few
minutes loudly eating his crisps at us. We had to wait for the bag to be emptied

3 The new Savage Orc models (1 must admit thal I rather like these gormless bulks) look so dim that they would have trouble outwitting a chrysantherum
1ts is probably for the best that they are kept in frenzy and not forced to think about weightier matters or they might forget to breathe. These guys siare

blankly into the face of fear and drool quietly at the very beart of terror.
* Later detective work suggested that Stuart unwisely ate a couple of Alan's red-bot tortiilas. With an urgent need to drink, but bis taste buds mostly burni
away, be bad then inadvertently drunk a mouthful of Alan's extra strong black coffee ratbey than bis own mind-calming tea. Both mugs bad been in close
Pproximity. What we witnessed was an example of the impact of caffeine on a body with low tolerance

et
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blood was splashed liberally over those
stone obstacles.

In the end the ‘fortress’ was never
taken, but the cost on the defenders
was high. Less than a hundred Victory
points separated the contestants — two
league points each.

Then Alan played against me. Joe had

had nine. All of us had one to play.
This was a critical game.

This game got away from me. After 1
set up and completed my first move all
I seemed to do was fail Animosity tests,
carry out compulsory charges and
watch my troops fleeing off the board.
By mid-game I was doing a great deal
of feeling helpless and deep sighing.

My Boar Riders became Cold One
snack food after I failed to get them
within charge range by less than 1". His
Terradons lobbed poison arrows at my
Spider Riders after I forgot to send
them cowering into the woods.

Well positioned Skinks drew my
[frenzied Savage Orc Boyz into a neatly
constructed trap. where they became
the only unit during the entire league
to get simultaneously charged from all
four sides.

To cap it all, my Giant, after two
rounds of jumping up and down on
Skinks, slipped on the lizard goo
coating his feet, fell over and was
promptly killed by his pint-sized foes.
My Big 'Uns only survived the battle
because of a string of probability-
defying successful saving throws.

fifteen league points. I had twelve. Alan

Alan took four league points and
second place. Then Joe finally lost a
league battle (technically).

It could be argued that Joe knew that
he would finish first, taking it easy in
his last battle. Not a bit of it. Stuart and
Joe have known each other for a long
time and are the bitterest of rivals on
the tabletop. NO quarter is asked and
none fails to be argued over.

This was a good game from Stuart. His
deployment was good, he kept his
firing concentrated and just about held
off Joe’s magic. In the end, Stuart had
a 230 points victory, which in league
terms is a draw. Stuart will always
remember it as a2 win and use every
opportunity to remind Joe. Two league
points each, Stuart's force is above.

Which brings us to the final game. It
was the decider for last league place.
Stuart had five points and Ron three.

Ron was determined to finish with a
win. He was fully focused on getting
something out of this game. He had
spent considerable time with both
army lists calculating the combat match
ups he needed to create.

His set-up was careful and deliberate.
He checked the attack routes. He
assessed the firing blind spots. He
opened with a faultless first move. And
he lost by turn three.

There is a belief amongst Warhammer
players that all Iuck will eventually
even out. If this is the case, sometime
in the future Ron will utterly slaughter
an opponent. In this game I cannot

recall a roll to hit, Panic test or saving
throw that Ron made. He got the
wrong amount of sugar in his coffee,
dropped his ham sandwich filling on
the floor and that evening’s three
minute torrential downpour occurred
as Ron left the garage for his car.

With the worshippers of Colin packed
away, all that remained was for Stuart
to count his six points and feel the
warm glow of unexpectedly finishing
ahead of Scott.

Which means that the league table
finished like this.

Player{  Leaguc points per game Total
Joc R N e R
Alan | 4 310 2 4 13
Mike | 1 6 | 1 4 |0 | 12
Stuart| 0 3 |0 2 |6 11
Scott | 0 0 2 6 2 10
Ron | 0 | 0 0 3

Joe won because he had a well
designed army which he had practised
with. It was built to take advantage of
the army’s strengths. He played all his
games with the same simple plan,
adjusted a bit for the opponent he was
facing. A good performance from Joe,
only against Alan did he significantly
benefit from luck.

Ron never benefited from any luck
(except for a little in the game he drew
against Scott). Ron won a whole bunch
of practice games with his Chaos
Warriors. Those of us who lost against
him adjusted our armies to make them
better. Ron, since he never lost, never
reconsidered his army composition, I
wonder if this contributed to his final
position.

L R S S L
So how did Greenshanks and the Boyz
do? The Chief led by example.
Greenshanks survived all the battles
and, thanks to his Hacka’s Sword of
Huackin', caused rather a lot of
fatalities.

My only problem is that Greenshanks
only fought seven rounds of combat in
five games. For someone who can do
so much damage, I really needed him
to get into more fights.

I am seriously thinking of slapping a
wild boar between his thighs. Although
this may well get him stabbing enemies
quicker, I worry that this may take
Greenshanks away from all the Goblins
who desperately need his Leadership
value to reassure them during their
Panic tests.

82 IT AIN‘T EASY BEING GREEN




The Boyz with the arrows were difficult
to use. In the first couple of games
they deployed in a long line to
facilitate firing, so naturally they
quickly ended up getting into a fight
and killed. In later games they
deployed in three ranks, did no
fighting and little effective firing. I
need to play more games with these
guys to use them better — or swap
them for some cheap shortbow-armed
Goblins.

My Boyz on foot got killed in two of
the games. They proved difficult for
the enemy to get rid of, and for me to
get into battle. Twenty-five seems about
the right size. I will continue using two
units as they can really tie up the
enemy.

Animosity does nothing to help get the
ladz into combat. 1 know, I knhow — if
vou don't like Animosity go play some
other army

Little Dave uses Black Orcs as a sort of
Animosity police. With one carefully
positioned character and unit you can
nearly eliminate the need to test in a
2,000 point army. But Black Orcs
amongst my Savage Orc & Goblins
don’t feel right, so I just sigh sadly and
get on with all those beginning of turn
rolls.

My Savage Orc Big 'Uns (especially
with the Banner of Butchery) did
incredible damage both times they
completed a charge. Which is exactly
the problem with them.

Two charges in five games is not a
tremendous record. 1 also suspect that
the fights which they won would have
been won by normal Savage Orc Boyz.
They survived all the battles (just a
single figure remained in the game
against Scott) mainly by looking big,
tough and dangerous’,

The Boar Boyz managed to get into a
fight in every battle. In fact they got
into several which I never intended
them to. Frenzy and a long charge
range means that you have to be very
careful where you put these guys. They
only survived two battles. proving to
be very brittle if charged or if subject
to concentrated firepower. I probably
need a few extra models in the unit to
make them a bit more dangerous.

My magic was disappointing. 1
managed nine spells in five games.
Admittedly, at least two of the armies
(High Elves & Vampire Counts) were
really tooled up with magic and I did
not expect to get much success against

A sh;dow g as Alan’s Dark i—land of Death ;pcll proves surprisingly effective.

them, But even with the Staffs of
Badumm and Sneaky Stealin’, few
spells had an effect.

When my Shamans joined a unit they
died because the units got involved in
fights. If deployed on their own, all too
often their frenzy kicked in and they
ended up charging someone entirely
inappropriate and being terminated.

The Waaagh! Miscast table caused three
fatalities. Unlike the normal Miscast
table, this is something to be really
afraid of. Especially with the danger
level being boosted by routed units,
green heads and bodies will be
popping like corks at the millennium. I
will try an army next time with far less
points spent on magic.

The Giant was blown away by Joe's
spells and Stuart’s cannon. Against
Alan be slipped on, and was then
slaughtered by, Skinks. The terror he
causes and his stubbornness are great,
his mobility pretty good and his
effectiveness against cavalry awesome,
He just about justifies his points cost
and will stay in the army for now.

The Goblins, considering how little
they cost, did okay. The ones with
spears held their own in combat
against Zombies and Skinks. The
Spider Riders ran away a lot but
managed a couple of vital flank charges
before they did. The archers were

5 Or maybe opponents were just worried about getting drool on their uniforns!

pretty hopeless, but for 60 points
provided a nice distraction to some
opponents.

The thing I learnt the most is that the
Savage Orc & Goblin army is not an
easy one to use. To make it work
properly will take a great deal of
practice. I especially need to learn
more about how to use the support
troops to set up the charges for my
hard-hitting Bovz.

Overall two wins and three losses was
not too bad. So with that league over,
what’s next?

Another one, of course!

There is some relief in the garage that
Joe's prospects of dominating the next
league with Vampire Counts do not
look good. Firstly because the newly
published army list has changed the
magic rules that he exploited.
Secondly, countermedsures to his
Undead tactics have been

worked out by everyone.

And lastly because Stuart

will not let him

borrow the figures.

See you next month!




From out of the Ash Wastes come the fearsome Ash Wastes Nomads. From the day of
their birth these callous warriors must struggle to survive. They are as dangerous and
deadly as any Underhive gang... if not more so! Our new Ash Wastes Nomads gang
allows you to lead these hard-bitten warriors in your games of Necromunda.

Painted by Neil Hodgson

Battlefleet Gothic, Warhammep
Quest, Warmaster & Epic 40,000

S
=
£
=
(=1
=
==
=
=
e
=}
IE
==
o
=
(2]
E
=
as
=

Mordheim, Necromunda,

FNCMO012 - £2.50 FNCMO07 - £4.00 FNCMO08 - £4.00 FNCMO14 - £2.50 FNCMO10 - £2.50
*Ash Wastes Ganger **Ash Wastes Heavy **Ash Wastes Heavy *Ash Wastes Juve Ash Wastes Ganger
with Hood with Hood Down with Hood Up with Hood Down :

FNCMO13 - £2.50 FNCMOO05 - £4.50 FNCMO15 - £2.50 FNCMO11 - £2.50 FNCMOO6 - £4.50
“Ash Wastes Juve *Ash Wastes Leader *Ash Wastes Juve “Ash Wastes Ganger  *Ash Wastes Leader
with Hood Up with Goggles with Face Scarf with Cap with Hood

Ash Wastes Nomads designed by Mark Harrison

© FNCMO09 - £2.50 FNCMO017 - £1.00 FNCMO16 - £1.00
Ash Wastes Ganger Ash Wastes Rifle Ash Wastes Hand
with Sniper Rifle Weapon frame Weapon frame

* All models marked with an * come with a Hand Waapon frame at no additional charge. Note
that all of the models shown above have had hand weapons glued in place as examples of how
they can be armed. FNCMO05 is also armed with the double bladed knife from the Rifle frame.
** Heavies are supplied with a random heavy weapon (either a heavy stubber or heavy bolter),
Let us know if you would like the model armed with a specific weapon.

The rules for the Ash
Wastes Nomads
gang are included
in Necromunda
Magazine 3. You
can order
Necromunda
Magazine from
Mail Order for
only £2.00
plus postage.

Many of the models in the Ash Waste Nomads gang are supplied without hands. To arm
them you simply choose the weapons you want from the weapons sprue and glue their
hands in place as shown here. This system allows you to decide exactly how the models in
your gang are armed, and also makes upgrading models with new weapons very easy. You
can use the basic weapon sprue to show models with ‘slung’ weapons, allowing you to arm
models with pretty much any weapon combination you desire!

Available EXCLUSIVELY through GW Mail Order.
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The noble Bretonnians are the latest addition to our growing range of Warmaster
armies. Bretonnian armies are famous for the impetuous and unstoppable charges
of their armoured Knights. The Grail Knights are the most famous of all of the
Bretonnian Knightly orders, and are sworn to protect all that is good.

£

FWRMO016 - £5.00/unit
Bretonnian Bowmen

FWRMO021 - £5.00/unit
Bretonnian Peasants

FWRMO020 - £5.00/unit
Bretonnian Character set

FWRMO018 - £5.00/unit
Bretonnian Knights

) FWRMO17 - £5.00/unit FWRMO019 - £5.00/unit
FWRMO023 - £5.00/unit Bretonnian Spearmen Bretonnian Mounted Squires
Bretonnian Grail Knights

Warmaster models are sold as ‘units’ which normally consist of one
command sprue and six troop sprues, plus the bases needed to
mount them on. Exceptions in the Bretonnian army are the Peasants
and Bowmen, which consist of five troop sprues, and the character set
which consists of a set of individual character models. Note that some
of the pictures above are not complete units.

All of the Bretonnian models were sculpted by veteran Citadel
designer Dave Andrews. They were painted by Agis Neugebauer - you

s Bretonnian Army Deal
" One character set, one unit of Grail Knights,
. two units of Knights, one unit of Mounted
" Squires, two units of Bowmen, two units of
- Spearmen and two units of Peasants for
£50.00 plus postage, a saving of £5.00 on the
regular price. 1

Get the
rules in
Warmaster
Magazine 4!

can see more of his superb paint jobs at the following website:

\ www.brumbaer.de.

Best of Town Cryer

Best of Town Cryer has all of the best material from issues
1-6 of Town Cryer, the period when it was part of White
Dwarf magazine, If you missed any of those issues of Town
Cryer, then you need this magazine! Te be honest, having
all the stuff in ane place is so useful that you probably need
Best Of Town Cryer anyway!

We also have limited stocks of Town Cryer 8. This issue
sold out incredibly quickly when it was first released, as it
is packed with such good stuff!

Best Of Town Cryer retails at £10.00 plus postage and Town
Cryer 8 costs £2.75 plus postage.

HOW TO ORDER

The Death Zone playbook is a vital supplement
for Blood Bowl which describes how 1o set up
and run & Blood Bowl league. No serious
Blood Bowl coach should be without a copy!

The Death Zone playbook is available for
£10.00 plus_postage, and Blood Bowl is
avalilable for £40.00 plus postage.

The Death Zone plavbook was origfna,:fiy
published as part of a hoxed set The cards
L@(‘?tfqh were in the bex are not included in this
edition.

JOIN OUR MAILING LIST...

Name: ................ S N O R Y B P S Age:

PUEIBER commrmeemsmss You can get Fanatic models from Games Workshop Mail Order.
Postcode: ............. T UK01159140000 T3 USA 1-800-394-GAME (between 8am and 10pm)
Phone: . On-line store: www.games-workshop.com

E-mail: . Please refer to the Games Workshop Mail Order pages elsewhere in this magazine
Please send me news by: for details of payment methods and postage rates. If you have any trouble getting
Post [] E-mail [] hold of Fanatic products then contact us at the e-mail address or telephone
Fanatic, Willow Road, Lenton, Nottingham, NG7 2WS, UK. numher below and we’ll sort things out.

TEL ORDERS: (UK) o115 91 40000 (US) 1-800-394-GAME TEL ENQUIRIES: 0115 916 8127
WEB: www.fanatic-games.com E-MAIL: fanatic@games-workshop.co.uk

The models on these pages are not shown at aciual size.
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Siubtiegte:; Tyran1d B1o Weaponry Thes1s

Lard Commanders/,

Whilte the development of nhatural
projectile weaponry is known to occur
in nature, the extent |to which
symbiptic organisms are utilized for
this. by the . Tyranids isiastounding.
Somatic, rpulmonary; bioelectric +and
biochemical munitions are! commontly
enployed by 'and nurtured within the
| Tyranid organisms. What follows is a
brief. description suitable for
dispensation. to. troops that may
encounter-this menace ito the Imperium-.

Magos Biologis iSalk,
s+ Drato dlegion Biomedical Research.station, ‘New Halleflss

BIO-WEAPONS: SYMBIOTIC
_RANGED [ ADAPTATIONS

While some of the more bestial members  of |

‘the Tyranid species lack any.sort of
ranged weapon: capability,. anlincreasing
number .of ‘the. larger, .more . advanced
creatures are:making: use -ofi -them.
Horrifying in-effect, ‘these biological
weapons are quite efficient againstieven?
thel might of the lAdeptus Astartes.

BARBED STRANGLER: HAMUS GULALAQUEQ

The actual -mode of. delivery utilized by
this ‘weapon+is-‘nearly “identical -to the-
venom cannon with respect: to- somatic
methods. The main difference between the
two weapons Lies 'in [the projectile.' The
weapon itself, whilel symbiotic, also plays
host !to an Epiphyte-like parasitig plant;
which produces. the| fruit that forms, the
ammuni-tion for the weapon. .These large .
‘mutant i seeds are- heavy-and ‘dense. iThe
itypicat rind s replaced by a catalytic
epithelium. 'Upoh 'impact this causés
germination [that is explosive and
extremely rapid. Root tendrils! and

HAMUS GULALAQUEQ Eile: 05437/b
<<Low velocity somatic “jMutant seed

animate flora projectile, ammuilt- ¢
exo-symbiotic.>> 5 i~

¥

rhizomes erupt in'all directions adhering
to; anything they cannot penetrate.iAs the
metabolic apocalypse continues, silicate
thorns and barbs beginito [form, tearing
and ‘piercing anything captured and
dra1n1ﬂg moisture and nutrients at

. horrifying speeds.

_ Hypothesis: Evolutionarily speaking these

seedpads exhibit charagteristics lone, would
expect to find inimany.deathworld floras.
Rapid growth would-allow the-plant:to
avoid predation ‘and possibly ensnare food
solrces. In jtsiclirrent form the flora
undergoes the entire growth icycle from
seed to; mature plant in a matter of
seconds. This iis a tremendous+outlay. of
metabolic energy -and-the-resultant plant
appears’ to'be aisterile mutant, albeit a
Stable one. The parasitic version
incorporated into the weapon is likely to
be the natural, form of. the plant! However
once again iwe see. the Tyranids ‘are! able
tor manipulate thetgenome of ra species

I radically by'producingta parent capable’of |

generating offspring vastly deviant from
1t5 'own morpholagy.




EXCESSUS CONSPUD |

IDEATHSPITTER:

systemi-Thethighly: volatile ‘nature of  the
ammunition has hindered efforts to :
(adequately describe
Lo firing. However, analysis indicates
that 'the! following information is highly!
Likely;. Magos Biologis Salk]

EXCESSUS CONSPUO

<<High velocity
biochemical animate
projectile. Exo-symbiotic
with endo-symbiotic
ammunition, endoparasitic

; 05438/b
Endo- szmb1utig
AT

intermediate.>>

The main structure' of 'the weapon houses a |

brood chamber! wherein lies !the. incubating

young . ofi a creature whichi may possibly ibe.

the protoplasmic-cleaning: creatures

rreportedi-during boarding missions ragainst

Tyranid bioships tin space by: the Space!
Wolves Adeptus ‘Astartes! Adjacent'to ithis
is jlajcrustacean that tends ithe brood and
performs a critical function!in 'the fiiring
process.) The firing ichamber is a tight
‘tube of horn and. bone sealed, with, a
powerfully muscled. flap: Eiring 'this
bio-Weapon 1siaccomplished lin the!
following manner-
the crustacean ‘to retrieve an embryonic
cyst rand taket 1t ito‘the  firing chamber:
Once 'there the crustacean splits the cyst
expoéing the immature (flesh of the embryo
as 1t places it in the Tiring tube.
it appears to| be a conditioned response
as ithe crustacean is then allowed to eat
the Righly nutrient icyst husk as a
‘“reward’. fior ‘the . action;
chamber- the biological -breech block:
closesi When this occurs ithe enzymes on
the breechblock react texplasively with  the
exposed [flesh of "the embryad, ' laudching it
screaming towards theitarget. The ‘
_biochemistry of the lembryonic acid blob is
lextremely wvolatile with most atmospheres,

P : | r ) - r P I.
[The+deathspitter bio-weapon+is-ia:complex YT RN T

its conposition! prior T

 Hypothesis:
" hypothetical levolutionary path for:rthe

. DEVOURER':
' This weapon 7s niore of a hive| than a

{ malformed: Ripper--larvae,

rweaporn.
PWith multiple breathing tupes thati also

| danger.

-attack:

Bioelectric signals: goad

[Note

Within..the: firing . f

'cau<1ng 1t to aud1b1y Hiss as | the

epidermal! layers are stripped.away in a
Upon| impact, the embryo is
slainiand the semikgelatinous.mass of
incomplete iprotein congeners,iacids,
caustics and enzymes Hs splattered over-a:
stgnificant-area. The -results toexposed

t personnet are horrific and: many: of the
rchemicals) dre of sufficient potency to

damage Imperial armoured vehjcies! |

tnable to formulate-any

development "of | this weapon' dther 'than |

| significant bioengineering and

opportunistic utilization of mult]ple
resources. | E s

. PEREDO- .UORO

distinct organism. The weapon is meshed

 with the hdst fin such a way .as .to provige.

food and jincubation! fon a host of.

: i1t dis these.
tarvae which-form:the ammunttiopn ifor the
Ai-targe ‘conical horn isk perforated

serve las avenues' ofi egress| inj tiimes of
Pheromone signals call the larvae,
to, the breather |tubes when the hast
senses. the need to utilizel the waapon. A
bioelectric surge'signals.the breod to
When rthey rencounter anytobject
they immediately begin ibrting rand

T burrowWing inia frenzied attack while -

secreting] highlyl Corrosivel bile " These|

| Creatures show'a distinct taste for

neurological |fissues and move to 'the :
spinal column and.brain with extreme. haste
causingian agon121ng but merc1fu11y Quick4

'death

PEREDO UOQORO
<<High Velocity Bioelectric
Animate Projectiles

exo-symbiotic

colony.>>




] Hypothes1s This would seem tol indicate

bjo-manipulation iof an aggre551ve defense |

.mechan1sm in the or1g1na1 species. <Note,
(The, demoralizing .effects of this weapon
ihave -been inoted and ialli Imperial officers

should-be-prepared: to - bolster any troops

‘that-encounter them >

r_FLESH'BORER. PULPA TEREBRO

PULPA TEREBRO
<<High Velocity Animate
Projectile.>>

File:05440/a ~

“iThis ‘weapon employed 'by base troops of
ifthe/"Tyranids, " is aibrood chamber:. Hpused’
A‘w1th1n is'lalarge brood of Borer beetles,
,that once mature., . is kept in. 2 .state of;
itorpor. . by.ihormone - emissiops. These beetles
are-Hatchediiand: grown-within: the weapon
jandt presumably spend:- their ‘entire lives
Within Tits confines until they areé called
‘upon. Neur010g1ca1 stimulation from!the
‘host lsignals the weaponi to move one of
the. heetlesito the flining sphincter.
ithere the \beetle lis aWakened!from.its

isleep and ‘awaits - the bioelectrical signal

‘toattack. Genetic engineering: seems td
have produceéd: thése blind beetles: their

ihalterés’ aré configured in such a way as

to prevent any significant .deviation iin
flightitrajectory.iWheniit ireceives:the

wattack'signal the sphincter opens-allowing

the beetle to streak ‘towards- the target:
iUpon Timpact, 'the Tbeetle; clinging =
{tenaciously, begins fto secrete/digestive
ienzymes and uses  its powerful jaws to |
begin burrowing into. the target . All ithis
is-accomplished with- blinding speed:and

iferocity. <This activityrpersistsiuntil the!

beetle's meagre énergy Stores are depleted
and- it d1es from exhaust1on or -somes ;
trauma ends;| 1ts short and vrolent 11fe

[ the [devourer |

‘SPINEFIST

t-system:

Once.|

: Hypothes1s

:faLtacheﬁ to the [seabed lor ccorall reef

TEPER Far R e DA

Similar in form and funct1on Lo
presumably ' an ‘aggressive
fauna whose natural instincts have been
utilized to create pffective weapons. It .
15: theorised..that:the weapons.are
radically- modified-versions ‘of the. beetle
and actually produce ithe*eggs-they: brood:

Synops1s

SPINOSUS MANUS
This organ1sm is typically seen attached

~Loian:upper appendage with_a jlong. larynx
r-coiiled around to-the ‘main body of-the

host-where+it-‘connectsto ‘the:respiratory-
The -spinefist 1sia crustacean ithat
develops a set oflethally po1sonous

I7Spikes similar to many oceanic |

echinoderms . 'Thése spines are logsely

: connected and situated upon (a series: of

baffled ainways. Employ1ng an|unusyal |
method -of. delivery,. the spinefist is
powered. by .large heavilylmuscled [breathing

‘-bladders-within ithel-hostis body. Whep
r-channelled +to- theicreature the gastvolume

expended by theirapid contraction oft these
bladders serves ito propel theimunitions: & 1 1

{ The icreature! itselfionly allows one

sectionlof its/ arsenal fto be bpen to the |

| airwaysiat'a time thus ensuripg multiple =~ —!

volleys can be fired if needed ..

SPINOSUS MANUS

<<Medium Velocity Pneumatic
Projectile,
exo-symbiotic.>>

File:05441/b,
Po1sonous Splkes

File:05441/a:

The organlsm inlits present
form is| incapable of de11vertng its spines
to, any target without ‘the laid of the

host. LIt appears. .to: beiengineered from.an.
inter-tidal-predatory: ¢rustacean that

—likely utilized the' compressibility of
l7gaseousiatmosphereés] toicharge:its weapon's !

batterniest iThel Tang umbilical’ larynix’ would
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With Games Day looming large on the
horizon, veteran Golden Demon marshal
Alan Merrett gives us the lowdown on the
entry requirements for the Golden Demon
2001 championships which, as ever, will
be held on the day at the National

Y Indoor Arena in Birmingham. So it's
S L - time to plan your entry and get
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The display tables at the Golden
Demon competition have, over the
years, become an awe-inspiring
spectacle, a veritable sea of
stunning Games Workshop
miniatures painted to the highest
standard. Thousands of carefully
painted models fill every square inch
of available space, each model the
result of hours of painstaking care
and lavish attention. What a
testament to the skill and patience
of the competitors!

It is a source of great satisfaction
and excitement for those of us who
work for Games Workshop to see
how inspiring our labours have
been. We are equally inspired by
the remarkable range of the entries
each Games Day.

Year after year my heart is warmed
by seeing the delight, pride and
excitement the winners enjoy
when they are presented with
their Golden Demon trophies.
Of equal satisfaction is the
sheer number of entries we get
each year. This doesn’t make
our job of judging very easy but
does show the huge interest in
taking part in the event, which is
really the point of the whole thing
after all!

As in past years we are running
three separate competitions;
Golden Demon itself, the
Young Bloods competition and
the Open competition.

painting in earnest!

The main event is Golden Demon
itself and there are gold, silver and
bronze trophies to win in each of the
ten categories. The model judged to
be the best of all the Golden Demon
entries wins the coveted ‘Demon
Slayer Sword’, a uniquely forged
item that only the very best

possess.

The Young Bloods competition
showcases the very best efforts of
our younger enthusiasts.

The Open Competition is our
special free-for-all’ tournament.
Anybody can enter but beware —
even the Games Workshop staff can
have a go so the standard is always
very high indeed!

Golden Demon veterans will be
more than familiar with the format of
the competition and how to enter,
but check out the categories
carefully, as some of them

have changed from past
competitions.

For those of you thinking of entering
for the first time, read these pages
carefully, especially the Competitor’s
Guidelines! Anycne coming to the
Games Day 2001 event can enter
Golden Demon. For full details of
the procedure on the day, check
next month’s White Dwarf.

In the meantime, good luck to all of
you who enter! See you there!




Left: Reigning Slayer Sword Champion Matt
Parkes holds his cherished trophy aloft.

Below: Matt's remarkable
chariot race diorama.

Check out all of last
year's winners in
White Dwarf 255.

You can only enter once in each
category and all entries to Golden
Demon, Young Bloods and the Open
Competition must be painted Citadel
Miniatures, Forge World or Imperial
Armour models or scratch-built
models that you have sculpted
yourself.

We welcome conversions and
scratch-built models (e, original
designs of your own making) in all
categories but these should be
consistent with the atmosphere of
the game worlds and spirit of the
miniatures ranges which we
produce. Overall, the judges will be
looking for well-painted models that
adhere to the imagery and ethos of
the worlds represented in our
fictional worlds of Warhammer and
Warhammer 40,000. All single
miniatures must be mounted on the
appropriate gaming bases.

Read the category descriptions
carefully. It is your responsibility to
enter a miniature in the correct
category. When models are being

COMPETITOR’S GUIDELINES

booked in, it is impossible for us to
check that every single entry has
been entered correctly. Whilst
judging, we may spot such
anomalies but we simply won't have
time to correct these and models will
be marked down or excluded
accordingly.

We reserve the right to refuse entry.

All entries must be personally
handed in and registered at the
National Indoor Arena, Birmingham,
on the 30th September 2001. All
entries must be collected from the
show stands at specified times by
the entrant in person. These times
will be published in next month’s
White Dwarf and will be announced
over the PA system on the day.

All competitors will be fully
responsible for the transport of their
own entries to and from the
competition, and for storing their
own transport and packing materials
on the day. Please don’t ask us to
look after carrying cases and giant
cardboard boxes. We simply will not

have the room behind the stands to
store these kinds of things nor the
staff to look after them. We will all
be far too busy looking after the
entries themselves (rather more
precious, you'll agreel).

Once entries are booked in we will,
of course, undertake to look after
them as carefully as we can.
However, we can accept no
responsibility for loss or damage to
individual entries. Models are
entered at the competitor’s own risk.

Entry to any of the competitions
gives Games Workshop the right to
photograph and publish details of
models entered as we see fit.

Finally, remember that the point of
the painting tournaments is to
showcase the efforts of all those
who paint miniatures in our hobby
and to have some fun. You may not
agree with the final outcome but
please bear in mind that the judges’
decisions are final and we will not
enter into any correspondence
regarding them.




GOLDEN DEMON 2001 CATEGORIES

scheme of the model mounted on it. A
poorly finished base can ruin a perfectly
splendid paint job. Similarly a base
completely stacked with mounds of
detail can overwhelm a model.

There are ten different categories in the
Golden Demon tournament. Read the
following category descriptions
carefully, even if you have entered the
competition before. In all cases, the
judges will be looking for models that
are, above all, well painted and well
presented. In addition, we will pay
attention to how well the model or
models fit in with the published concept
of cur game backgrounds. That isn't to
say that we will not reward innovation
and creativity, but this must be
demonstrated within the atmosphere
and spirit of the worlds we have created
as presented in our games.

Other useful things to think about are
the choice of models, the number of
categories to enter and the model’s

base. Don't think that by entering every
category you will necessarily increase
your chances of winning. Most people
are better off concentrating on only one
or two categories and doing a really top
job with the entries rather than
spreading their efforts. Again the
models you choose can be an
important factor. The judges are all staff
at the GW Studio and so are quite
familiar with the latest models and new
releases. In fact, we will have seen
these models many months before the
tournament. This means that we are
unlikely to be swayed by the novelty of
a new release miniature. We will be
swayed by superb new interpretations
of old favourites! Lastly, a brief note
about bases. Put some thought into the
base and how it can set off the colour

Remember that all entries must be
Citadel Miniatures, Forge World
models, Imperial Armour vehicles or
scratch-built models of your own
devising. Conversions are allowed and,
in fact, welcomed! Warhammer 40,000
categories include entries for
Necromunda, Gorkamorka, Epic 40,000
and Battlefleet Gothic. Warhammer
includes Mordheim, Warhammer Quest,
Warmaster and Blood Bowl. Inquisitor
models should be placed in the Large
Scale model category.

CATEGORY 1: WARHAMMER 40,000

SINGLE MINIATURE

Any single Warhammer 40,000
miniature mounted on a standard 25mm
round slottabase. Models on larger
bases should be entered into another
category. Note that bike-mounted
character models must be entered in the
Vehicle category.

CATEGORY 2:

WARHAMMER 40,000 SQUAD

This category is for Warhammer 40,000
squads or squadrons of five or more
models. This is also the category for
Epic 40,000 detachments. In addition, it
includes gangs and warbands from
Necromunda and Gorkamorka. All
‘squads’ must be legal in game terms.
Judges will be looking for units that best
exemplify the qualities and character of
the army they represent. This category
DOES include squadrons of bike-
mounted models provided they are
organised into a unit of five or more
models. Larger vehicle models should
be entered intc Category 3. All models
should be mounted on their standard
gaming bases. Many entrants create
presentation bases on which the squad
can be displayed. This is perfectly
acceptable and can seriously enhance
the appearance of the models. If you do
choose to make a display base for the
whole unit, please don't make it too big!
We won't show display bases if space is
at a premium on the day.

CATEGORY 3:

WARHAMMER 40,000 VEHICLE
This category is open to single
Warhammer 40,000 vehicle,
Dreadnought and walker models. This
category includes single bike-mounted
characters if this is appropriate to the
army in question (eg, Space Marine
Captain on a bike). Battlefleet Gothic
spaceships can be entered in this
category as well. Although most of these

models tend not to be supplied with a
base it is quite acceptable for you to
mount the vehicle on a modest base (no
more than 20mm larger than the vehicle
itself). Forge World’s Imperial Armour
models may be entered in this category.

CATEGORY 4:

WARHAMMER 40,000 MONSTER
This category is for any single large
Warhammer 40,000 model mounted
onto a 40mm square, 50mm square or
40mm round gaming base. This covers
models like the Avatar, Ogryns, large
Tyranids, Ork Warbosses, etc.

CATEGORY 5:

WARHAMMER SINGLE MINIATURE
This is open to any single fantasy
miniature (Warhammer, Mordheim,
Warhammer Quest and Blood Bowl).
This includes single models on horses,
boars ar wolves, but not mounted on
large monsters. All models must be
presented on their standard gaming
bases. Generally these will be 20mm
and 25mm square bases for foot figures
and 25 x 50mm cavalry bases for
mounted models.

CATEGORY 6:

WARHAMMER REGIMENT

This is for Warhammer regiments,
Mordheim warbands, Warmaster
brigades and Blood Bowl teams. The
entry must consist of a minimum of five
models mounted on their standard
gaming bases. Regiments must be
‘legal’ units in game terms. The judges
will be looking for units that best
exemplify the gualities and character of
the army they represent. In particular,
we will be looking for leaders, standard
bearers and musicians for Warhammer
regiments. Some people like to make a
display base for the whole unit. This is
fine but please be modest. If space is
tight on the day we cannot guarantee
that all display bases will be shown.

CATEGORY 7:

WARHAMMER MONSTER

This category is open to all Warhammer
monsters on 40mm and 50mm square
bases and the really large monster
models that are not normally supplied
with a base or are simply too big for
one! This covers Dragons, chariots, war
machines and all large ridden monsters
(eg, Orc Warlord on War Wyvern).

CATEGORY 8: DUEL

This category comprises two single
models mounted on a single 40mm or
50mm square base. The judges will be
looking for a dynamic pairing of two
well-matched opponents in some kind of
combat or other dramatic situation.
Models may be from the Warhammer or
Warhammer 40,000 ranges (or indeed
any of our other games).

CATEGORY 9: BATTLE SCENE

Entries for this category consist of a
battle scene from either Warhammer or
Warhammer 40,000 (or any of our other
games). The display must not be larger
than 30 x 30cm and the maximum
permitted height is 30cm. The battle
scene should have at least two
miniatures arranged in a combat pose,
but otherwise there are no restrictions
on the battle scene’s theme or content.

CATEGORY 10:
LARGE SCALE MODEL

This is the category for large scale
gaming or display models. The entry
should be a single model and it may be
mounted onto a plinth or display base.
This category includes busts as well as
full models. Madels from the Forge
World Collector series, Showcase series
and scratch-built models may be
entered in this category as should
Inquisitor models. Note that Imperial
Armour models should be entered in
Category 3.




THE OPEN
COMPETITION 2001

As always, the Open competition
is your opportunity to let your
imagination run riot! Anything
goes! Your entry could be a single
model, a sweeping diorama, or an
artefact. We are looking for well-
painted and brilliantly executed
models that really capture the
essence of our fictional worlds, but
also the spirit of what fantasy and
science fiction modelling can be at
its best. Phew! This is always one
of the hardest competitions to win,
not least because we encourage
our own staff to enter. Yes, that's
right, GW painters and modellers
get to enter this as welll Why?
Well, we want the Open to
espouse the very best aspects of
painting and modelling and we
want to give our very talented

staff the chance to join in the event
as well!

THE YOUNG BLOODS COMPETITION 2001
The Young Bloods painting competition is open to any competitors aged 14
years or under. Your entry should consist of any single Citadel miniature, either
Warhammer, Warhammer 40,000, Mordheim, Necromunda, Gorkamorka or
Blood Bowl, on its standard plastic

gaming base.

Models must be single foot figures, no
mounted models or groups/teams. The
judges will be looking for well-painted
and well-presented models. Paint
schemes should demonstrate originality,
imagination and consistency with the
atmosphere and spirit of the game
worlds.

Korhil, White Lion of Chrace
by Matt Kennedy
1st place Young Bloods 2000

HOW TO ENTER

1. Make a separate copy of the entry form shown here for each
one of your entries. You can photocopy this form as many
times as required. Remember to fill out a different form for
each entry.

2. Decide which category you want the entry to be entered into
and mark it on the form; put the name of the category and the
number of the category in the space labelled.

3. Fill in the rest of the form in BLOCK CAPITALS.

4. Bring all of these forms with you when you register the
models on the day of competition. Note: we will not accept any
entries without these forms, so don't forget them!

POSECOA® ivvvvswiisissanmaaimsas

Telephone Number ......

Category Name & Number

Description of entry

FOR OFFICIAL USE ONLY:
Category Number

For official use only

Entry
Number ............. e )

OFFICIAL ENTRY FORM

IMPORTANT: Please fill in a
separate entry form for each entry!

1 213|145
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. The members of Deathwatch kill- D I l_ I ND E :R D I__'
. teams are drawn from many
o = -
. different Space Marine Chapters.
. Here Graham McNeill looks into I H E lMP E Rl I ' M
. the history of one of its most
£ feared leaders, Battle Brother
. Artemis. THE ORIGINS OF BATTLE BROTHER ARTEMIS
’ rotecting the Imperium from the Marine Captain may assume command Posul, a night world shrouded in almost
.l Pcormpﬁon of alien races, the if circumstances dictate. perpetual darkness. The fierce nomadic
| Deathwatch forms the Chamber Militant o tribes that inhabit this bleak warld are
| of the Ordo Xenos, Its members are HETELreTRY Artemls N4, vererd] m_c 4 locked in a state of constant warfare,
il X hundred campaigns and his bravery is iohti ible battl At ol
I drawn from many different Chapters of o : i fighting terrible battles and feasting on
| ; eyond question. He was recruited into 1 | .
| Space Marines, all of whom have sworn the ranks of the:Adentis Astartes alfiost the flesh of the dead. A bloodthirsty
€ ran p 3 caste of warrior monks rules the tribes

. sacred oaths to maintain specially |
trained alien fighters and stand ready to By ageiom Hue teral word u)

deploy them at a moment's notice.
These warriors are banded
together to form Ordo Xenos

and preaches a culture of death
worship, their philosophy being that an
enemy's strength can be harvested by
the eating of his flesh. Death in battle is
kill-teams and come the goal of every warrior, as he believes
| under the command l b that he will be taken to the Hall of
. of an Inquisitor, o 2 g Victors to sit at the feast table of the
though in some . ; Ultimate Warrior, a divine being who
cases a Space embodies the pinnacle of fighting
prowess,

Warriors picked from the strongest tribes
are recruited by the Chaplains of the
Mortifactors, who were once warrior
monks amongst the tribesmen. Even as
a youth, Artemis was one of the
greatest warriors of his tribe and he
paved the floor of his fathers' lodge
with the skeletons of the many enemies
he killed. His courage and ferocity in
battle was unmatched and it was
inevitable that many would seek his
death to harvest his bravery. Artemis
slew all who came for him until at Jast
he was ambushed and set upon by fifty
warriors from an enemy
biea. fribe. The young
~ % Artemis killed them all,
but took a score of

wounds, each one grievous enough to
kill 2 man outright. It was here, atop a
pile of corpses, that the Chaplains of the
Mortifactors found the body of Artemis
who, despite his wounds, still lived. This
was taken as a great omen for his future
and the Chapter's Apothecaries returned
to their fortress monastery with the
wounded youth to begin the process
that would transform him into a Space
Marine.

As a full battle brother, Artemis quickly
distinguished himself, showing a talent
and zeal for the destruction of aliens
which earned him a place within the
specially trained alien fighters who stand
ready to deploy at the behest of the
Deathwatch. It was thirteen years before
that call came and, when it did, he had
perfected the art of killing aliens.



Artemis ritually repainted his armour in
the colours of the Deathwatch, leaving
only a single shoulder plate with the
Chapter symbol of the Mortifactors. In
the service of Inguisitor Severnius,
Artemis first saw action against a
Genestealer cult on the Missionary
world of St Capilene, where the prompt
action of the kill-team undoubtedly
saved the world from falling under cult
domination. Inquisitor Severnius
personally praised Artemis’ bravery and
appointed him second in command of
the kill-team.

For two decades Artemis fought
alongside Inquisitor Severnius, rooting
out alien corruption and destroying alien
influenced cults wherever they were
discovered. On Varrnix Prime, Artemis
recovered crystalline weaponry now
associated with the race of aliens known
as the Psy-Gore of Persus. The nocturnal
warriors of the Hrud were thwarted in
their scheme to capture an Adeptus
Mechanicus base and countless nests of
Orks were exterminated by the kill-
team.

On the agri world of Tarrenhorst,
Artemis and Severnius discovered an
infestation of warp creatures that had
psychically enslaved the entire
population. The discovery came not a
moment too soon as the creatures
attempted to dominate the psyche of
the kill-team and bend them to their
will. Severnius detected the attempt and
was able to shield the minds of his
team, but not before three Space
Marines succumbed to the warp entities'
powers and turned their bolt guns on
the kill-team. Bolter rounds filled the air
and a further two Space Marines were
cut down by the gunfire. Ignoring the
hail of shells, Artemis hacked down one
of his erstwhile allies with a single blow
from his power sword and the kill-team
formed a defensive circle as the planet's
inhabitants and their alien-dominated
comrades fell upon them. Artemis,
Severnius and the two remaining Space
Marines of the kill-team fought their
way clear of the trap and were able to
barricade themselves within a small
temple dedicated to the Emperor in the
town's main square. Severnius was
drawn and pale, the effort of
maintaining the psychic shield draining
his reserves of strength rapidly while the
three Space Marines desperately held off
the enslaved inhabitants and their
possessed brothers.

For six days the kill-team defended
themselves against their frenzied
attackers until they were finally able to
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Brother Artemis, ready to protect the Imperium from any threat.

contact their orbiting ship to despatch a
Thunderhawk gunship to rescue them
from the surface. Before the gunship
could land, the weakened Severnius was
killed by one of the enslaved Space
Marines and command of the kill-team
passed to Artemis. Together with the
Inquisitor’s body, Artemis and his battle
brothers fought their way aboard the
gunship and departed the doomed
world. Once on their ship, Artemis
ordered the planet bombarded with
cyclonic torpedoes from orbit, knowing
it was the only way to be sure that the
Enslavers were destroyed. Artemis and
the surviving members of the kill-team
returned to the Inquisition fortress of
Talasa Prime in the Ultima Segmentum
whereupon he was assigned command
of the kill-team and given fresh warriors
to reinforce his squad.

Artemis continues to serve in the
Deathwatch, following the stench of the
xenomorph wherever he discovers it. His
investigations lead him to the darkest
recesses of the galaxy and his talent for
unveiling the hidden corruption of alien
influence borders on the uncanny.
Artemis has dedicated his life to the
protection of the Imperium from the
threat of alien domination, and there are
many worlds in the galaxy which owe
their continued existence to his efforts.
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Chronicles 1s devoted
to the Warhammer
game, featuring new
rules, scenarios and
other rules related
topics. If you have
any submissions of
your own for
Warhammer
Chronicles please
send them to the
address below. Those
missives deemed
entertaining and
profound enough to
dclight the masses
(as yudged by our
diligent team of
highly-trained
Gobbos) will appear
in a forthcoming
issue of this
publication.

If you think you bave
a good article for
Wearbanuner Chronicles
then send it to:

Gav Thorpe
(Werbammer
Chronicles)

Geinres Workshop

Willow Rocd, Lenton
Nottinghan, NGT7 2WS

Any rules queries, elc,
will be shredded for
Skaven bedding, so
send thent to the
Roolzhoyz at Games
Workshop Mail Order,
arnd not Lo
Warbammner
Chronicles.
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By Gav Thorpe

This month I've opened up the brain of veteran gamer and scribe
Jake Thornton, using nothing but a blunt screwdriver and a Necrarch
training manual. The following is what plopped onto the operating slab.

Against
all Odds...

Sometimes even the lowliest bunch
of Gobbos can surprise you, and
sometimes that surprise might even
be nice!

House rules are little variations of the
main game mechanics that players
adopt to tailor the game to their own
taste. They are, quite simply, the
rules you play round at your house.
These are a fine idea, as you know far
better what you want in a game than
the writers of the rules do. So if you
teel that you want rules for weather
or to have a chance to rally even the
smallest unit then you can change
the rules to suit.

For many years now I've playved a
house rule that units always pass
Break tests on a roll of double 1. It’s
a great rule, partly because it’s so
simple, but mainly because it adds to
the story that a battle tells. Instead of
the craven Gobbos fleeing all the
time, sometimes they hold their
ground for that one vital turn and
help to turn the tide. Once in a blue
moon vour hard-pressed humble
Halberdiers will stand and fight
despite the fact that they are
surrounded by hideous
monstrosities. It won'’t happen every
game and that too is part of the fun.
It’s a rare thing, but an easily
remembered one, and one that can
add an exciting twist to any battle.
Why not give it a try yourself!

T

Wobbly Terrain

WHAT?

Over the many years I've been
playing Warhammer I've fallen into
something of a rut with regards to
setting up the terrain for a game.
Almost without exception, one of us
will set up the terrain as we please
and then either our opponent will
decide which side to take, or we’ll
dice for it. Now this is fine and has
served me well for many moons, but
it does end up with rather
predictable set ups, as you'll have
seen countless times.

When you're setting up terrain and
vou don’t know which side vou’ll
end up with, there’s a tendency to
make it safe — either side is playable,
neither particularly different from the
other. The extreme of this is the set
ups sometimes seen at tournaments
where each side actually has an
identical view.

At

T

I think this is rather dull to say the
least, and have been messing about
with a few variants for a while,
including the various methods
described in the Warhammer
rulebook. However, the following
variant that Gav and I came up with
was a spur of the moment thing that
grew out of nowhere whilst we were
setting up a game the other day. It’s
currently all the rage in the
Warhammer end of Games
Development and we thought you'd
like to try it too.

RANDOM TERRAIN

So, you've already tried umpteen
random terrain generators and they
all involve fiddly charts that call for
things you don’t have in your terrain
collection. Me too. Don’t worry
though. the following is far more
practical and means that you can set
up a game in moments. Not only
that, but (and this is my favourite bit)
you get a whole host of new tactical
problems presented to yvou each time




you deploy. It really matters who
wins that dice roll and which side
you pick. A proper test for a tabletop
general!

It’s simple. Once you've cleared your
gaming table, select a bunch of
terrain pieces. You'll need about one
piece per foot length of table,
perhaps one less or more. Normally
I'd use a couple of hills, a couple of
woods and one or two other bits for
a 6'x4' table. You could even make a
little table and roll a dice to decide
how many pieces to use. For
example, you could try the
following. Work out how long in feet
your gaming table is and roll a dice:

D6 result

1 Use half this number of terrain

pieces.

2-3  Use one less than this number
of terrain pieces.

4-5 Use this number of terrain

pieces.

Use one more than this
number of pieces.

Once you've worked out how many
pieces to use then lay them out on
the tabletop, scattering them roughly
evenly. Then comes the fun bit.

Taking them one at a time, roll 4D6
and a Scatter dice for each. Move
each piece that many inches in the
direction indicated before moving
onto the next. This will scatter the
terrain about in an unpredictable
and entertaining fashion, creating a
much more challenging battlefield to
fight over.

There are lots of ways you could add
to this basic idea, but only a few
things you actually need to consider.
These are firstly what you do if you
roll a HIT on the Scatter dice,
secondly what you do when pieces
overlap, and thirdly what you do
when they partly fall off the playing
area.

A HIT! A PALPABLE HIT!
Before you start to roll your Scatter
dice for the terrain, decide what
you'll do if you roll a HIT. Basically
you've got two choices. What I do is
use the litde arrow to scatter the
terrain as normal, After all, what I
want is an unpredictable shuffling of
pieces, not a bunch of hills sitting
where they started. On the

-

other hand, some folk who've tried
this like to use the HIT to mean that
the terrain stays where it is and that’s
fine too. It's your game, so make up
your own mind.

OVERLAPS

If pieces overlap whilst you're
moving them it obviously doesn’t
matter, but what do vou do when
they still overlap when the music
stops and everyvone sits down? Well
this depends on what they are. If you
have a wood or a farmhouse
overlapping a hill then you can
simply have a wooded hill, or a
house with a good view. If two hills
overlap then you probably won't be
able to make your terrain work by
sitting the pieces on top of each
other. Either replace it with a bigger
hill if you have one, move one
slightly to fit them next to each
other, or simply decide that this
‘cancels out’ one hill and remove it.

LEMMINGS
If a piece of terrain falls off the table
completely then it’s obviously
decided not to take part. However, if
terrain scatters only partly off the
table then you have to choose what
to do with it. You could choose to
remove it (just like a fleeing unit).
This will greatly reduce the
- amount of terrain on the
_— armi
- table as it’s very
“ common to have a
piece or two
touching the edge.
That’s OK, just
be aware that




it'll happen. What I tend to do
is rather more fuzzy a ‘rule’. If a
piece is only just off 1 push it back
on, leaving it at the edge. Sometimes
rotating it will give a closer
approximation to the ‘proper’
position. Of course, if you have a
smaller version of the same type of
terrain then you could just replace it
with that. If more than half of the
terrain is off the table and I don't

EXAMPLE 1

A Level 2 Empire Battle Wizard casts Fiery
Blast at a unit of High EIf Archers who
can see him and will surely turn him into a
porcupine next turn if they're still there. He
needs an 8+ and decides to roll two of the
four dice he has in his pool. He rolls a 3
and a 5 for a total of 8, just casting it. The
High EIf player isn't keen on this and rolls
two of his Dispel dice in reply getting 2 4
and 5 for a total of 9. It's a dispel, but
only fust!

As the Empire Wizard has only used two
dice so far he’s allowed to use one more for
this spell if he wants (Level 2 Wizards can
use three dice to cast a spell). He decides
to go for it as he only needs to roll 2 2 or
more to power the spell up and overcome
the dispel. He rolls a 6 and raises his total
to 14 and the ball's back in the High Elves’
court. The High EIf player knows that the
Empire Wizard can't add any more to that
total as he’s rolled the three dice he's
allowed. He also knows that the one dice
left in the Empire pool isn’t enough to cast
the other spell he has: Burning Head. Safe
in the knowledge that there's nothing left to
dispel the High EIf rolls his last Dispel
dice and gets a 5 for a total of 14 as well,
dispelling the Fiery Blast. The Empire player
then uses the Doomfire Ring he's been
concealing to immolate four of the Elves,
causing a Panic test which breaks them. The
EIf player says several rude words.

EXAMPLE 2

The High EIf player casts Healing Hand on
his Wizard after a nasty run in with some
Empire Handgunners. He rolls two dice and
gets 3 and 6 totalling 9. This is more than
the spells casting number of 7+ so the spell
is cast. The Empire player chooses to roll

two dice as well. but only gets 2 and 4 - 6.

The dispel has failed and the spell is cast.
Note that the Empire player cannot ‘power
up’ his dispel since he has failed in the first
place. You may never ‘power up’ a spell or
dispel twice in a row. nor can you
immediately ‘power up’ if your initial roll to
cast or dispel fails. You are still taking
turns here, and if you fail to better your
opponent’s total they won't take a turn so
neither can you. The trick here is to roll
the right number of dice in the first place,
and getting that right is part of what makes
this variant interesting.

have a smaller replacement then it
goes back on the shelf for next time.

Which way you choose to deal with
either of these is entirely up to you
and largely depends on what terrain
vou have available. But please don’t
worry about adhering exactly to
these ‘rules’. They aren’t really any
more than a few guidelines for what
we thought was kind of amusing.
Hope you find it fun too!

Interactive Magic

Whilst we were writing the new
Warhammer we came up with all
sorts of variations and alternative
rules for the game. Most of these
were discarded in favour of the ones
we printed because they were simply
not as good. However, the following
alternative casting rules for the
magic system were abandoned
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because I thought them up so late in
the day that we just didn’t have time
to playtest them properly. This being
the case we thought you might like
to have a go yourselves.

This isn’t a replacement for the rules
in the book, they're just some ideas
you might like to try out. I don’t
think they alter the balance a lot, but
I've simply not used them enough to
be really happy about saying they’re
100% fair. Anyway, give them a go
and let me know what you think.

OVERVIEW

The basic idea is to allow you to
‘Power up’ spells and dispels in a
similar way to the old magic system
in the fifth edition of the
Warhammer rules. This is something
that a lot of our playtesters said they
missed when they first tried the new
system. Personally I'd forgotten it

was ever possible until I sat here
trying to write down why I came up
with this in the first place. I rather
like the magic system as it is now,
but I also like tinkering. ..

GET ON WITH IT

Sorry, waffling again! The rules are
easy to use, if a little trickier to
explain. To start with, you work out
Power and Dispel dice just as
normal, all casting numbers remain
the same, as do Miscasts and
Irresistible Force. In fact, all that
changes is the actual mechanism for
rolling the dice you have in your
pile.

Roll to cast a spell as normal. If you
succeed then your opponent may
decide to try to dispel it. Let's say he
does. In the normal system this is
where it ends — your spell has been
stopped. In this variant, you can add

another dice or two (or three... ) as
long as you would normally be
allowed to roll the total number of
dice to cast that spell. You see, the
maximum number of dice you may
use (in total) to cast doesn't change,
just when you can use them.

The extra dice add to the total score,
and if this beats the Dispel then it
counts as cast. Unfortunately your
opponent can then add one or more
of his remaining Dispel dice and add
to his Dispel total. This goes on until
one side fails to beat the other or
runs out of dice it can (or chooses)
to use. You'll see more clearly if I
give you a couple of examples.

M

EXAMPLE 3
Another game, and this time the Empin:
ha.vc hruug]‘lt a]ung a LEVEI 4 Wizlfd LDTdA
He casts Wall of Fire in front of a big
unit of Silverhelms with the General in.
This may decide the battle as they're
clearly about to join in a decisive fight in
the middle of the battlefield. The Wizard
Lord can use up to five dice in total, but
starts with just three: 2 + 4 + 6 totalling
12. It's cast. The High Elves have a total
of six Dispel dice available to them as they
are a very magic—hcavy army. but thl:)r
haven't got any Dispel scrofls left. They
eventually decide to roll four dice and get |
+ 3 + 3 + 6 totalling 13. Not great on
four dice, but it's enough to dispel.
The Empire Wizard Lord decides to use
another dice to power up the Wall of Fire,
He only uses one as he will overcome the
dispel on anything but a roll of a | on the
last dice and wants to save some for
another spefl. He rolls a 2 for a total of 14
- just casting the spell. The High Elves
roll a single dice and get a | This gives
them a total of 14 as well, but it also
gives them two Is so the dispel is
automatically a failure. Disaster! A sheet of
fﬂﬂl'i.]'lg f]ﬂml:s Erupts fIOm :hc ground [-ﬂ
front of the Silverhelms and their chance
to turn the battle 1s fost.
Note that a double 1 or double 6 among
the Power or Dispel dice will have its
normal result [Nh'scast, Irresistible Force,
etc) regardless of whether the dice were
physically rolled at the same time or added
later.
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INQUISITOR STARTER SET 1  £45.00

Inquisitor Starter Set 1 Contains:
-An Inquisitor rulebook.

*An Inquisitor Eisenhorn boxed set.
+A Slick Devlan boxed set.

+Six ten-sided dice.
These models require assembly.

INQUISITOR' STARTER SET 2  £45.00

Inquisitor Starter Set 2 Contains:
+An Inquisitor rulebook.

+An inquisitor Covenant boxed set.
+ A Preacher Josef boxed set.

+Six ten-sided dice.

These models require assembly.

INQUISITOR STARTER SET 3  £45.00

Inquisitor Starter Set 3 Contains:

+An Inquisitor rulebook.

+A Witch Hunter Tyrus boxed set.

- A Special Security Enforcer Barbaretta.

- Six ten-sided dice.
These models require assembly.
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Inquisitors of the imperium stalk the
deep shadows of reality. With utmost
authority, the Inquisitors walk unhindered in
the darkness, purging their enemies,
destroying aliens and furthering their own
insidious schemes. A single word from an
Inquisitor can doom an entire world. But
with that power comes horrific danger...

Inquisitor is a large scale narrative skirmish game
set in the dark world of the Imperium’s most
covert and mysterious agents. Using beautifully
crafted 54mm models, each player takes the role
of an Inquisitor and his warband as they clash
with the enemies of humanity, alien forces and
frequently other Inquisitors!

Remember, ng-one can hide from the scrutiny of
the Inquisition.

INQUISITOR RULEBOOK  £20.00

* Rules for Inquisitor, a large scale narrative
skirmish game.

+ Comprehensive armoury and details of many
special talents, abilities and psychic powers.

+ Extensive guidance for gamesmasters
and players.

*15 fully detailed sample characters.
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THE DOWELL
BENEATH |

Phil Kelly and Bowland Cox.

An Inquisitor battle report by Graham McNEiH‘ LI

Welcome to this month's
battle report, an eldritch
tale of Daemons and those who
would risk their very souls to
communicate with such abominations
in order to discover the diabolical
secrets they possess. As befits such a
new and different game as Inquisitor,
we modified the usual format of a
battle report in order to try something
a little different. For starters, we didn't
use a ‘ready-made' scenario from a
rulebook, rather, the Gamesmaster
{Graham) spent the day before the
game furiously tapping away at his

keyboard, coming up with all manner
of dark nastiness for the players to
experience.

For this scenario, Rowland Cox, would
use the amazing characters painted by
the 'Eavy Metal team for his warriors,
while White Dwarf geezer, Phil Kelly,
would create his own characters and
warband. One of the major
differences between Inquisitor and
our other games is that there are no
‘official’ points values or army lists as
such; characters can be as rock-hard
as you want them to be (but where's
the challenge in playing when nothing

can touch you?). Another thing we
soon realised we'd like to avoid was
the alternating turn-by-turn sequence
of a normal battle report since each
character’s actions take place at
different speeds within a single turn.
Due to the action-based turn system
and narrative driven sequence of play,
we decided that it would be more
exciting to tell the events of the game
in the form of a story. So prepare
yourself for a tale of dark deeds,
heroic valour and burning on the
world of Karis Cephalon.

y

he darkness beneath the world was

absolute. Light had ncver existed here,
nor ever would. The quiescent blackness
was omaipresent, yet filled with 2
brooding, daemonic malevolence of acons
past. Chains of finest silver and oaths of
unspeakable power bound the slecping
Dacmon Prince Pharaa'gueotfa to the
bedrock of the planct and engulfed it,
with utter desolation and emptiness. It
alonc understood the true meaning of
torment. For fifteen thousand years it had
lain here, imprisoned within the fabric of
this insignificant hall of rock and cast
adrift in the cosmos. This creature that
had once walked between the stars, that
had seen galaxics born and die, that had
decided the fate of billions on a whim,
now lay dormant and forgotten. Cods had
once trembled at its word and wholc star
systems had dicd for its amusement, yet
now it fay powerless and barren, stripped
of its power by a mortal! Its memory of
times past was hazy and inconsistent, yet
it remembered the one who had bested it
with painful clarity, a bright-halocd
watrior of awesome power, and it secthed
with onnatural fury. Its every thought was
enslaved by dreams of vengeance and
hatred.

Then, so subtly that at first the prescnce
went unnoticed, an insistent clawing
scraped at the Daemon's sepulchral prison,
an insect-like barb of another's desire. The
Dacmon's fluid thoughts slithered around

the questing will, sluggish and not yet
folly registering the significance of such a
presence. Once again the gnawing scnsation
burrowed deep within its dormant
consciousness and the Daemon thrashed i
instinctive, impotent rage at the intrusion.
The barb was persistent though, snagging
the tintest scrap of the Dacmons
essence and pulling, shearing a sliver
of thought from the slumbering
creature. Onwards and ever

: &
-
upwards the fragment of its l &

Cldte

mind flowed, following the
call of the presence which
had summoned it Its
consciousness suddenly blazed
with hints of futures to ) ]
come and futures that might  CNNEES
never be, the myriad w -\
complexities of alternate
histories that were yet to be
written. But within this
spreading web of possible
outcomes, onc unfolding vision
was inviolate, one truth was sef in
stone. Only Chaos endured. all else
was dust in the wind. Vengeance

and freedom would be
Pharagueotls's, 2 freedom that was
purchased with the blood of
mnocence. Everything now hung upon
one slender thread, the life that pow
summoned it and offered a way out.
Faster now. and with renewed purpose, the
Daecmon hurtled towards the surface of
the plmct...




'l'[he Warband of Inquisitor, L;"n;:'hl:ahsl:&!ln

Magms
DOirmiktri

Phil: What's
that? A week to
convert and paint
an Inquisitor and
his warband, with
a free run of the
entire range, all
the paints and

Wil ‘ % tools | could ask
for and some of
the finest models

we've ever produced? Oh, go on then.
If you insist! Naturally | felt obliged to
do the best job | could, and set about
dreaming up a warband. Although
Rowland’s taste in characters tends to
the extreme in one direction (Rowland,
a devout supporter of the ‘Good Guys',
can often be seen running around the
Studio shouting "Burn them!”}, mine
tends toward the left field. OK, the
slightly strange. Alright then I'll admit
it. My warband is comprised of total
oddballs, fascinated by the
machinations of Chaos, and none more
so than Inquisitor Lichtenstein.

Lichtenstein is a senior member of the
Inquisition. He belongs to the
Istvaanian faction and believes, with
utter conviction, that the way to defeat
a galaxy-spanning force such as Chaos
is to turn it upon itself. As a result, |
had no qualms about kitting him out
with a Daemon Sword. As Lichtenstein
is a very accomplished duellist, it
seemed natural that he should have a
sword of some kind, and choosing a
power sword is a little too obvious. The
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Servitaor-\Warrior

Gryx

UNLEASH HELL!

weapon he carries, Sch'lacta, has a
Bloodletter bound within it and
unfortunately its will is only slightly less
than Lichtenstein's, so if he fails a
Psychic Power test by any real margin it
will possess him and probably attack his
comrades. This could be tricky, butit's
offset by the unholy power of the
sword. Not only does it do a nasty
amount of damage (3D6+Lichtenstein's
damage bonus of 2) due to its Gnawing
power, it can also set its victims on fire!
| was confident that he could hold off
the awesome power of Tyrus in a duel,
should it come to that.

Lichtenstein’'s psychic powers should
prove very interesting as well. Although
neither Psychic Impel or Telekinesis are
particularly offensive powers, they are
both very versatile. | was hoping that |
could telekinetically clout an enemy
with some nearby scenery, or Psychic
Impel them off a high gantry. Both of
these uses are very cinematic. Inquisitor
encourages creativity and so should the
Gamesmaster running it.

Magos Dimitri fits nicely with this
scenario. With his knowledge of the
Machine Spirit, he would be invaluable
in the haunted mine workings. His
tendril-like mechadendrites, coupled
with his extensive training in the
Adeptus Mechanicus, give him a +40%
modifier to any rolls he makes when
using machinery! Even though he has
very average stats, he has some of the
most advanced equipment to be found

INnquisitear-
Lichtenstein
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—Daemonhost
Ghaustas

in either warband. A fitting lieutenant
in these circumstances, he would stick
near Lichtenstein.

The Daemonhost was a wild card and,
despite having played these little
blighters before, | still haven't much of
an idea how to get the best out of
them. The new power Graham and |
invented, Bloodfreeze, was a variation
of Blood Boil, and had the potential to
cause real havoc. It inflicts a wound
level on the victim's chest (the head
and chest are very important in
Inquisitor; any hits there and you'll be
debilitated at the very least) and, of
course, it ignores armour. Useful
against any gold armoured behemoths
that may come charging toward him.

Finally, Gryx the servitor-warrior was
pretty straightforward. My plan for him
was distinctly brutal: get into combat as
soon as possible. Rowland would be
expecting him to go for the power
armoured Tyrus (possibly due to the
giant can-opener on his left arm) so |
intended to do exactly the opposite; he
would take on Barbaretta and Stone.
The special rules we devised for his
power claw meant that he could feasibly
snip a foe in two before they knew what
hit them. (We decided that if he rolled
two or more 10s on his damage roll
he'd tear off that location completely;
very unlikely, but very powerful)

(For a more detailed low-down on
Phil's Inquisitor warband, turn to page
40, "Diary of an Inguisitor")
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Enforcer Barbaretta | Witch
and cyber-rmastiff

Hunter
Tyrus

Sergeant
Stone

Vitch Hunter Tyrus

beveates
Malicant

] Rowland: After
my involvement
| in helping run

8 the Design
Studio Inquisitor
campaign, | was
delighted to
hear that |
would be
playing in the
Inquisitor battle
report. It would mean that | would get
to play Inquisitor instead of
gamesmastering one of our Studio
campaign games. Not that running
games isn't fun, exciting and
rewarding, it's just a totally different
perspective on actually playing
Inquisitor. Now I'd have to decide
exactly what type of Inquisitor |
wanted to play...

Rowland Cox

Well, as far as I'm concerned, there's
nothing quite like burning people in
the name of the Emperor. | love the
smell of burnt sinner in the morning!
For all the lure of Chaotic weirdness,
the promise of blasphemous
technology, and all the fun of
Intergalactic plots, nothing quite beats
tying a heretic to a stick and absolving
him of his sins. Or failing that,
shooting him with an Inferno bolt.
BURN THEM, BURN THEM ALL!
Ahem...

So, when the discussion started about
which Inquisitor characters should be

BURN THEM ALL!

used, there was only one clear choice.
Witch Hunter Tyrus. Let Phil use his
witchcraft and unholy ways, let him
summon Daemons and bind them
unto mortal hosts, | will have the
Emperor as my guide. With His divine
guidance | shall bring fiery justice to
those who transgress in His name!
With a steely will, a pure heart and
great big suit of power armour, | shall
bring Phil’s Inquisitor to justice. That's
the great thing about Inquisitor; not
only do you get to tailor your
Inquisitor’s character to your personal
liking, you also get to equip him in a
characterful, yet totally deadly way!
Many weapons in the armoury have
special rules about how they affect
their victims in addition to whatever
normal damage they cause. For
example, Witch Hunter Tyrus is armed
with, amongst other things, a bolt
pistol loaded with Inferno shells. These
little beauties, which cause their target
to burst into flames, inflict additional
damage every turn in the same way as
a flamer if not put out! Very
characterful for a Witch Hunter, and
very, very nasty.

With the leader of my warband
chosen, | now had to select his
followers. Being a fiery
Maonodominant (Inquisitors who hunt
those who have consorted with Chaos
or aliens, brooking no argument and
giving no quarter whatsoever), Tyrus
would naturally select the faithful and

devout Redemptionist Malicant. With
his two-handed chainsword, the
Eviscerator, he would make a
fearsome close combat opponent, and
| am relishing the chance to hurl him
at the enemy at the first opportunity,
canticles of pain and purity falling
from his foam-flecked lips.

Tyrus has many connections within the
varied organisations of the Imperium
and this is reflected by the other
characters associated with him.
Security Enforcer Barbaretta, whose
shock maul has ‘subdued’ many a
suspect, would be very useful.
Equipped with exceptional protective
armour, a combat shotgun with
target-seeking Executioner rounds and
a vicious cyber-mastiff, Barbaretta is
an excellent all-rounder.

Finally, | felt | needed a real combat
veteran, and nobody fitted the bill
more perfectly than Sergeant Stone.
This grizzled warrior is a perfect
companion for Tyrus. As an Inquisitor
who will stop at nothing to destroy
psykers and Daemons, innocent blood
may be spilled and the Witch Hunter
needs those who will obey his
commands without question. With my
band of loyal and devout warriors
chosen, it was inevitable that spiritual
and physical combat would
commence.

Let none stand against the will of the
Emperor!




Graham: Having
been part of the
team that ran the
Inquisitor
campaign here in
the Design

Studio, | was
hoping that in
some small way |

VTl would be
involved in the

first Inquisitor battle report for White
Dwarf. The chance to play with
fantastic miniatures over some stunning
terrain was a mouth-watering prospect,
| and when | heard that not only was |

. going to be involved with the battle but
. would be Gamesmastering it, | was
over the moon. It was only after the
new year, when | came back to work
after the festivities of Hogmanay
(Guess where Graham hails from! -
Paul Sawyer), that | realised the scope
of work which lay ahead of me.

We had already decided that Rowland
would be using the characters from the
Inguisitor rulebook, while Phil would
build his own unique Inquisitor
warband and create a history for it. Phil
| and | got together to roll up his

. characters, and from the background

. he gave me | quickly began to form

Inquisitor
Lichtenstein

THE GAMESMASTER

ideas for a potential scenario. When |
tied that background to the bombastic,
heretic burning nature of Rowland’s
warband, the specifics of the scenario
quickly became clear. Witch Hunter
Tyrus was renowned for the use of
various painful ordeals to divine the
guilt or innocence of those he
investigates, and | felt it would be
interesting to have had the paths of the
two Inquisitors cross many years earlier.
I decided that two decades ago, Tyrus
had believed that Inquisitor Lichtenstein
was delving too deeply into the terrible
mysteries of Chaos and had subjected
him to those same ordeals. But he had
been unable to prove the charges laid
against Lichtenstein who promptly
vanished soon after the trial, It was
later discovered that he had managed
to fool the tests which Tyrus had set
him. Tyrus vowed to hunt him

down and bring him once again to
trial, and during the past twenty

years has been attentive to any clue
that would lead to Lichtenstein's
capture.
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Details like this add an extra layer to
any scenario, creating rivalries that can
extend from game to game and can
further develop the narrative element
of a campaign. Of course you don't
need to artificially create rivalries like
this, over the course of your games
your players will naturally develop
these rivalries as they win or lose
games and defeat or overcome their
enemies. Remember, Inquisitor is all
about the narrative. Whatever adds
depth to your games or enhances the
story can only be for the good.
Inspiration for scenarios, sub-plots, etc
can come from both the characters and
their backgrounds, but also any themed
terrain pieces. Here at the Studio we're
lucky enough to have some stunning
scratch built scenery that represents
huge mines, thundering machines,
gantries and walkways, and once I'd
put together an interesting battlefield,
the final details of the scenario
revealed themselves.

s

Devotee
Malicant




SCENARIO: THE DWELLER BENEATH

Following clues contained in the scrolis
of the heretic monk Corteswain,
Inquisitor Lichtenstein and Adeptus
Mechanicus Magos Dimitri have come
to the world of Karis Cephalon in their
search for the lost Librarium Hereticus,
a thrice damned collection of forbidden

tomes and blasphemous techno-arcana.

Corteswain hinted at the existence of a
Daemon Prince named Pharaa'gueotla
whose essence was bound within a
strata of rock and buried deep beneath
the surface of a planet he described as
‘Cursed to be the world where The
Things Which Must Not Be Named will
visit a thousand times a thousand
woes'. Inquisitor Lichtenstein believes
Karis Cephalon to be that world.
Pharaa’gueotla was said to know
secrets that could point to the location
of this abominable librarium and when
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the mine workings at Taberna Ostium
were abandoned by the workers, who
claimed that the site was haunted,
Lichtenstein instinctively knew that
they had inadvertently discovered the
slumbering Daemon Prince.
Lichtenstein and Dimitri set off for the
abandoned mine with Gryx, a
cybernetically altered servitor-warrior
created by Dimitri, and Ghaustos, a
Daemonhost of Lichtenstein's which
would be used to communicate with
Pharaa'gueotla and sift the lies from
the truth in the Daemon Prince's
words.

The Emperor's Tarot has brought the
warband of Witch Hunter Tyrus to Karis
Cephalon. The cards have been guiding
his righteous hunt of all things unclean
for many decades now and point to a
meeting with an old adversary. The
same rumours that led Lichtenstein to
Taberna Ostium have reached the ears
of Tyrus and, together with his warrior
band consisting of Sergeant Stone,
Devotee Malicant, Enforcer Barbaretta
and her cyber-mastiff, he has set off in
pursuit of his prey. Arriving to find the
deserted forge-mine still
rumbling to the sound of
automated machinery, Tyrus
split his warband into two
groups and began the search
for Lichtenstein. He wanted him
alive, but dead was almost
as good.

SETTING

The scenario takes place in the

deserted forge-mine complex of
Taberna Ostium and its layout is

shown in the accompanying photo, as
is the starting position of the
characters. To represent the unique
geography of the complex | decided
upon the following rules:

» None of the doors are locked, but all
can be sealed in one action with simple
code key-pads. It requires one action
and a successful Sagacity test to open a
sealed door.

* A character falling or pushed into the
rotating fan blades takes D6 hits to
random locations and suffers D6+2
points of damage to each location hit.
Armour and force fields will reduce
damage from this as normal. After
suffering damage, the character is
knocked D6 yards in a random
direction and falls prone.

= Sample Armour values:
Barrels are Armour 5
Machinery is Armour 10

Corrugated panels on walkways
and bridges are Armour 3

Building walls are Armour 8

* Due to the noise of rumbling
automated machines, all hearing
distances are halved and all Initiative
tests to listen for noises are at -20%.

* During the game, the drilling rig will
begin spinning furiously one turn after
the successful completion of the ritual
to summon Pharaa'gueotla, and any
character who makes contact with the
drilling rig will suffer damage as if
pushed into the rotating fan. Three
turns after that, the machinery on the
generator tower will begin spinning
furiously as the Daemon's essence rises
to the planet's surface. Any character
on the platform must make an Initiative
check to avoid being hit by electrical
parts of the tower and suffering 2D10
points of damage. They must also
make another successful Initiative
test to avoid being knocked off the
platform. It is, however, possible to
crawl along the floor of the
platform and avoid the
dangerous parts of the tower.




The Summoning

Graham: | decided that since they'd
already been conducting the
summoning ritual before the game
began, Lichtenstein and Dimitri
would only require a further ten
actions worth of chanting to
complete the ritual. After that, who
knows exactly what would happen?

igh on the generator platform of

the drilling rig, Inquisitor
Lichtenstein and Magos Dimitri
continued the ceremony to summon the
essence of the Daemon Prince they
sought to question, their chanting rising
above the dull throb of machinery that
permeated the entire complex. The
words and syllables were never meant
to issue from a human throat and
seemed to linger in the air for longer
than they had any right to. Lichtenstein
could feel the sleeping Daemon Prince
stirring, the invocations dragging a
fragment of its bound essence to the
surface. His own Daemonic creation,
Ghaustos, stood nearby, moving slowly
onto the walkway that crossed from the

Servitor-Warrior

Graham: Until activated by his
trigger word, Gryx would move at
half Speed and would require orders
from Lichtenstein to actually do
anything. It requires an action to
issue a simple order or speak the
command word. In this case |
allowed a single action for
Lichtenstein to order Gryx into a
patrol loop.

platform, glistening tentacles that had
erupted from his flesh waving like
undersea fronds. Pulsing white wych
fires burned in the creature's eyes as it
scanned the mine for Lichtenstein's
enemies. As Dimitri continued the
chant, the Inquisitor leaned over the
railings of the platform and saw Gryx,
the one armed cyber-warrior standing
immobile at the foot of the tower.

He formed the word, 'Patrol,” in his
head and directed the thought at Gryx.
The scored bronze helm nodded and
the shambling figure slowly began a
circuit of the lower mine, the massively
bladed power claw hanging inert at its
side. Though Gryx appeared sluggish
and docile now, with calming
devational hymns and images projected
on the inner face of his pacifier heimet,
Lichtenstein still felt a shudder at the
thought of the horrifying, psychotic
monster that would be unleashed were
he to utter the warrior's trigger word.
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The air stank of diesel and machine oils
as Witch Hunter Tyrus strode through
the half-light of the mine complex.

Gryx patrols, awaiting only the trigger word to transform him into a psychotic killer as
Ghaustos hunts for enemics.
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Fitful sparks reflected from the smooth
surface of his power armour and threw
his grim face into stark relief. He knew
Lichtenstein was within the mine
workings, involved in some heretical
works no doubt. He had escaped Tyrus’
judgement once before. He would not
do so again. The grinding rumble of
machinery came from ahead. He
gestured towards a tall structure and
indicated to Malicant that he should
climb the stairs that ascended to a
platform high above. The red robed
Redemptionist nodded curtly, and even
though his face was obscured by a
golden mask, Tyrus could sense the
man’s thirst for battle. Malicant
vanished from sight as Tyrus crept
further forward. He needed to gain
high ground as well and passed into the
vast iron building beside him, seeking a
way to approach the centre of the mine
unseen.

Enforcer Barbaretta crept silently
forward, her shock maul held before
her like a talisman. Her cybernetic eye
whirred slightly as it adjusted to the
smoky half-light of the mine and the
rank, mineral tainted air caught in the
back of her throat. Silently, she ghosted
up a flight of stairs that led to the roof
of a building where a massive generator
would offer her some cover to survey
the mine before her. She cursed
inwardly as Stone, the veteran
Guardsman, stomped up the iron
staircase behind her. She shot him an
angry look, but the man ignored her.
Stone was as clumsy as a blind Grox,
but his warrior instincts and skill with
the long bladed halberd he always
carried was formidable. Barbaretta
doubted that he was wholly sane, but
reasoned that his combat prowess more
than made up for any mental instability.
The scarred veteran raised his halberd
and pointed ahead, saying, "Someone's
there. On the tower.” Barbaretta
couldn't see anything just yet, but
didn't doubt Stone's word. If the
sergeant said there was someone there,
then she believed him.

Awareness

Graham: Characters can only react
to things that they are aware of, ie
can hear or see. In this case, Stone
could draw a line of sight to
Lichtenstein, but due to how little
of the Inquisitor was actually
showing, the distance and clouds of
steam in the forge-mine, | made
him take an Initiative test in order
to become aware of Lichtenstein,
which he promptly passed.
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Stone spots Lichtenstein as he and Ba

Lichtenstein and Dimitri continued to
chant, their robes rippling in a
phantom wind as the Daemon'’s essence
grew closer to waking. Below him, he
could hear Gryx's plodding footsteps as
he continued to patrol the mine. They
were close to completing the ritual and
Lichtenstein could sense the Daemon's
liquid consciousness begin uncoiling
from the prison of rock far below them.
Dimitri chanted in counterpoint to
Lichtenstein, his rasping metallic voice
issuing from voxcasters implanted in his
throat. The pitch, tone and resonance
of the chant were displayed on a
graphic waveform display of his
enhanced auto senses, that only Dimitri
could see. The cadence of the chant
was most interesting and his memory
engrams recorded it for later study.

Devotee Malicant moved onto the
platform of the building he had climbed
and looked out over the expanse of the
mine complex. A central structure
dominated the mine, consisting of a
gigantic drilling rig attached to a
generator tower. In the distance he
could see the Enforcer and Guardsman
making their way towards the centre of
the complex, the Guardsman pointing
his pistol towards the tower. But much
closer, on the generator tower itself, he
saw a robed figure and grinned ferally
as he recognised the form of one of the
heretics Tyrus had told him about; the
Magos. Malicant's laspistol was already
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tharetta run into cover. Time for some gunplay!

in his hand and, pausing only to take
brief aim, he loosed two shots at the
Magos.

Dimitri flinched as the metal of the
tower exploded in a shower of sparks
and molten metal as a flurry of laser
bolts impacted around him. He spun
and saw a maniacally grinning figure
with a smoking pistol on the platform
of a nearby building. On the other side
of the tower Lichtenstein grunted in
pain as a las bolt punched through the
metal sheeting of the parapet and
scored across his thigh. He drew his

stubber in one motion and turned in the

direction the shot had come from. A
silver skulled man in combat fatigues
pounded up a stairwell, his eyes fixed
on Lichtenstein. At his heels ran the
gleaming shape of a cyber-mastiff,
which meant there was an Enforcer
somewhere nearby, but where? He felt
a sudden pulse of psychic energy from
Ghaustos as two white bolts of psychic
chill flew from the Daemonhost's
outstretched hands and Lichtenstein
cursed as they flew wide of the silver
skulled man. Then he realised that the
Daemonhost hadn't been trying to hit
the man at all. Perhaps his creation
could see the Enforcer that he himself
could not. He saw a piece of generator
equipment enveloped in a storm of ice
crystals as the psychic bolts struck and
reasoned that the Enforcer was
sheltering behind it.

Pinning

Graham: Being shot at is an
unnerving experience to say the
least! Characters who are shot at
have to pass a Nerve test or go
diving for the nearest cover. Dimitri,
however, has the skill Nerves of
Steel and therefore never needs to
take Pinning tests.
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Cool under fire. Lichtenstein trades shots
with Sergcant Stone.
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licking the shot selector to Man

Stopper shells, Inquisitor
Lichtenstein leaned over the parapet of
the platform and squeezed off two
unerringly accurate rounds at the fool
who had dared to shoot at one of the
Emperor’s chosen. The first shell took
the man high in the chest, the second
in the thigh. The heavy grain slugs
blasted fist sized holes in his body,
punching through his flesh and bone
and exiting explosively from his back.
Stone tumbled backwards, pain like
nothing he had ever experienced, even
in the hell of the Gland War, engulfing
him. The iron of the stairs rushed up to
meet him as he fell and he heard his
jaw break as he clattered downwards
on his front, limbs cold and inert. Pain
swallowed him and darkness followed
as he slipped into unconsciousness.

System Shock

Graham: Sometimes a character
may be so badly hurt by a single hit
that the pain and shock may take
them out of action. This is
represented by a System Shock roll.
The shot to Stone’s leg caused
enough damage that he had to roll
under his Toughness to stay in the
game and, unfortunately for
Rowland, he failed the test and fell
unconscious.

Barbaretta saw Stone fall and knew he
was as good as gone now. Her armour
was rimed with a coating of frost and
her skin was blistered from the icy bolts
which the Daemon creature had hurled
at her. She racked the slide on her
combat shotgun, aiming upwards and
resting the barrel on the machine in
front of her. The air was still hazy from
where the ice had flashed to steam on
the hot generator and she couldn't
draw a bead on the creature. She risked
a quick glance around the machine,
wondering where in the Emperor’s
name Tyrus was. Ghaustos drew dark
warp energy into the frail human prison
of his host body's flesh, ready to
unleash fresh icy misery on the leather
clad woman below, but the buzzing,
gnawing sensation of another
Daemonic creature, greedy for power
kept intruding on his concentration and
he roared in frustration as he felt the
psychic energy bleed away from him
unused.

Magos Dimitri watched as the red
robed figure sprinted along the
platform of the adjacent tower, the
bionics of his eyes calculating range and
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Vaulting Stanc's body, Gryx charges towards Barbaretta, power claw poised to tear her apart..

trajectories. Whispering the Catechism
of Accuracy, his mind impulse unit fired
his shoulder-mounted bolt pistol, the
distinctive crack of the shell’s tiny
rocket motor telling him the round was
pure. Malicant saw the flash of his
prey's weapon and screaming, "For the
Emperor! On wings of fire [ fly!", he
vaulted the tower’s railing and launched
himself through the air towards the
generator tower. Dimitri's bolter shell
flew wide of its mark, detonating
harmlessly behind the fanatic and he
stepped back as the screaming
Redemptionist flew through the air
towards him. For a moment it looked as
though he might make the insane leap,
but the distance was just too great.
Malicant slammed into the parapet of
the generator tower, the las pistol
falling from his hand as he desperately
grabbed for the railing, dangling
helplessly above the mine floor.

he summoning ritual was almost

complete, but Lichtenstein knew
that it could still fail were he not to
finish soon. He'd heard gunfire from
the other side of the tower, but was

confident in Dimitri's ability to handle
himself and concentrated on the
situation before him. The man he'd shot
was down, blood pouring from the
ragged crater in his chest, but the
Enforcer had to be lurking nearby. He
tracked his stubber left and right, but
could not see her. A sudden shift of
motion behind the ice-blasted generator
and he knew where she was. A pulse of
thought sent the trigger word,

‘Angellus’ to Gryx and the location of
his victim. Lichtenstein raised the
stubber to where he had seen the
movement, but it was gone now,
vanished from sight behind the
generator.

Gryx howied in fury and pain as his
pacifier helm smoothly rose from his
face and its calming effect was
withdrawn. Simultaneously the stimm
dispensers grafted into the fleshy stump
of his right shoulder activated and shot
a cocktail of combat enhancing drugs
into his bloodstream. Adrenal pumps
flooded his system with stimulants, his
limbs and muscles swelling as chemical
strength thundered through his veins
and psychotic inhibitors disengaged

The Gamesmaster is God

things exciting for the players.

Graham: When Malicant made his daring leap, | gave him a bonus of D6 yards
to how far he could jump since he was leaping from a higher level. This still
wasn't enough though and he fell to the ground in a mangled heap,
unconscious. | decided that this wasn't a particularly heroic way to go and the
game would be pretty much over, so [ decreed that, instead of falling, Malicant
had just managed to grab the railing and hang on for dear life. Not out of the
game, but with Dimitri above him with & chain axe, not a healthy place to be.
Decisions like this may blatantly contradict the letter of the rules, but GM's
should feel free to make calls like this if it develops the narrative and keeps




from his cerebral cortex. The location of
the Enforcer burned in his crude
cybernetic brain, his every thought
enslaved to the imperative to kill. He
sprinted across the floor towards the
Enforcer, almost faster than the eye
could follow, leaping each flight of
stairs and Stone's body in a single
powered leap. As he emerged onto the
rooftop he saw his target before him
and roared, an inchoate bellow of pure
aggression.

Barbaretta spun in time to see Gryx's
power claw descending. But the berserk
warrior slipped on a patch of ice-slick
cancrete and his killing blow missed her,
tearing a great chunk of iron from the
generator. The Enforcer ducked back
and smashed her shock maul into the
crackling power claw. Her weapon
bounced from the metal of Gryx's arm
in a shower of violet sparks. The
electrical discharge of the shock maul
whiplashed up the cybernetic arm and
Gryx staggered back, smoke roiling
from the blistering skin at the junction
of flesh and metal. Before her cyber-
mastiff could attack and she could step
in to smash her weapon across Gryx's
face, the air before them exploded in
retina searing brightness as the
Daemonhost released a blinding flash of
psychic energy between her and her
opponent, She was quick enough to
avoid being blinded by the psychic
attack, but her mastiff's auto senses
were overloaded by the blast of
incandescent light and it faltered in its
attack as the machinery of its brain
reset itself,

Shock Weapons

Graham: These weapons deliver a
powerful electric shock upon impact
and can disrupt the victim's nervous
system. When Barbaretta hit Gryx,
he failed his Toughness test and was
stunned for a turn.

Had he been capable of feeling the
emotive response of flesh, Dimitri
would have laughed at the
Redemptionist’s failed leap. He had
calculated that the distance was too
great the instant he had jumped.
Dimitri prepared to continue chanting
and finish the ritual when he noticed a
pair of white knuckled hands gripping
the edge of the railings of the generator
tower. Grimly, he thumbed the
activation stud on his chain axe and
stepped forwards. Malicant knew he
was in serious trouble, the ground was
a long way down, he had not the

strength to pull himself up and he could
hear the familiar buzzing of a chain
weapon powering up. Out of the
corner of his eye, he saw a door open
on the factory wall and groaned
inwardly as Witch Hunter Tyrus
emerged on the level below the main
walkway to the tower. He could see his
master's fury as he realised the mistake
and, as Tyrus vanished back through the
door, Malicant prayed that the Emperor
would guide his steps this time.

Tyrus' Mistake

Graham: Since Tyrus had been
making his way forward through
the mineworkings at the back of the
battlefield, | decided that, in dark
and unfamiliar surroundings he
would have to pass an Initiative test
in order to pick the correct door to
emerge from. In this case, he failed
and | randomly determined which
door he would enter from. After
realising his mistake and getting his
bearings, | then allowed Tyrus to
automatically find the correct door
next time.

.but staggers back, convulsing from the impact of her powerful shock maul.




Llchtenstem watched disbelieving as
Cryx staggered away from the
Enforcer. He gathered his will and
released a burst of raw psychic power
at the black clad figure as she raised her
shock maul for another strike. The full
force of Lichtenstein's will hit Barbaretta
square in the chest and she was hurled
through the air, falling towards the
ground and smashing her head into the
concrete floor as she landed. Satisfied
that Gryx was no longer in any danger,
inquisitor Lichtenstein turned his
attention back to the chant and intoned
the final words of the incantation,
smiling as he sensed a shred of the
Daemon's consciousness being drawn
up the mine shaft towards him. So
preoccupied was he with his success, he
didn’t notice the iron door at the end of
the walkway opening...

Magos Dimitri swept his chain axe
down towards the Redemptionist’s
fingers, but the zealous fool obviously
perceived falling to the ground a
preferable fate, and let go of the
railings as Dimitri's blade sheared
through the metal in a screaming halo
of sparks. Malicant howled in
frustration as he fell towards the
ground, landing with bone crunching
impact on a tower of barrels, scattering
them and rolling into a stunned heap.

Psychic Impel (Knockback)
Graham: This innocuous ability
probably saved Gryx’s life. With it
Lichtenstein was able to cause
2D10 yards of Knockback on
Barbaretta. Normally if characters
are hit by an attack which does
damage equal to their Knockback
value then they can be sent
sprawling by the force of the
impact. With this psychic ability,
there is no need to equal the
Knockback value, it happens
automatically.

Hecovered from the impact of the
Enforcer’s shock maul, Gryx
vented his retribution on the metallic
form of her cyber-mastiff. Though it's
auto senses were still recovering from
the blinding flash caused by Ghaustos,
it was still fast, dodging nimbly arcund
the berserker. But it could only evade
for so long and when Gryx's massive
power claw finally caught the beast, it
was chopped in two, the shorn halves
twitching in their convulsive death
throes. Gryx turned his head in the
direction the woman had fallen and
pounded down the stairs, his altered
brain filled with images of her death,

Up on the generator tower and with all
the threats he could discern taken care
of, Inquisitor Lichtenstein's smile

As Maficant crashes to the ground far below, Dimitri burns in the flames of an Inferno shell.
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faltered as he heard the grinding
mechanics of the drilling rig below him
spooling up. Perhaps it had been
activated by one of his enemy's
warband or perhaps the flaring power
of the rising Daemon’s consciousness
was responsible, who could tell? He
could feel his anticipation build as he
waited for its arrival, preparing to recite
the Canticle of Binding and thus didn’t
see the massive, power armoured figure
of Witch Hunter Tyrus as he stepped
through the door onto the tower
walkway.

Tyrus feit his pulse quicken as he saw
Lichtenstein across the tower from him.
He couldn't get a clear shot, as his
prey's pet Daemon creature blocked his
view. The abomination had seen him
and spread its arms, the light in its eyes
burning brightly with cold fire. Briefly
he considered firing upon the creature,
but dismissed the notion as he caught
sight of the heretic Magos Dimitri. His
bolt pistol was loaded with Inferno
shells and he snarled, "Burn in hell,
traitor,” as he pulled the trigger. Both
shots flew straight and true, striking the
Magos in the abdomen and head. The
bolts were slowed by Dimitri's refractor
field, but it could not prevent them
from causing horrendous damage. The
Inferno shells ignited upon detonation
and, as the Magos fell to the floor, his
robes burst into flames, thick black
smoke boiling around his burning body.
Dimitri screamed, his weak organic
matter blistering and blackening, but
sheer force of will kept him from losing
consciousness. Tyrus smiled grimly at
the heretic's agonies, but the smile
froze on his face as a searing chill
suddenly seized his heart and he
collapsed to his knees as he felt the icy
chill of death creep over him. He
realised that Lichtenstein's Daemonhost
was using its fell powers on him, but he
would resist. His faith in the Emperor
was his shield!

Burn them All!

Graham: Tyrus’ Inferno shells are
particularly dangerous munitions,
able to set their target on fire with
the same effect as a flamer. These
are doubly dangerous in that they
continue to burn every turn unless
the character is able to extinguish
the fire or it goes out itself in the
Recovery phase. Dimitri was unable
to put out the fire but luckily,
before it could do any more
damage, the chemical fire spent
itself and went out.




Lichtenstein fires a hail of shotgun shells at Tyrus. but the Witch Hunter will not go down.

nquisitor Lichtenstein couldn't believe

his eyes. Tyrus! It had been two
decades, but here he was, larger than
life. He could hear Dimitri's voxcaster
screeching even over the thunderous
noise of the drilling rig as the flames
consumed him and the Magos
desperately attempted to put them out.
Lichtenstein snarled as he drew his
pump action combat shotgun from its
shoulder scabbard. He moved to a
better firing position, flicking the shot
selector to semi automatic and fired
shell after shell at his nemesis. Tyrus
rocked backwards under the shells'
impacts, but his power armour
withstood the majority of Lichtenstein's
fire. A single shell somehow penetrated
the joints in his leg plates and blood
streamed down the intricate, fluted
scrollwork of his armour, Tyrus fought
through the sudden pain and pulled
himself upright. His anger lent him
strength and he charged along the
walkway towards the Daemon beast,
his power weapons crackling with lethal
energies. He swung at the creature,
but, with an unnatural speed, it dodged
aside and Tyrus' blade sailed past it's
head. The hell beast darted away from
Tyrus, circling the Witch Hunter and the
two old adversaries were finally face to
face.

Devotee Malicant pushed himself to his
feet, pain screaming along his spine.
But he welcomed it. Froth gathered in
the corner of his mouth at the thought
of his foe escaping him. He glanced up
at the tower, seeing a column of greasy

black smoke and catching the divine
scent of scorched human flesh. The rig
before him was spinning furiously and
hot steam and toxic gasses were
pouring from the mine shaft.
Desperately he locked around for a way
to reach the pulsing generator platform
and, as he saw the scattered barrels
lying around, a means of scaling the
tower came to him.

Barbaretta rolled aside, blood pouring
from her split skull as the cyber-warrior
slashed at her head with his energised
claw. It struck again and she kept
rolling. She had to get clear, but the
damned thing was so fast!
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Semi-Auto

Graham: Some weapons are
capable of pumping out a rapid
salvo of shots and lay down a hail
of fire. Lichtenstein's pump action
combat shotgun is one such
weapen and he managed to fire a
total of six shots in a single turn!
Normally this mode of fire suffers
from reduced accuracy, but thanks
to Lichtenstein's skill of Rock Steady
Aim he was able to shoot just fine.

Tyrus suffers not the unclean to live and charges the Dacmonhost Ghaustos.




Stunned and ;iaztd, Barbateiiabss powerless to block Gryx's lethal power claw.

E‘lryx struck again and again, his
power claw a blur of slashing

bronze metal. He gouged chunks of
concrete from the floor as he attacked.
He batted aside a feeble attempt to
deflect his blow and the claw sliced
deep into Barbaretta’s arm, tearing
upwards and ripping the meat from her
bones all the way to the elbow. She
shrieked in agony, dropping her
weapon from nerveless fingers as Gryx
hacked into her arm again, the claw
virtually tearing the limb from her
shoulder. Pain blinded her and she
screamed one [ast time before Gryx
slashed his power claw across her

unprotected face. She felt bone
shatter under the impact and mercifully
blacked out.

The Daemon's essence must be close to
breaching the surface, realised
Lichtenstein. The tower was shaking
violently and the drilling rig was
vibrating from side to side as it spun
faster than it was ever designed to. Blue
lightning arcs flared from the generator
and he could hear a rising hum of
charging power. Once again he lashed
out with raw psychic energy, and
though Tyrus was a more fearsome
target than the Enforcer, he could not

Tyrus narrowly escapes falling into the spinning blades of the vent fan.
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Psychic Overloads

Graham: When Ghaustos tried
again to freeze Tyrus' heart he failed
his Willpower test by a margin of
28%, resulting in a psychic
overload. For every full 10% a
psyker fails his Willpower test by, he
suffers a 2D10 loss of Willpower,
making it more hazardous to use
any psychic powers in future.
Luckily, Ghaustos only rolled 7 for
his loss, indicating that the overload
was relatively minor.

resist the sheer strength of
Lichtenstein's will. The massive Witch
Hunter was hurled backwards against
the railing of the walkway, the metal
buckling and screeching as the full
weight of the power armoured
Inquisitor fell against it. For the briefest
second it seemed as though Tyrus
would fall into the giant blades of a
vent fan, but miraculously the railing
held. Before he could right himself,
Lichtenstein attacked again with
another psychic blow, smashing Tyrus
backwards into the factory wall. Dazed
but unharmed, Tyrus again picked
himself up determined that his foe
would not defeat him like this. Once
more Ghaustos drew on the power of
the warp to freeze the Witch Hunter's
heart, but the Daemonhost’s control
slipped for a second and his body was
wracked by spasms as raw power
seared through his cold flesh.

Malicant began stacking the barrels he
had fallen into, building a stepped
tower with which he could leap to the
platform. The scent of cooked flesh was
a delicious tang in his nose and his eyes
burned with zealous fire. Satisfied he
had built his tower high enough and
filled with righteous strength, he didn't
even notice the ricochet of a bolter shell
beside him as the blackened form of
Magos Dimitri leaned between the
railings and fired on him. Reaching

the tower was all that mattered to
Malicant now.

n a burst of lightning pyrotechnics,
the generator tower was wrenched
free from its moorings by the powerful

motion of the drilling rig, spinning it
violently around the swaying tower. So
intent was he on Tyrus that Inquisitor
Lichtenstein failed to see the protruding
machinery of the tower as it spun
around and smashed into his back. He
was knocked sprawling and barely
managed to hold onto the parapet,
rolling to the metal decking of the



platform. Still gripping his shotgun, he
crawled beneath the madly spinning
generator mechanism, wincing as a
deafening howling issued from just
below the surface of the mine head. His
mind felt heavy with psychic presence
and he knew he had to take care of
Tyrus quickly lest the Daemon manifest
before he was ready to bind it. As he
approached the walkway he levelled his
shotgun at the Witch Hunter, squeezing
off two well placed shots. Tyrus
staggered, both shots penetrating his
armour, and even his prodigious
strength could barely hold him up.

Malicant swiftly scaled his tower of
barrels and leapt for the shaking
platform, his fingers closing over the
buckled railings. He laughed maniacally,
hauling himself up and froze as he
heard the ominous click of a bolt pistol
being cocked. Scorched and wounded
nigh unto death, Magos Dimitri‘s
infrascope clearly indicated the glowing
outline of Malicant's head and
shoulders through the metal of the
parapet. A psychic impulse fired the
bolt pistol and he had the briefest
glimpse of the shell tearing through the
side of Malicant's head before the
howling Redemptionist fell from the
tower and vanished into the roiling
cloud of scalding steam and toxic
fumes. Dimitri rolled onto his back,
cursing his flesh for its weakness and let
his blessed mechanical implants infuse
his organic components with the
soothing balm of pain suppressants.

Ghaustos moved closer to the Witch
Hunter and again drove a spike of
psychic chill into his heart. Tyrus' eyes
bulged and his mouth opened wide in a
silent scream as the muscles of his heart
slowed, gradually hardening into icy
flesh. Pain overwhelmed him and he
toppled backwards, collapsing into
unconscious. The Daemonhost moved
in to finish the Witch Hunter, but
Lichtenstein crawled from the platform
onto the walkway and said, "No, Do
not kill him. He may be my enemy, but
he is an Inquisitor, one of the Emperor's
chosen and we will be long gone before
he recovers.”

Ghaustos relented and turned away
from the stricken Inquisitor as
Lichtenstein sheathed his shotgun. He
backed away from the tower as it finally
erupted in a blue-white geyser of
power and psychic energy. Dimly
perceived shapes writhed within the
coruscating light, gibbering mouths and
jelly-like eyes scudding through the
Daemon's awful geometries, forms
within forms and designs within
designs.

Lichtenstein smiled in triumph as
Ghaustos moved alongside him, his
white eyes dead and lifeless. Magos
Dimitri hauled his burned body from
the tower and he could see Gryx, blood
drenching his power claw emerge from
behind the generator building.

He began the first verse of the Canticle
of Binding. There would be much to
learn from this Daemon.

-~

1]

Witch Hunter Tyrus opened
his eyes with a hoarse cry
on his frozen, blistered fips. Pain from
a score of wounds and a stabbing,
glacial ache in his chest told of the
ferocity of the battle with
Lichtenstein. He groaned as he flexed
his limbs and, with a supreme effort
of will, pulled himself upright, using
the factory walls for support. He
glanced over the edge of the
walkway. The forge-mine was oddly
silent, the floor wreathed in ghostly
steam and he wondered what had
become of his warrior band. The
generator tower sagged visibly,
stinking oils leaking from its ruptured
sides and blue sparks occasionally
flaring from severed energy coils.

He vaguely remembered a twisting
whirtwind of energy flaring from the
tower just before he had fallen
unconscious. He drid not understand

exactly what it had been, but knew
that if Lichtenstein was involved, it
would involve heretical and
blasphemous magicks. A limping
figure emerged from the smoke on
the mine floor, red robed and
groaning in pain. Tyrus recognised
Malicant and grimaced in disgust at
the ruin of his face where Magos
Dimitri’s bolt had blasted a bloody
hole through his skull. Fortunately for
Malicant, the bolt had passed straight
through his cheek before detonating.
He could see no trace of Barbaretta or
Stone and his fury at Lichtenstein
grew as he was forced to presume
that they had been killed. He wearily
worked his way down towards
Malicant, each breath a cold spike in
his chest as his damaged heart
muscles laboured to pump again after
the Daemonbeast's psychic attack.
That was one damned creature he

would take great pleasure in
banishing back to the warp!

He walked over to the shattered drill
bit that lay, buckled and twisted at
the top of the mine-shaft. The top of
the shaft was glistening and molten
looking, rippling like a mirage as
though whatever creature
Lichtenstein had summoned had
weakened matter's grip on reality.
There was something distinctly
different about the forge-mine and it
was a second or two before Tyrus
could put his finger on it. The
complex felt empty, abandoned and it
was more than just the absence of
people. Tyrus felt a sinking feeling in
his gut as he realised he was too late.
Whatever had lain unknown beneath
this forge-mine was now gone and
apprehension creased his pale features
as he wondered if Lichtenstein even
knew...




BURBNT AND BLEEDING

Rowland: What a
| fantastic game! I'm
just itching to find
out exactly what
happens now; does
Tyrus recover from
his wounds in time
to pursue his foe?
Does Inquisitor
Lichtenstein stay
on Karis Cephalon
and find the
Librarium Hereticus? What new recruits
will Tyrus bring in to help, bearing in mind
that most of his current warband are in a
very bad way. This kind of desire for the
next game is what Inquisitor excels at.
Whilst the result of the game is important,

=

Rowland Cox
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what happens after is equally so.
Struggling against your foes, adding or
creating history for your warband, and
most importantly carrying the story
forward is what the game is all about.

It doesn’t matter that your warband lost
and was clawed to pieces; or that the
only thing Malicant achieved was to make
Phil laugh. During the game | renamed
the religious fanatic ‘Comedy' Malicant: Is
it a bird? Is it plane? No! It's Comedy
Malicant leaping onto a big bunch of
barrels from a great height and landing
on his backside! Some of you may be
asking why | risked Malicant in such a
way. The answer is simple, it was in his
character to take such dangerous risks.
Malicant is spurred on by the wish to
bring vengeance and fiery judgement to
those who stand in the way of the
Emperor and Witch Hunter Tyrus. Flinging
himself across such a wide gap would
hold no fear for him, his faith in the
Emperor would carry him across. It is
important to remember to play in
character with the members of your
warband, and sometimes that means
doing risky things. In the end, the
improvisation made by Graham as GM
allowing Malicant to grasp the balcony
made for a more exciting game.

Overzealous incompetence aside, the rest
of my characters performed well.
Although Sergeant Stone was
very unlucky to be put out
of the game so early on,
that only proved one point:
® just because you can see an
opponent, doesn’t mean you
should shoot him. Moving
Sergeant Stone into terrain
before he opened fire would have
been far wiser, and also more
characterful. After all, Sergeant Stone is
a combat veteran, and would not have
risked snapping off a few shots at a
., powerful opponent without being in
the best possible place to survive any
retaliation. Security Enforcer

Barbaretta did me proud! Engaging
Inquisitor Lichtenstein in a firefight, and
then taking on the servitor-warrior in
close combat! It was a battle I thought |
could win after Phil failed to hit and |
stunned Gryx with the shock maul.

Unfortunately, being Psychic Impelled by
Lichtenstein, then falling onto her head
(the only location which wasn't
armoured!) did Barbaretta no favours, and
it was only a matter of time before Gryx
dispatched her.

Witch Hunter Tyrus, however, led by
example. Storming onto the walkway with
his bolt pistol blazing, the Inquisitor
brought the flaming justice he had
promised, engulfing Magos Dimitri with
fire from his Inferno shells. It was only the
concerted efforts of three of Phil's
characters that brought the mighty Tyrus
down. The Witch Hunter's power armour
absorbed enough punishment from bullets
and shotgun shells to shred anyone. It was
only after the insidious psychic assault
from both Inquisitor Lichtenstein and his
vile Daemonhost that Tyrus was brought
to his knees. A truly heroic confrantation
and a fitting end to the game.

What really impressed me about
Graham's scenario was how well it
incorporated an existing Inquisitor (Tyrus)
and added an excellent background story
about how he had crossed paths with
Lichtenstein before. This in turn gave
Phil's warband an immediate sense of
history and the game added gravitas. So
all round, a great game against an even
better opponent — Phil, who had a
fantastic sense of fun and played in a very
characterful way. Hats off to Graham for
writing such an enjoyable scenario. All |
hope for now is the chance to cross paths
with Inquisitor Lichtenstein again and
bring the full weight of the Emperor's
justice to bear. Failing that, another
opportunity to get Malicant shot in the
head! ‘

The game is enjoyed by players and Camtsmas&ct alike.




00 NOT MEDDOLE IN THE AFFAIRS OF WIZARDOS

Phil: That was an
absolute bfast! 1
haven't had that
much fun playing
a game for as
long as | can
remember!
Although the
tone of Inquisitor
is very dark and
gothic, and
Graham really kept an atmosphere of
urgency throughout the game, Rowland
and | were in stitches on many occasions.
You might think this is a bad thing in a
game based around intrigue, strife and
violence, but let's face it; the reason we
play games is because they're fun.

Possibly the best aspect of the game was
using such detailed and lush scenery; well
done to Mark Jones and Dave Andrews
for doing such a fantastic job! Using such
a small number of miniatures in a new
rules framework takes some getting used
to, but this is offset by the sheer level of
detail you can achieve in your
storytelling. Unlike Warhammer and
Warhammer 40,000, where your model
might get shot, in Inquisitor your model
will get shot in the foot, or hip, and react
accordingly.

Another aspect of this game that [ think
Graham must have planned beforehand is
the aftermath. Lichtenstein is no doubt
going to benefit from his questioning of

Pharaa'gueotla, and | have an idea of just
how this can be reflected in the character.
The list of psychic powers in the
Telekinesis section includes a simple but
highly effective skill, Machine Empathy.
Given his close ties with a member of the
Adeptus Mechanicus and his extensive
guestioning of a Daemon bound within
an industrial complex, it would seem
possible that he could learn this power
for the next time he crosses paths with
his detractors. Also, his Sagacity rating
may improve slightly. Small changes like
this can really give the feel that your
Inquisitor is growing and changing, be it
new equipment discovered in the game,
an improved Weapon Skill from having
held off a more skilled opponent, or the
debilitating effects of combat drugs or a
nagging injury (more on campaign rules
in a future issue — Fat Bloke).

On that note, | suspect that Magos
Dimitri may suffer some lasting damage
from his torso and face being hit by
Tyrus' Inferno shells! A modifier such as
crude bionics or a decreased Toughness
helps portray this in a later game.
Considering he was one point of damage
away from being knocked out of it
completely, and the fact that he was on
fire, he got off lightly. | may have to
modify his paint job so that he looks a bit
more scorched! Besides, being hit in the
face by Gryx's power claw probably
didn't do Barbaretta too many favours

either, and Sergeant Stone will certainly
think twice about firing upon an
Inquisitor!

Tyrus will no doubt be furious; even more
dedicated to the downfall of Lichtenstein
and his consorts than ever. | can imagine
him having the rules for Frenzy
introduced next time he sets eyes on his
adversary!

Well, overall, my warband performed
admirably. Lichtenstein dispatched Stone
with total ice-cold concentration before
returning to his chanting. The
psychopathic Gryx tore the cyber-doggie
in two within seconds in a situation that
could have gone disastrously wrong if
Ghaustos and Lichtenstein hadn't
intervened with their psychic powers.
Badly burnt Dimitri put pay to Malicant
by firing a bolt straight through sheet
metal into his head, and eventually the
Daemonhost, combined with
Lichtenstein's uncanny accuracy,
managed to take down the awesome
threat of Tyrus.

Unfortunately, Lichtenstein is now
unlikely to get any peace: Tyrus has all
the evidence he needs to execute the
rogue Inquisitor, and will stop at nothing
to eradicate him from his beloved
Imperium. Although it must be said that
he may have to spend some time
recruiting and, frankly, I'm looking
forward to it.

GAMESMASTER'S CONCLUSION

Graham: Well,
that was a game
and a half and no
mistake. Drama,
excitement and
some real laughs.
Pretty much
everything went
smoothly, with all
concerned really
getting into the
spirit of telling an exciting story and
having fun (which is, after all, what this
hobby is about). The role of the
Gamesmaster is a demanding one and,
ultimately, the success or failure of the
game can rest on your shoulders. There
are no hard and fast rules to being a
good Gamesmaster, you'll only learn if
you get in the ring and get playing.
Experience is the best teacher and once
you have a game or two under your belt,
you'll soon know exactly what needs to
be done to ensure an enjoyable game.

Graham McNeill

To run a game of Inquisitor, you'll need
to put in a bit of work beforehand, but
you'll find that adequate preparations

will really make all the difference during
a game. After all, who wants to play a
game and every ten minutes interrupt
proceedings whilst the Gamesmaster
tries to decide what happens if your
character wants to do something
obvious that he hasn't thought of? Such
situations will inevitably arise, but if you
put in a little effort, you should be able
to keep such occurrences to a minimum.
Aim to keep the game and the narrative
moving. If something does crop up that
is completely unexpected, don't be
afraid to wing it. Take a moment to
think about what is happening and then
come up with a ruling to deal with it.
But whatever you decide upon, make
sure that your players know that your
word is final and, so long as you are
consistent and don't favour one player
over another, this shouldn't be a
problem. Just remember that if you
make a ruling over a particular matter,
you should aim to be consistent
throughout your games.

During the game (and once it's over)
you should make notes of situations that

arose and how you dealt with them. It's
also a good idea if you're playing a
series of linked games in a campaign to
make notes on what interesting events
happened during the scenaric, who
killed who, who managed to do what,
and so on. It doesn't have to be as
detailed or as involved as this battle
report, but so leng as you capture the
most exciting parts of the game you
won't go far wrong.

So now ['m off to write up the next
scenario for these characters.
Lichtenstein may have won this round
and managed to interrogate the
Daemon Prince, but what did it tell him
and could Ghaustos penetrate its veil of
lies? When Tyrus recovers from the
blood freezing effects of Ghaustos’
psychic power and gathers the shattered
remnants of his warband, he will no
doubt be even hungrier for revenge. It
seems as though the world of Karis
Cephalon will be the site of many more
furious battles before the two warbands
have finished with one another.
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Gamas Workshop HQ, Willow Road, Lenton, Nottingham.

Located at Games Workshop’s HQ in the heart of Nottingham,
Warhammer World’s store carries all the products you'd expect to
see in any of our stores hut it also sells Forge World and Fanatic
products. Its close proximity to Mail Order means that you can
also order components to your heart’s content!

In addition to the store, our museum is full of
exhibits such as life-sized Space Marines and
gigantic displays as seen in White Dwarf, such
as the Vengeance of the Vampire, the entire
Ultramarines Chapter and the awesome Siege of
the Emperor’s Palace. Finally, finish your visit
with a thirst quenching refreshment in the famous
Bugman’s Bar. Ample parking space is available.
Guided tours take place on most days, althotgh-he

museum does occasionally close for special events.
so;please call before-making a journey. - 3

_Tel: 0115 916 8410

« The Warhammer World Museum
features awesome, life-sized
Warhammer 40,000 characters in
e amazing settings, such as the
Blood Angels Space Marine
pictured here.

¥ The Exhibition Hall is where Open
Days, Campaigns and Tournament
events are held.

vemww. W Lo P A Aftervisiting the Museum, you ¥ Warhammer World is the
X gy, - il | e ﬂ' can sit and relax in Bugman’s place to see many of the
o i w0 Bt AT Bar. It's custom built to provide exciting battlefields and armies
e L e = _/an appropriate finish to any visit featured in White Dwarf and in

i : SO % es  to Warhammer World: Warhammer and Warhammer
. i % 40,000. | f
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PHONE LINES
M Mail Order has set up new phone lines specifically for different European language speakers
to make using Mail Order even simpler! These lines offer all of the great Mail Order services
4 including the archive service, the rules & advice service and the component part service.
>< UK 011510140000 o oo L e e B 2

i Questa linea & specifica per | clienti Italiani. Un operatore ltaliano & pronto a
Itallan ++44115 9168075 ricevere la tua telefonata. Se la linea & occupata la tua telefonata sara
trasferita dinuovo ad un operatore Inglese.

Deze telefi lijn is sp | opg voor onze Nederlandstalige klanten. Een
DutCh ++44115 9168255 Nederlandstalige telefoon operateur is ter beschikking voor al uw telefoontjes.

Indien de lijn bezet is wordt u doorverbonden met een Engelstalige operateur.

Diese leitung wurde speziell firr Deut K den eingerichtet. Anrufe
German ++44115 9168256 werden in Deutscher Sprache entgenommen. Sollte die Leitung zeitweise liberlastet

sein, wird der Anruf an einen Englischsprachigen Mitarbeiter weitergeleitet

Cette ligne tel est specif t pour les clients Francophones.
FrenCh ++44115 9188504 Un téléoperateur Francophone est dlspomhle pour tous vos appels. Si la ligne
est engagée votre appel sera passé a un operateur Anglais.
- Esta linea telefénica esta disponible para los clientes Espanoles. Habra un
spal'IISh ++44115 9188505 cperador de habla espafola dispuesto a tomar tus pedidos. Si esta
icando tu I da sera p da a un operador Inglés.
Denne linie er specielt lavet til de danske kunder. En Dansktalende trold

-
Dan|Sh ++44115 9188506 sidder klar og venter: pa dll opkald. Hvis linien er optaget vil du blive sendt

videre til en Engelsk perator.

H Denna linje ir speciellt for svenska kunder. En svensk talande operatér vintar
E swedISh ++44115 9188507 pa ditt samtal. Om det &r upptaget koplas samtalet till en engelskoperator.

FAX: 0115 916 8002 or e-mail us at motroll @ games-workshop.co.uk

WHAT MAIL ORDER HOW TO USE MAIL ORDER

CAN DO FOR YOU Ordering by Mail Order is easy. If you have a credit card or debit card you can order over the phone:

iR . ‘ * GIVE US A CALL ON - 0115 91 40000
T PART SERVICE ~ Mail Order « TELL THE TROLLS WHAT YOU WANT — I you are not sure, just ask the Phone Trolls. They will be
has an extensive range of current and back happy to help you out.

gl g de. hiNiatres. « SIT BACK & RELAX — After you have placed your order, just sit back, relax and wait for your parcel to

+ DELIVERED TO YOUR DOOR - Set postage arrive on your doorstep.

rates no mattar how much you order! If you wish to pay by cheque (please include your cheque guarantee card number) or postal order, it is

* RULES SERVICE & ADVICE - If you have a just as easy, all you need to do is:

gaming or hobby question give us & call. * FILL OUT THE ORDER FORM — with what you would like. Codes are only necessary if you are
) ) ordering component parts.

* ADVANCE ORDER - Why wait? If you like a * COMPLETE PERSONAL DETAILS - Fill out your name and address in the space provided at the

product, place an order. Special postage rates bottom of the form.

and delivery on the day of release! « PLACE YOUR ORDER IN THE POST - Send your order to:

* OPEN7 DAYS AWEEK - 8am to 10pm. Games Workshop Mail Order, Willow Road, Lenton, Nottingham, NG7 2WS

Hours may vary on Bank Holidays! ...AND THAT’S IT!

phodlobidlt iy bl el MAIL ORDER (UK) POSTAGE RATES

£3 for 2nd Class - 7 - 10 day delivery to any part of the country.
£4 for 1st Class — 3 - 4 days delivery to any part of the country.

il £7 for Special Delivery - Next day delivery (Mon-Thurs) to any part of
y the country if your order is placed before 1 pm.
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INQUISITOR
RULEBOOK
£20

Everything you have been told is |

a lie! The core of the Inquisition
is riven with strife. Inquisitor
fights against Inquisitor.
Renegades and mutants run

ild. Rogue Traders clash
against the dark technomagics
of the Adeptus Mechanicus.

This 192 page book contains all |

the rules required to fight
detailed narrative wargames,
recreating the deadly inner
tumoil of the Inquisition.

Due to the compiexity of this game it is

for experienced modeliers

and gamers only.

Models shown at 50% actual size

Starter Set Three b For mare information visit the Inquisitor

inquisitor Tyrus & SSE Wi
wmnm.-qﬂmay

wehsite at www.exterminatus.com

Preacher Josef

1. Josef Frame

139900410 £2
2. Josef Hammer Handle

139900408 £2
3. Josef Keys

139900409 £1
4. Josef Hammer Head

139900407 £1
5. Josef Head

139900401 £1
6. Josef Torso

139900403 £3
7. Josef Left Arm

139900404 £1
8. Josef Right Arm

139900402 £1
9. Josef Right

139900405g ka9 £1.50

10. Josef Left Leg
139900406 £1.50

Components shown at 80% of actual size

Preacher JosetZe |

= e —— i

SHOP ON-LINE: www.games-workshop.com
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Damien 1427

1. Damien Right Whip

139900502 £2.50
2. Damien Left Whip

139900504 £2.50
3. Damien Torso

139900503 £3

4. Damien Head

139900501 £1

5. Damien Legs

139900505 £3

6. Damien Syringe Frame
139900507 £1

7. Damien Skull Ba
139900506 goo

1. Artemis Bac! .3
9947139900214 £2
2. Artemis Frame 1
9947139900211 £1 L
3. Artemis Head
I 9947139900201 £1
4. Artemis Grenade Beit 1
9947139900207 £1
5. Artemis Grenade Belt 2
; 9947139800210 £1
A 6. Artemis Sword h
l 9947139900212 £1
7. Artemis Torso Back
9947139900203 £2
8. Artemis Boltgun
994713990021. £1
9. Artemis Torso Front
I 9947139800204 £2
10. Artemis Left Arm
9947139900205 £2
11. Artemis Right Arm
9947139900202 £2
12. Artemis Left Leg
I 9947139900209 £2
13. Artemis Right Leg
9947139900208 £2
; 14. Artemis Knife
Components shown at 60% of actual size 9947139900206 £1

GIVE US A CALL ON: T 0115 91 40000
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VAMPIRE COUNTS ARMIES BOOK £10

The dead walk again under the evil gaze of the undying Vampire Counts. Evil magic radiates out, awakening corpses and binding ethereal
creatures 1o fight once more. The mournful howfing of Dire Woives echoes through the night as clouds of bats block the light of the moon.
This 80 page Armies book contains all the information that you need 1o raise a legion of Undead warriors and details the dark unlife and
despicable traits of the Vampire Counts, their history and their unending thirst for the blood of the living.

VAMP
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Lahmian A

Lahmian B

Mounted and foot Lahmian Vampires £g 4 Mounted Vampire £6
Designed by Juan Dinz a pair Vampire on foot £4
Blood Dragon A :I-—' 7 Blood Dragon B 5 ;;J;;I;gg;n_n l: ) \

Mounted and foot Blood Dragen Vampires Mounted Vampire £6
Designed by Alex Hedstrbm & Aly Morrison Vampire on foot £4

Strigoi Vampires

Designed by Mark Harrlsen

nc-r;:a?y"c:u':m. £3 each or 2 for £5

£4 each

Models shown at 60% actual size

SHOP ON-LINE: www.games-workshop.com



SHOP ON-LINE: www.games-workshop.com

S —

£15 bnxed set F

£2 50 each or 2 fnr £4

£2 each or 3 fnf £5

rmoured Skeletons £2 each or 3 for £5 |

Black Knights £4 each | ‘
Armnured Skeleton t:nmmand 3 for EG |

~ Black l(mghts command £4 each

SE—— s i ] TP PP Lo it A i -

FVAMPIBE COUNTS ARMY DEALS | £100 Army ||
Chéck out these themed Vamplre Counts army’ deals, available for just D I
£400 each. ONLY from Mail Order, while stocks last! eals
I 5mop DRASEQHWJRES ¢ LAHMIAN VAMPIRES . STRIGO! VA”MPIRE& ;
VMoumeclBIonH Dragon Vampire & N < i o Mounted Lahp'ﬂanvamwre& o %7 . 2Strigot Vampires & o) ‘,,_ .. £ W
'_»Blpod%)rag,on VamPJreanfom (2. A58 "tahmlan Vampite“on foot~ s W 471 O T QhouTs(Charnequard) e 2D
. Mounted Wight Lord -, ",',_'. 2. 58 £ Bretonnlaﬁxngghtiy nga{Swain} \ Tk ¥ 15Ghouls ¢ 4 9, o £25
.6 Black Knights ) 3 i1 _~skeleton Reglment <~ o ,-:.215 . fel A5 Ghouls, T, : ,.,_225"
I  {irtc. Standard, Musician(and. Champjon] ,:324 i Skeletorl Regiment™. .0 - £15 0y Empire Militia Regfmsnt(Sir;gany} L es
6 Black Kﬁfghls S/ 5o, 3BatSwarmsy o ! ’ £12.. i Skeleton Regiment : . _ﬂ.-,‘ I
(i Standard, Musicfar @"dei‘amp“’“’ g “ 15 Dire'Wolves (inc aoomwmf} o838 . 1 SkeletonRegiment. /. g5
‘6 Black Knights ¢, (6 Biack Knights ¢ & 2Bansheess L. 4 T £8
[, (i, Staridard, Mdsician and ChampBily, 117 (inc. Standard, Musician and Bhamplon) £24 H A RSy F136
i, “Skeleton Regiment . @ 7 g15 Y/ et sl |
‘ Skeletun»ﬁe‘glmem P AP Pt T ) B]ackcoach v ‘ YA TP i
SlacT«Coach B N /WO T WrSGa O Sm €
£131 A~ I * D

Models shown at 60% actual size
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CODEX
ADARE M ARIMES

wmtEsGAns ARMY-DEAL -
;;‘?f dj‘::;ﬁs“; %‘%m ef;\@”;?éa
ergpnly whqe s‘t,)g z:f £,

t
T"P

,(j\ 4 “”E'fU

Rhlna

a‘l&i on Bike /.~ :
%h acg,uaﬂ%é.si es 7 *f?d {; ‘ff: NG
#n‘b §eIr9gantd plasa gt -&*Jgelf?%un)“, (.;“.z",.‘f ﬁsz% X
i (;cggrg?%?\? ;hlssﬁelguncher&flamei) \ % /
"3 Space Mari eS*cuutB" : \
Sﬁiyag%blkég} “

CODEX SPACE
MARINES

Space Marines are Humanity's
finest warriors, the last line of
defense, bred for war in a
universe where Mankind stands
constantly upon the brink of
destruction.

Space Marine armies are
disciplined and tough, easily
able to combat the best that any
other race can offer.

This 48 page Codex contains all

the information that you need to
field a Space Marine army.

All of the models
on these two
pages are
suitable for
building a White

Scars force. SpacoMarineTacticalSquad NPTV

Designed by Jos Goodwin

£18
hoxed set

£15
hoxed set

Space Marine £18
Lo hoxed set

Designed by Jes Goodwin and Mike McVey

Models shown at 60% actual size

SHOP ON-LINE: www.qames-workshop.com
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* This shnujgler pad is .
the perfect way to make your
White Scars look unique!

_— Ring Mail Qrdgr now'on
; 0115 140000 /
__for details on-the full range of..
“Space Marine shoulder pads that are
avaﬂable to c‘hdnse from. <

——

&

Whj('e;ﬁ;:ars >
_sshoulder pad

£0.50
each

%

Models shown at 60% actual size

Space Marine Land Raider Crusader Space Marine Razorback

SHOP ON-LINE: www.games-worksho p.com

T "WHITE SCARS
/SHOULDER PAD:

1
i

£18 hoxed set !

£18 boxed set

GIVE US A CALL ON: @ 0115 91 40000
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CITADEL COLOUR PAINTS £1.50 EACH

Skull White
Chaos Black
Scab Red

Red Gore

Blood Red
Blazing Orange
Fiery Orange
Golden Yellow
Sunburst Yellow
Bad Moon Yellow
Scorched Brown
Bestial Brown
CELGCHICE G
Bubonic Brown
Vomit Brown
Bleached Bone
Dark Flesh
Vermin Brown
Leprous Brown
Dwarf Flesh
Bronzed Flesh
Elf Flesh

Pallid Flesh
Nauseating Blue
Imperial Purple
Liche Purple
Warlock Purple
Tentacle Pink
Midnight Blue
Storm Blue
Regal Biue
Ultramarines Blue
Enchanted Blue
Lightning Blue
Ice Blue

Hawk Turquoise
Dark Angels Green
Snot Green
Scorpion Green
Bilious Green
Scaly Green
Jade Green

Vile Green
Camo Green

Rotting Flesh
Codex Grey
Fortress Grey
Shadow Grey
Space Wolf Grey
Ghostly Grey
Metallics

Boltgun Metal
Chainmail
Mithril Silver
Tin Bitz
Shining Gold
Burnished Gold
Beaten Copper
Brazen Brass
Dwarf Bronze

Inks

CITADEL COLOUR
SPRAY CANS

400ml Skull White ..... £5

400ml Chaos Black. . ... £5

400ml Matt Varnish..... £5

250ml| Goblin Green ....£4
250ml Boltgun Metal ...£4
250ml Bubonic Brown. . . £4
250m| Dark Angels Green. £4
250ml Blood Angel Red . £4
250ml Space Wolf Grey. . £4
250ml| Ultramarines Blue. £4
250m| Bestial Brown. ... £4

Black
Yellow
Flesh Wash
Red

Purple

Sky Blue
Green
Orange
Chestnut
Magenta
Blue

Dark Green
Brown

£12 hoxed set

VISITWR weoSITE: www.games-workshop.com
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CITADEL CITADEL CITADEI CITADEL
ING i ne T,

MODELLING MODELLING AODELLIN( MODELLING

CITADEL
SUPER GLUE
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Paint Brush Set
Fine Detail Brush, Standard Brush, Small Drybrush

Wm PrA-Gue Y
GIVE US A CALL ON: T 0115 91 40000
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CODEX
TYRANIDS £8

The Tyranids are a race of
hideous alien
bio-engineered
monstrosities from another
galaxy, intent on devouring
every living thing in their

path.

This 48 page Codex
contains all the information
you need to terrorise the
galaxy with an all
consuming horde of aliens.
Unleash the hive mind, and
overrun the Imperium!
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| DON’T FORGET...

ii Mail Order can supply any plastic frames from any of our kits individually, so
_j? you can build up your broods of Tyranid Warriors and Gaunts as you see fit.
-

—v
aad

As well as this you can get hold of biomorph frames and monstrous arms
frames to equip and convert your Tyranids as much as you want!

K Call Mail Order on 0115 91 40000 to take advantage of this great service. /s
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HOP ON-LINE: www.aames-workshop.com



SHOP ON-LINE: www.games-workshop.com

SUBSCRIPTIONS

doles of Fantasy b Adver

All of these awesome Black Library and
Fanatic publications are great purchases
for any Games Workshop enthusiast.
Whether you prefer the all-action fiction of
Inferno or Warhammer Monthly, or you
want to keep up with all the latest official
rules, new scenarios and new releases for
your favourite games in the pages of
Fanatic’s magazines, these are
- indispensable to any hobbyist!

Subscribe to any of these publications and
get 6 issues for just £20 and we’ll give you
a FREE £5 Gift Voucher as well as 6 FREE
back issues of Inferno, Warhammer
Monthly, the Citadel Journal or any Fanatic
publication (while stocks last)!

Q m How can you get your hands on
m the newest Games Workshop
games, models and books as soon as
they come out? A
A m By taking advantage of Mail WA ?'

m Order’'s monthly advance order Y
deals! )
Every month Mail Order offers advance order deals
on new games, models and books. As well as paying just £2 for flrst class
postage, all advance orders are delivered to your door on the day of release,
so you need not worry about your local shop running out before you get
there!
For further details about our advance order service, and to find out what great
advance order deals are available, call the Mail Order Hotline today and talk to
our friendly staff!

GIVE US A CALL ON: T 0115 91 40000



SHOP ON-LINE: www.games-workshop.com

USING MAIL ORDER DESCRIPTION/CODE PUBLICATION/PAGE

Using Mail Order couldn't be easier.
You're just four steps away from the
miniatures or army that you've
always wanted:

OBhooss your purchases.
Choose the miniatures and products
that you would like to order from
these White Dwari pages, the Citadel
Annual or some of the many
maiishots that we send to reqular
Mail Order customers.

@ Place your order.
There are many ways you can do
this: '
*You can call one of our friendly Phone
Trolls, ;<
» You can FAX us on 0115 916 8002,

SUBTOTAL:
POSTAGE & PACKAGING:
GRAND TOTAL:

( N
NAME v s st DA BT BIA o cnm s

ROUFESS v s T o A T SR T T ST D

Method of Payment: Postal Order(UK only) L] Cheque (] Mastercard ] Visa _] Switch/Delta [
card No: (I CICICI0] CICICIC] CICICIET I Expiry. Date oo

Switch/Delta Valid from:............ccccoooeevveerecceenen SWitch/Delta issue NOD e
Cardholder name: .......

\Cardhulder Signature: ...

GIVE US A CALL ON: @ 0115 91 40000




As an essential purchase for anyone interested in Games Workshop,
each issue of White Dwarf is packed with new rules, scenarios, painting

and modelling advice, etc. Add the latest Citadel miniatures hot from the 34 - | &
foundry plus exciting free gifts and you’ve got the ultimate gaming aid! ’\ = ;/ o
Take out a one year subscription for £40 and you get: A" -\
A FREE £10 Gift Voucher! SR B €
- Monthly Mail Order subscriber-only special offers! 0 5 "-, : i
» Savings on the cover price! g heisd
g P Q)ampare Q‘,’ ounts

—5 For details call now on ' =
WHITE 11591 40000 045,

www.games-workshop.com
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4; ¢ malevolent
)Naggaroth, *
§ armies forth to
e weak human
of the Old World.
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