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hapter Approved is a compilation of
the best of White Dwart’s Chapter
Approved column, plus a number of WARHAMMER
new articles, all adding to the a
Warhammer 40,000 game system. !i 7” 1 : -LT D Z\')'j m'\ =
It contains new army lists, updates, o L) [ I\ } :D
clarifications, additional wargear and
special characters, vehicle design
rules, questions and answers on all
of the currently published Codexes
plus a host of other bits contributed
by players.

ARMY LISTS

» Sisters of Battle

* Necrons

* Blood Angels Death Company

= Imperial Guard Armoured Company

SCENARIOS

* Advanced Mission Selection
* Army of Death

* Assassins

= Battle at the Camp

» Capture the Hutk

* Carnage

» Dawn Assault

ADDITIONAL RULES

» Dark Lords of Chaos

* Grey Knights

* Cult Terminators

* Night Fighting Expanded Rules
* Ultramarines Special Characters

VEHICLE RULES

= Transport Vehicles

* Vehicle Design Rules
* Tyranid Monstrosities

PLUS questions & answers,
letters, battle statistics and much more!

AVAILABLE NOW FROM GAMES WORKSHOP STORES, MAIL ORDER AND INDEPENDENT STOCKISTS
OR VISIT OUR ON-LINE STORE AT WWW.GAMES-WORKSHORCOM
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Brace
yourselves
for the ride
of your
lives...

Paul Sawyer

2001 has been a fine year for Games
Workshop fans. So far we've seen the
new incarnation of Warhammer
bolstered by the Vampire Counts,
Dark Elves and Dwarfs Armies books
along with their accompanying ranges
of superb models. Warhammer 40,000
players have been terrified by the
release of Codex Tyranids, replete
with brand new chittering hordes of
miniatures. And, to top that all off,
we've brought you our new game
Inquisitor and its stunning 54mm
miniatures range, which have been
released to much acclaim.

Phew! A lot of stuff and it's only the
halfway mark in the year. If you think
that's good, you'll be in rapture over
the coming months as the latter half of
the year will be even better...

Next issue sees the start of our
worldwide summer campaign, Dark
Shadows. Set in the fog-enshrouded
isle of Albion, the scene is set for all
the races of the Warhammer world to
vie for power, wealth and the honour
of their race, not to mention the fate of
the Warhammer world!

We'll be giving away a free Dark
Shadows campaign booklet next
issue. This 24 page booklet chronicles
the background to the campaign as
well as several new scenarios, so
make sure you get your copy of White
Dwarf 260 before it sells out!

Over the coming few issues we'll be
bringing you updates on the campaign
as well as more background on the
event and the mythical island itself as
it is uncovered by daring generals.
Our Dark Shadows website also has
lots of material for the campaign, so
check it out at www.games-
workshop.com/albion. In the
meantime, it's time to add that liftle
something to your army and get
painting in readiness for battle!

Fans of Warhammer 40,000 are going
to see an entirely new army appear on
the horizon. The Tau are a vibrant
young empire with a high level of
technology and are bolstered by the
savage Kroot.

Over the next couple of issues we'll
be bringing you sneak peeks at the
stuff going on with the Tau project. If
you're already infrigued, check out
www.games-workshop.com/tau.

Above: A Tau Pathfinder

Work continues apace on the

Right:
Lord of the Rings project
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Suffice it to say that this is a massive
event in the world of Warhammer
40,000 and that the Tau and Kroot are
very different from anything you've
seen so fart

Towards the back end of the year
we’re absolutely delighted to be
bringing you ‘The Fellowship of the
Ring’, the game based on the first film
in the Lord of the Rings trilogy from
New Line Cinema.

This is a massive venture and has
been an incredibly exciting project to
be part of. Trust me when | say that
the images of footage we've seen of
the film so far are mind-blowing and
we think we've managed to capture
the soul of the movie in the miniatures
we've sculpted. As | type this, Brian
Nelson is torturing himself over the
sculpting of the Fellowship. This is
going to be huge, you mark my words!

So, as you c¢an see there’s a golden
peried ahead of us and that's without
even mentioning, er,

the things | can’t

mention yet...

See you again
next month,

WANTED: TRAINEE MINIATURES DESIGNER

Games Workshop now has a vacancy
for a Trainee Miniatures Designer at its
Nottingham Design Studio. This is an
exciting new role and an excellent
opportunity for someone looking to start
a career in design. Not only do you get
the chance to work on the cutting edge
of the hobby, you get to shape it as
welll

The duties expected are as follows:
* Sculpting and straight line designing.

* Sculpting models for plastic
production.

Don't worry if your models aren’t up to
the same meticulous standard as our
design team here in the Studio; the

successful applicant will be mentored
through a training programme — we're
mostly interested in your natural talent.
If successful you'll have the opportunity
to work on new and exciting Games
Workshop product ranges.

The ideal candidate for this job:

¢ Will either be an enthusiastic hobbyist
or have knowledge of Games
Workshop products.

* Will be able to demonstrate their
talent in a design oriented capacity —
talent is more important than
experience.

If you think you fit the bill and are
interested in filling this vacancy, then

please send your CV plus three
samples of your work (either miniatures
or photographs) plus a self-addressed
envelope to:

Manufacturing Human Resources,
Games Workshop HQ,

Willow Road,

Lenton Lane,

Nottingham,

NG7 2WS

Tel: 0115 9168341

So, if you know your green stuff and
have always wanted to work at the
forefront of the Games Workshop
hobby and the pinnacle of miniatures
design, send us an application!
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Later this summer, Malus Darkblade
prepares to invade a store near you!
Storm clouds are on the horizon and
the Dark Elf exile is preparing an army
to pillage and plunder pretty much
anything he comes across on the isle
of Albion.

For the whole of August, ‘Commissar’
Chris Bone will be travelling the length
and breadth of Britain with a
marauding Dark EIf force led by Malus
himself, thirsty for blood and hunting
for slaves. Specifically created for the
roadshow, there will be a special
edition full colour poster, a Dark EIf
Bulldog Buckle megabadge, and a
special edition mystery Dark EIf figure
designed by Chris FitzPatrick. All of
these will be exclusively available for
the roadshow. Accompanying

ROADSHOW FROM NAGGAROTH

~

Commissar Bone on selected
dates of his odyssey will be
celebrity guests from the
Design Studio. Each day
promises to be frantic and
bloody as the host venues
must defend themselves.

Also, watch out for ‘Doc
Bone’s conversion clinic’,
where he will be
demonstrating how to make
dastardly new weapons and
characters for the Dark Elves.

More will be revealed in next
month's White Dwarf.

So, if you think you have the
mettle to stop Malus in his
tracks as he carves a bloody
path across Albion, check out
the dates on the right and get
down to your local store!

@M E
THE DARK ELF ROADSHOW DATES ARE:

30 July Marquee Models, Hertford

31 July GW Oxford

1 August Dreams Unlimited,
Redditch

2 August GW Merry Hill Centre

3 August GW Leicester

4 August GW Nottingham

5 August GW Peterborough

7 August Empire, Kings Lynn

8 August GW Norwich

9 August GW Leeds

10 August GW York

11 August GW Metro Centre,
Newcastle

12 August GW Edinburgh

14 August GW Chester

15 August GW Manchester

17 August GW Reading

18 August GW Tunbridge Wells

19 August GW Poole

20 August GW Plymouth

21 August Griffin Games,
Weston-Super-Mare

22 August  Cyberdyne, Trowbridge

23 August GW Cardiff

24 August GW Portsmouth

25 August Harrods, London

26 August GW Plaza, London

27 August GW Kingston

28 August Cyberdyne, Newbury

Extra dates and venues to be confirmed.

The White Dwarf Events Diary is a
forum whereby we advertise upcoming
events and tournaments. If you are
organising an event, feel free to let us
know by e-mailing us at:

eventsdiary @games-workshop.co.uk
Details need to be submitted by:

27 June for WD 261
(September 2001 issue)

2 August for WD 262
(October 2001 issue)

1 September for WD 263
(November 2001 issue)

28 September for WD 264
(December 2001 issue)

30 October for WD 265
(January 2002 issue)

EVENTS DIARY

GAMES DAY &

GOLDEN DEMON 2001
30th September 2001

Yes, it's time to get out the diary and note
down the most prestigious Games
Workshop event of the year: Games Day
2001! Not only will we have all the usual
attractions, such as massive participation
gaming tables, new releases, eye-popping
displays and the Golden Demon
competition, but we will also be unveiling a
new race of aliens for the Warhammer
40,000 universe! Details of how to get to
this mammoth event will be published
nearer the time.

For more information, phone Mail Crder on

0115 91 40000

HAARLEM GRAND

OPENING
20th & 21st July 2001

Well, it's good news for all of our Dutch
customers once again as this July sees
the grand opening of the Games
Workshop Haarlem store.The special
offers are as follows:

= Buy 3 boxed sets, get the cheapest free.

= Buy 3 blister packs, get the cheapest
free.

* Buy a 1 year subscription to White Dwarf
and receive 60 Guilders of free products.

» Buy a 2 year subscription to White Dwarf
and receive 125 Guilders of free products.
To avoid disappointment, please ring
ahead and make your reservation before
July 18th. Give GW Haarlem a call on

0031 235517677

Tom
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NEW RELEASES THIS ISSUE

MALUS DARKBLADE £8.00 v
Sculpted by Chris FitzPatrick.

This blister pack contains one

Malus Darkblade, complete with

Cold One mount.

THIS MONTH’S RELEASES FOR WARHAMMER: This et tegulina sssambl.

<4 DARK ELF BEASTMASTER

ON MANTICORE £18.00

Scuipted by Juan Diaz
and Trish Morrisan.

This boxed set contains one
complete Dark Elf Beastmaster
on a Manticore.

These models require assembly.

DARK ELF CAULDRON OF BLOOD £18.00 p
Sculpted by Dave Andrews and Chris FitzPatrick.

This boxed set contains one Cauldron of Blood,
one Witch Elf Hag and two Witch Elves.

These models require assembly.

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




DARK ELF BLACK GUARD v

COMMAND £6.00
Scuilpted by Chris FitzPatrick.

This blister pack contains one Black

DARK ELF Guard Standard Bearer, one Musician
SORCERESS and one Champion.

£4.00 These maodels require assembly.

Sculpted by

Chris FitzPatrick.

This blister pack
contains one Dark EIf
Sorceress.

<4 DARK ELF BLACK GUARD £5.00
Sculpted by Chris FitzPatrick.

This blister pack contains three Dark EIf
Black Guard models.

These models require assembly.

<4 DARK ELF COLD ONE KNIGHTS BOXED SET
£18.00

Scuipted by Chris FitzPatrick

and Mark Bedford.

This boxed set contains four
Dark Elf Cold One Knight models.
These models require assembly:

< DARK ELF COLD ONE KNIGHT
£5.00

Sculpted by Chris FitzPatrick

and Mark Bedford.

This blister pack contains one

Dark EIf Cold One Knight model.

This modef requires assembly.

< DARK ELF COLD ONE KNIGHT

COMMAND £5.00
Sculpted by Chris FitzPatrick
and Mark Bedford.

This blister pack contains one Dark EIf
Cold One Knight Command model.

The above unit is comprised of twe Cold PR — il
One Knight figures and two Cold One Knight iR iRy
Command figures.

OR VISIT OUR ONLINE STORE AT WWW.GAMES-WORKSHORCOM

Prices correct at time of going to press



THIS MONTH'S RELEASES FOR WARHAMMER:

DARK ELF ASSASSINS £4.00 »
Sculpted by Chris FitzPatrick.

This blister pack containg
one Dark EIf Assassin.

These models require assembly.

WARHAMMER
MONTHLY ISSUE 44
£2.20

Comic published by the Black Library

Treachery! Felled by an ambush,
Interrogator Gravier wakes to
horror as Inquisitor Ascendant
continues. The trap is sprung in
Titan — Ground Zero, and Imperius
Dictatio is the catch! In Darkblade,
Malus, betrayed and left to his
doom, must protect the Dark Elves
he leads from the enemy and
himselfl And the City of the
Damned is on the hunt for new
prey, Ulli and Marquand! The
hounds are baying in Mordheim:
Crusade. All this plus features,
interviews, and more.

TEKANNIBAL
APOCALYPSE!

CHAPTER APPROVED
COMPILATION
£12.00

At last, a real bonanza for
avid Warhammer 40,000
players in the Chapter
Approved Compilation, an
indispensable tome of articles
collated from past issues of
White Dwarf. This baok not
only puts an end to those
rules disputes that involve
searching frantically through
back issues of White Dwarf,
but incorporates a great deal
of brand new material,
including a comprehensive
Sisters of Battle army list.

NEW RELEASES THIS ISSUE

DARK ELF HARPIES £5.00
Scuipted by Mark Harrison.

This blister pack contains two
Dark EIf Harpies.

These models require assembiy.

INFERNO! ISSUE 25
£5.00

Published by the Black Library

This issue of Inferno! is a
Warhammer special, with awesome
fiction charting the fantasy world. Gav
Thorpe explores the murky isle of
Albion, while Games Workshop writer
Graham McNeill takes us to the icy
land of Kislev where an imperial
envoy discovers that the frozen land
has an explosive underbelly.
Paranoia runs rampant beneath the
waves as a crew of Dwarves search
for a long-lost sunken temple; and
Ralph Horsley delivers the second
part of his carnage-crammed feature
on an epic war of Chaos.

kantasy b Adventure

1N THE GARIES DARKHESS OF THE FAR FUTURE THERE 1S GNLY WARY

EXECUTION HOUR
£5.99

by Gordon Rennie
A Warhammer 40,000 novel
published by the Black Library

A WARHANMMER 48,000 NOVEL BY GORDON RENNIE
1

Ace ‘Bloodquest’ writer Gordon
Rennie’s first novel is an epic clash
between the stars. The vile shadow
of Chaos falls across the Gothic
Sector at the onslaught of
Warmaster Abaddon's Black
Crusade. Fighting a desperate
rearguard action, the Imperial
Battlefleet has no cheice but to
sacrifice dozens of planets and
millions of lives to buy precious
time for their scattered fleets to
regroup. But what chance can they
have when Abaddon’s unholy
forces have the power not just to
kill men, but also worlds?

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




INQUISITOR COVENANT £15.00
Scuipted by Jes Goodwin.

This boxed set contains one
Inguisitor Covenant model.

This mode/ raquires assembly.

DUKE VON CASTELLAN

£12.00
Scuipted by Gary Morley.

This boxed set contains cne
Duke von Castellan model.

Thls modef requires assembly.

'SLICK" DEVLAN £12.00
Scuipted by Alan Perry.
This boxed set contains one Slick Devian model.

This mode! requires assembly.

=
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SIMEON 38X £12.00
Sculpted by Alan Perry.

This set contains one
Simeon 38X model.

This mode! requires assembly.

AVAILABLE FROM
MAIL ORDER ONLY

MUTANT EMISSARY FABIAN
£12.00

Sculpted by Michael Perry
This set contains one
Emissary Fabian model.
This model requires assembly.

AVAILABLE
FROM MAIL
ORDER ONLY

TS —
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The Imperial Fists are one of the most respected Chapters of the
Adeptus Astartes. Not only is their loyalty to the Emperor
acknowledged as absolute, but their standing with the institutions
of the Imperium is unparalleled. Their reputation with the enemies of
the Imperium is a greater source of satisfaction to them though.
They have gained battle honours against eight major alien races,
been instrumental in holding the Imperium together through the
darkest of times, and have the honour of being one of the Chapters
to have defended the Imperial Palace in the greatest battle of the

Horus Heresy.

Origins

The Great Crusade had reached the
Ice Hives of Inwit when Rogal Dorn
presented himself to the Emperor for
the first time. He arrived at the helm of
Phalanx, the great mobile station that
was to become the Imperial Fists’
fortress-monastery. The ship was his
gift to the Emperor and its like had not
been seen since the Dark Age of
Technology. The size of a small moon,
its foredeck could dock a dozen
cruisers and its superstructure was a
towering forest of spires interlaced
with flying buttresses. It shone like a
small star, a precious treasure and a
momentous portent in the days of
the Crusade. The Emperor duly
welcomed Dorn and appointed him to
the command of the 7th Space Marine
Legion — the Imperial Fists, returning
Phalanx to serve as their Fortress-
Monastery.

The 7th Legion had been formed on
Terra as evidenced by its earliest
battle honour ‘Roma’, now only
discernable on a ceramite icon too
precious even to be displayed in the
Inner Reclusium. The 7th Legion had
recruited heavily on Inwit and over
70% of its strength were aspirants.
The Imperial Fists were therefore a
rarity in that Battle Brothers and
Primarch were united very early in
their service to the Emperor and
quickly formed an unbreakable bond.
Born from the same gene-stock,
Primarch and Legion had the same
uncompromising self-discipline and
total commitment to order.

The handful of Terran Battle Brothers
brought a tradition of honour duels
that was readily embraced by the
Legion as a whole. Brothers still duel
with swords following the same
conventions. No man knows the true
age of this form of ritual combat but
it binds the brothers together,
giving and receiving honour and
remembering their Terran heritage
even if far from their home.

The Legion’s early actions were
extremely successful; while the Great
Crusade pushed forward, the imperial
Fists acted as the strategic reserve of
the Emperor’s forces. Able to deploy
quickly and reliably where and when
required, the Imperial Fists struck the
decisive blow in many battles. Their
detailed planning made them
especially efficient at sieges and their
resolute endurance made them
superb city fighters. They remained
the Emperor’s Praetorians throughout
the campaign and when he returned
to Terra to build a capital from which to
rule an Empire of a million worlds, the
Emperor took Rogal Dorn with him.
Dom was charged with the task of
fortifying the Imperial Palace, an
honour that did not go unnoticed by
the other Primarchs.

In all this time Rogal Dorn had sought
no favour and exemplified the
qualities of truth, courage and humility
more than any other Primarch.
Although some of the other Primarchs
resented his closeness to the
Emperor, most held him in high
esteem. On Macragge, home of the
Ultramarines, Dorn’s statue is one of
the four Primarchs that stand
alongside Guilliman’s in their Hall of
Heroes. Jaghatai Khan is shown
gifting Dorn with a dozen of his finest
stallions as a gesture of eternal
brotherhood shortly after the defeat of
Horus in the illuminated preface of the
Apocrypha of Skaros. Dorn's rivalry
with Perturabo, Primarch of the lron
Warriors, was the most marked
exception. One of Dorn’s qualities was
that he always, without fail, told the
truth. On Schravann, the Iron Warriors
won a great victory when they
stormed the final refuge of the
Badoon. They breached the defences
and held while the other Legions
carried the city beyond. During the
victory feast, Hotus proclaimed
Perturabo the greatest master of
siege warfare in the Crusade. Fulgrim,
Primarch of the Emperor’s Children
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then asked Dorn whether he thought
even the defences of the Imperial
Palace could resist the Iron Warriors.
Dorn considered carefully and then
said that he regarded the defences as
being proof against any assault if well-
manned. Perturabo flew into a rage
and unleashed a torrent of vitriol at
Dorn, accusations so unfounded that
the onlookers were dumbstruck. After
this the two rarely spoke, neither
Legion serving in the same campaign
again. The Imperial Fists were ever at
the Emperor’s side and the lron
Warriors were part of Horus’
vanguard.

After the Imperial Fists won a major
victory against the Orks on the ash
wastes of Necromunda, the Hive
Lords consented to recruits being
drawn from their population in
gratitude. A Fortress-Chapel was duly
consecrated but the Imperial Fists
were there as esteemed guests, not
masters. Rogal Dorn asked no special
rights on the worlds where the Fists
recruited. Some Primarchs, such as
the increasingly mercurial Perturabo,
took every opportunity to garrison a
world and claim its tithes. Dorn is
famously recorded as saying “l want
recruits not vassals,” and was always
satisfied to keep his Legion as a

military unit with none of the civil
responsibilities that came with having
a home world.

The Horus Heresy

When the drop site massacres on
Istvaan revealed the full extent of
Horus’' treachery, the Emperor,
accompanied by the faithful Rogal
Dorn, was on Terra, determined to
prevent Horus claiming the throne of
the Imperium without a challenge.
Along with the White Scars and the
Blood Angels, the Imperial Fists put
up a heroic defence of the Imperial
Palace that has since passed into
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CHAPTER MASTER VLADIMIR PUGH

Whilst not a particularly inspirational leader. Vladimir Pugh is as meticulous a planner
as any Chapter Master in the Imperial Fists' history. In addition he excels in knowing

who to promote and who to trust with critical missions ~ an appraising glance from
Master Pugh can be bettered only by extensive probing from a Librarian. As a result
when battle begins. Pugh can concentrate on commanding his Veteran reserve with
absolute faith that his subordinates will not fail the Chapter.

legend. Then, when all hope seemed
lost, they accompanied the Emperor
in his last battle aboard Horus’ battle
barge. it fell to Dorn to discover the
bodies of the Emperor, Horus and
Sanguinius after the final drama had
run its course. His grief was immense.
Until that point Do had been true,
noble and enduring, but now he
became an avenging son. While the
Ultramarines maintained order within
the Imperium, the Imperial Fists
hunted down the ftraitors, levelling
fortress after fortress. Dorn led them,
dressed in the black of mourning, his
customary mercy set aside until the
guilty were punished. While others
shaped the new Imperium, Dorn
immersed himself in implacable
justice. It was rumoured that he saw
the Emperor's death as his personal
failure and his crusade as penance,
After all, were the Traitors not his
brothers? Whatever the cause, Rogal
Dorn was absent from the highest
councils until he was summoned back
to Terra when Roboute Guilliman,
Primarch of the Ultramarines
presented his Codex Astartes as the
future of the Space Marines.

Dorn was shaken, his quest for
redemption had blinded him to
changing times. He could not see why
humanity would not trust the Imperial
Fists because of what the Traitor
Legions had done. Without the fire of
battle to engage them, Rogal Dorn and
the Imperial Fists hovered on the brink
— the Emperor was gone and now it
seemed that their very brotherhood
was to be sundered. At this time of
uncertainty, the lron Warriors issued a
clear challenge to the Imperial Fists by
building a formidable fortress and
daring them to attack.

The Iron Cage

Imperial Fist Chaplains teach that
Dorn found strength in meditation. For
seven days he resisted the pain glove
until at last he was gifted with a vision
of the Emperor. The iImperial Fists had

wavered in their faith, thinking the
Emperor gone, but they knew that he
was still watching them from the
Golden Throne. The Imperial Fists
could no longer serve the Emperor
that had been but they knew they
must still be true to the Emperor that
was. Rogal Dorn decreed that the
imperial Fists would symbolically
enter the pain glove as a Legion and
emerge redeemed as a Chapter. Dorn
knew that many of his Battle Brothers
did not wish to found new Chapters as
the Ultramarines were eager to do.
There would be far toco many left for
one of the new thousand strong
Chapters. Leaving Phalanx, he led
these die-hards against the Iron
Warriors in their lair.

His doubts gone, Dorn focused on the
enemy ahead. Perturabo was a
master of fortification whose writings
had been retained by Guilliman in his
Codex. Do had always been his
match though and, what was more,
his honest warrior's soul was
indignant. The Iron Warriors had
rebelled and lost. Their master was
dead and the Emperor still ruled. Yet
still they dared raise their heretical
banners over another Imperial world
as if they had some right to be there.
Do would not tolerate this. Without
his customary caution and planning,
Dorn led his men into the heart of the
fron Warrior defences. The battle
should have favoured the treacherous
trench-fighters, but the Imperial Fists
endured. They countered every
ambush and fought their way out of
every trap. Rogal Dorn was a
colossus who personally turned back
attack after attack. Ammunition

expended, Brothers fought in half-
flooded trenches with combat knives,
giving and expecting no quarter.
Eventually it became apparent that
the lron Warriors could not finish
them. For all their skill and ferocity, the
Iron Warriors lacked the faith to make
the ultimate sacrifice that victory
demanded. While they paused, the
Ultramarines intervened:; Guilliman
had decided that Perturabo's
destruction was not worth the loss of
Rogal Dorn and had brought his
Chapter to drive off the Iron Warriors.

Cleansed by their sacrifice, the
Imperial Fists immediately began their
reorganisation. For the next two
decades they went into retreat, their
successor Chapters taking to the field
in their stead. Dom used this time to
refrain the Chapter to embrace all
aspects of the Codex Astartes. When
they later emerged, their adherence to
the Codex was matched only by the
Ultramarines.

The New Imperium

Early in their reorganisation, Space
Marines from the I[mperial Fists
departed to found the Black Templars
and the Crimson Fists. The
willingness of Dorn to put his initial
misgivings aside and embrace the
Codex Astartes reassured the High
Lords of Terra. Because they were not
tied to a home world and had a mobile
Chapter Fortress, the Imperial Fists
could be more responsive to calls for
help. In particular, Rogal Dorn was
more amenable to requests from
other institutions for assistance than
other Primarchs, and this built a
valuable store of goodwill. When the
Age of Apostasy engulfed the
Imperium none of the protagonists
were willing fo risk their good relations
with the Chapter, which continued to
conduct a campaign against the Ebon
League unaffected. Often the Imperial
Fists were able to unify the rival
factions to face a local threat which
would have otherwise found them
divided and vulnerable.

CHAPLAIN LO CHANG

The moon-faced Chaplain is marked by crater-like wounds incurred whep his helmet

failed him. The craters feature the duelling scars common to the Imperial Fists. When
Lo Chang preaches, he is swept up in devout ecstasy wherein his passion can inspire
any Imperial Fists Space Marine to strive to be a true child of Dorn.

g
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Rogal Dorn outlived many of his
brother Primarchs and each loss
saddened him greatly. Also, as fewer
Primarchs remained, each began to
attract unhealthy respect. With the
Emperor on Terra, some distant
systems began to deify the Primarchs
they encountered. To Dorn, only the
Emperor was worthy of this attention
and he feared the consequences.
However, sacrifice came easily fo
Dorn...

Soon after the disappearance of
Corax, Primarch of the Raven Guard,
the Imperial Fists were asked to help
against a Black Crusade bludgeoning
its way through the Cadian Gate.
Phalanx and the majority of the
Chapter were committed to
shadowing the movements of Uithwe,
the Eldar craftworld, and coutd not

be spared. Rogal Dorn managed

to piece together three i
Companies to join the Cadi?hl%
campaign, which he led =
himself. The Black o
Crusade threatened to
envelop Cadia, and

the Imperial Navy

had failed to see

the threat until it

was too late.

infallible sense of timing, Roga
Dorn, with three Strike Cruaser
surprised the heretic anchor&
the Pelenos Belt before they.
could strike. The imperial Fists |
force struck at the centre of |1}
the Black Crusade, their
Thunderhawks wreakih;g
tremendous dama

on the unprotected

troop ships while

imperial Fists
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Space Marines teleported aboard the
largest warships before they could
raise their shields. Although the
powerfut Chaos armada was able to
overwhelm the Strike Cruisers one by
one, they were unable to deal with
the Imperial Fists assault teams.
Rampaging through the enemy
vessels, the boarding parties sought
out the engine rooms and succeeded
in disabling many warp drives. Their
tasks accomplished, the boarders
would call in Thunderhawks and move
on to another vessel. Some managed
to use their victims’ own teleporters to
move on and a few even captured
batteries long enough to redirect their
fire against the other Chaos ships.
The uneven battle could end only one
way, but Rogal Dorn was determined
to inflict every last grain of damage,
whatever the cost. He made his final
stand aboard the crippled Sword

of Sacrilege, a Despoiler class
Battleship that had been rammed by
the last Imperial Fist Cruiser. The final
report by the serving Chief Librarian
commended their souls to the
Emperor before Dorn led a desperate
attack on the Sword's bridge.

There was no Chaos attack on Cadia.
The Imperial Navy arrived in force
while the Traitors were still licking their
wounds. Released by the sudden
disappearance of Ulthwé, Phalanx
and the Imperial Fists led the Imperial
countetr-strike. They caught the Chaos
fleet in the midst of repairs and routed
it decisively. Even without their
Primarch, the Imperial Fists were able
to get to the right place at the right
time. They boarded the Sword of
Sacrilege before it could flee and
recovered what remained of Rogal
Dorn. His engraved skeletal hand
continues to be maintained in stasis,
their holiest icon, and serves as a
constant reminder of the commitment
expected of a Space Marine.

Gene-seed.

The Imperial Fists gene-seed is very
stable and has never exhibited signs
of mutation. They have, however, lost
the use of some of the more minor
genetic enhancements of the Space
Marines. Specifically they no longer
possess the sus-an membrane that
allows the Space Marine to enter a
state of suspended animation. Neither
do they have a Betchers gland, which
allows a Space Marine to spit
corrosive poison at a foe.

“Do we bemoan such losses? No! We
| are the Fists! We do not nced to
hibernate or spit venom. We crush

our cnemies.”

Teachings of Rhetoricus

With the exception of a peculiar and
unexplained need to scrimshaw the
bones of past Battle Brothers when off
duty, they have exhibited no
weaknesses. One trait that has
attracted scrutiny is the practice of
using a device called the pain glove to
punish infractions. Named after a
more ancient device, the pain glove is
actually an all-encompassing tunic of
electrofibres suspended in a steel
gibbet. The errant Space Marine is
placed entirely within the device
and kept conscious while waves
of pain wash through him.
Through this ordeal, the
miscreant learns to
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focus past the pain and strengthen his
link with the Primarch. However, the
Chapter tends to use the sanction with
unusual frequency for a unit whose
discipline is legendary. Considering
the circumstances of Rogal Dorn's
eventual death, it is clear that the
Imperial Fists have a drive for self-
sactifice that they must continually
battle to overcome.

“Pain is the wine of communion

with heroes,”

Teachings of Rhetoricus

Combat Doctrine

Initially, the Imperial Fists were an
inflexible formation; each Company
had an identical organisation and
Company Commanders tended to be
unimaginative. QOverall planning was
excellent, however, and this, coupled
with the unshakeable determination of
the individual Fists, made them an
excellent assault formation against
static defences. Throughout the Great
Crusade, the Imperial Fists would be
held in reserve waiting while other
Legions pinned the enemy in position
and ideniified the keystone of their
defence. Inevitably, that position would
then be shattered by the Fists. They
were equally valuable when resolutely
blocking, and often totally defeated
enemy breakthroughs. The Legion had
a willingness to fight until they won
which few opponents could maich.
Rogal Dorn led from the front, a tireless

LIBRARIAN FRANZ GRENSTEIN

Dusky-skinned, Grenstein's cheeks are criss-crossed with duelling scars. He 1s intense
and preoccupied, taking his responsibilities to keep the Imperial Fists safe from

psychic or dacmonic enemies very seriously. On the rare occasions an Imperial Fists

Space Marine s in contact with enemies bearing the taint of Chaos, it is Grenstein
who will be assigned to help them regain their mental Slability and cnsure they have

not brought the taint with them.

wartior who, having set the strategy for
a battle, would unetrringly place himself
in the most critical engagements.

In the immediate aftermath of the
Heresy, the Imperial Fists became
noticeably fiercer in their approach —
attacking with virtually no
reconnaissance and fighting on when
a tactical withdrawal would have been
wiser. With their adoption of the Codex
Astartes, this tendency was less
evident, although their determination
was undiminished. Some of the more
fanatical Battle Brothers had departed
to become Black Templars - a
Chapter on permanent crusade. Many
of the more recent initiates, less
rooted in the traditions and philosophy
of the Fists, had departed to found the
Crimson  Fists. They  quickly
developed a reputation and a legacy
of their own which was also a source
of pride for the Imperial Fists. After the
carnage of the lron Cage, what
remained was a hardened, veteran
force fully able to embrace the
concepts of the Codex Astartes.

Alongside the Ultramarines, the
Imperial Fists have become the

The Imperial Fists are selected using
Codex Space Marines.

SPECIAL RULES
l Blind to the Risk: In a mission with a
variable game length, when the game
ends, the Imperial Fists’ opponent may
choose that a single extra turn of the

& has. several
me - scenario special

fifications: . Siege: Masters
#1, Armour Penetration

e T

I .
{ USING AN IMPERIAL FISTS ARMY IN WARHAMMER 40,000

against bunkers, and their own
bunkers have Armour Value 14.

Hidden Set-Up: When moving over
a minefield, Siege Masters only
trigger a mine on a 6+.

Obstacles: A Siege Master tank trap
has an Armour Value of 12.

Preliminary Bombardment: When
resolving preliminary bombardment,
Siege Masters are better able to
direct their supporting fire. They
receive one extra roll for every 500
points being used. This can result in
a single unit being hit several times.
The Siege Master cannot choose to
roll extra dice against a unit that has

epitome of Codex doctrine. All ranks
are able to make tactical decisions
and are encouraged fo act on
initiative. The Imperial Fists combine
all arms in flexible balanced battle
groups each of which can present an
opponent with a diversity of threais
then press their attack so swiftly that
the foe is overwhelmed before he can
react. They retain their traditional
skills in urban and siege warfare,
although they are quite willing to
engage and defeat the enemy in open
battte. They will use fortifications on
the defensive, but only after all more
aggressive options have been
exhausted. Their only weakness is
perhaps a reluctance to accept the
possibility of defeat that sometimes
blinds them to risk.

Battle-cry

First pronounced by the Chaplains
and then repeated by the Battle
Brothers before going into action:

“Primarch — Progenitor, to your glory
and the glory of Him on Earth”.

already been attacked; all the dice
attacking a particular unit must be
rolled together.

Stubborn Defence: When
occupying fortifications in missions
where they are the defenders, Siege
Masters are treated as being
stubborn. They will automatically

pass any Morale checks even in

situations where normally they would
automatically fail. They may never
use the Voluntary Fall Back optional
rule but test for pinning as normal.
Outside fortifications and in
fortifications butlt by the enemy (ie,
when attacking) they get no benefit.
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\i |[_. ittle is known of the origins of the

rebel leader Fabian. He first appeared
on the world of Siluria 1V, a planet
unremarkable in all respects save for a
slightly higher than average rate of
mutant births. It was with some surprise
that the censor-takers of Governor Rex
first reported dramatic drops in the
numbers of mutants being arrested by the
security forces. No one believed that there
had been a change in the birth rate, the
mutants had simply started disappearing.

It was then that rumours began to
spread of a mutant leader in the
wastelands, who called himself Fabian,
Emmissary of the True Emperor. Mutants
from across Siluria were secretly
gathering, forming an organisation that
came to be known as the Church of the
Abhorred. This was obviously worrying
to Governor Rex, who commanded his
astropaths to send out a general request
for Inquisitorial aid. Witch Hunter Tyrus
was amongst those who responded to
the plea, bringing his own bloody version
of justice to Siluria.

Tyrus' interrogations lasted for several
weeks as he attempted to build up a

@%e of recent events. During this
ey i b

- Blast

*

time, the Church of the Abhorred struck
for the first tindeg
convoy between the €l
Protia. The guard&@l
cross-desert haulers"We
their bodies strung up a
to others who would attefg
the wastelands.

It was at this point that Tyrus devised a
trap intended to capture or slay Fabian.
Gathering the most hardened security
agents and mercenaries Siluria had to
offer, he took command of the next road
train due to leave Salvis. As he had
anticipated, the mutant army attacked
again, only this time he was ready.
Although outnumbered and unable to
match the savagery of the mutants, Tyrus
and his followers were well armed and
prepared, and the ambush quickly turned
into a rout for the Church of the
Abhorred. Tyrus himself slew a dozen
mutants, although later inspection
proved that none of the bodies
recovered matched the sketchy
descriptions of Fabian himself.

For several more months Tyrus and
Fabian's forces clashed in the harsh
deserts of Siluria, but the two never met

miissary Fabian
nds; firebomb (see below); knife.
(z%t leg (see Exterminatus elsewhere in this issue);

mbolden, Demoralise.

mb, which is a potentially devastating if

ac ﬁ of sabotage and terrorism.
with the profile below:
Dam Shots

Reload Weight

D10 X X 15

otfia ;?ace port. They

hijack a ship, overpowering
port secunty and blasted off
itter trained forces could be
thwart them. Tyrus himself 9
ered a vessel and set off in ‘
was unable to bring the rebel”

system and became lost in war;& }

For the last decade there have } [
scattered reports of Emmlssary‘ -2 ;f%
who has resorted to piracy and .

By
brigandage, waylaying Imperial slgrppmg Lo
or raiding isolated settlements for: g
supplies. On two more occasions ?yrus A
has tried to trap Fabian, but bot
the mutant leader himsel
only to reappear year&:da
gathered a new band-of cis
renegades about himself.
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The Dark Elves are an evil race
with malice filled hearts. This
month, Space McQuirk takes a look
into the background of these cruel
killers and explores their
devotional worship of the dark god
Khaine, Lord of Murder.

he mere mention of Dark Elves is

enough to spread a cold shiver of
fear down the spine of all inhabitants
of the Warhammer world. There are no
realms where they cannot strike and
no race safe from their malicious raids.
But amongst the Dark Elves, or Druchii
as they are known in their own tongue,
there exists a cult that spreads fear
even amongst its own people. They are
the worshippers of Khaela Mensha
Khaine, the god of hatred, the god of
murder, the dark god of war.

Khaine, as this evil being is more
commonly known, is one of the Elven
pantheon of gods. Whilst all Elves
know of this dark deity and respect
him as a necessary evil, only the Dark
Elves have formed a society that openly
accepts and encourages the worship of
this evil master. Khaine is the immortal
brother of Morr, the God of Death.
Jealous of his brother’s vast
underworld kingdom of the dead, he
steals away all souls that have been
murdered or slain in war, building his
own dark realm of death.

e rrant

THE DARK COVEN

The Dark EIf Cult of Slaughter

The worship of Khaine, which is now
banished from Ulthuan, began in the
kingdom known as Nagarythe. Whilst
this practice was largely frowned upon,
it was tolerated by the Elven people as
the early sacrifices to Khaine took the
form of animals. It was during the
many wars that were waged upon
Ulthuan by raiding parties of
marauding Norse warbands, that the
first sacrifices of mortals began. The
captive warriors were offered to the
god so that he would lend the Elves of
Nagarythe strength. The prisoners
would be bound to great altars and
sacrificed in plain view of the enemy
army who knew that similar fates
awaited them should they lose.

The Elves of other realms allowed this
savage indulgence in the knowledge
that the Elves of Nagarythe were feared
and valuable fighters who had saved
Ulthuan from many invasions.
Aenarion himself, the first of the
Phoenix Kings, wielded the sword of
Khaine, a mighty weapon of the Gods
which had the power to cleave even
the greatest of Daemons in two. Whilst

i,

Witch Elves prepare to sacrifice victims at the altar of Khaine.

he and his people waged war against
the threat of constant invasion, Khaine
became an accepted part of the Elven
way of life. As time passed the threat
grew less, with the death of Aenarion,
the sword of Khaine was laid to rest in
its shrine far to the North of Ulthuan
upon the Blighted Isle. Banned from
each of the other Kingdoms of
Ulthuan, the crazed devotees of Khaine
still prospered and flourished within

Nagarythe.

The temples of this dark god were
maintained by a select group of
warrior priestesses known as the
Brides of Khaine. It was these
bloodthirsty Elves who were
responsible for the pre-battle sacrifices.
When peace settled upon Ulthuan, the
priestesses found themselves without
victims for their bloody altars.
Rumours spread of the strange
disappearance of villagers within
Nagarythe and, although the finger of
suspicion pointed towards the growing
cult, no proof of these foul deeds
could ever be brought to bear.

Soon a new threat reared its head
within Ulthuan. Once again, founded
within Nagarythe, an equally sinister
practice had taken root. It was the
worship of Slaanesh, the Chaos God of
pleasure, and Morathi, the sorceress
widow of Aenarion was at its heart.
Malekith, Morathi’s own son, took it
upon himself to denounce the cult and
publicly chastise his mother. He used
the followers of Khaine to hunt down
those who practiced the cult of
pleasure and betray them to him. But
all along, this ‘witch hunt’ was a clever
ruse.

Malekith saw a great opportunity to rid
himself of those who had opposed his
claim to the throne. He used agents of
the temples of Khaine to plant false
evidence in the homes of his enemies
as proof of their fall to the lure of
Slaanesh. His victims would disappear
from the day to day affairs of court,
supposedly serving their fate within
Malekith’s deepest dungeons. This
again was a lie, Malekith instead would
offer these prisoners to the priestesses
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I'(,.Suriak Blackblade strode down the descrted
strect. The light of the full moon cast eerie
shadows down the dark alleys that branched
off the road It had been many months since
be had last walked 1 his home city of
Ghrond, but even so the strects were
vormally lined with Elves cavorting in all
manner of twisted pleasures. A scuffling
behind him broke his train of thought and
he turned to face the source of the noise. A
shadow darted into an alleyway. disappearing
into the darkness. Probably just a rat, Suriak
thought, laughing at hus own nerves: Still he
was close to home now 2nd would welcome
the warmth of his house.

He had left his family to join onc of the
slave taids. For nine months the Atk of
Damnation had sailed across the Sea of
Chaos, launching strike raids at any
settlements they happened upon. By all
accounts 1t had been a most successful
voyage and Svriak’s percentage of the profits
wounld raise the status of himself z0d his
family a great degree. Slaves fetched a high
price m the city of Ghrond, and Surizk was
pleased with bis cut, At last he would be
able to leave the lower outskists of the city
and move info one of the towers that
overlooked this dangerous quarter. He would
be thankful when he could escape this
rough arez where murder and theft were
everyday occurrences. Perhaps he would even
be able to purchase one of the slaves that
the raids had captured.

Another sound behind him cavsed Surisk to
furn once more. Lhis time the noise was too
loud to be mistaken for vermin A short
distance behind him he could see the
silhouette of an EIf facing him. By the
length of the figurc's hair he guessed it
must be a female In her hands she held
two. wickedly curved blades, and stood
motionlcss facing him. As Suriak glanced
back over his shoulder he saw that his route
had also been blocked by another woman A
sudden thought caused his heart to beat
intensely. The deserted streets, a full moon,
how foolish could he have been. Tonight
was Death Night, when the Witch Elves
emerged to revel in the shedding of blood
and the slaughter of innocents.

The two Elves started to walk toward
Suriak. Their movement was graceful and
had they not clutched deadly blades in their
hands it would have been alluring. As they
drew closer, Suriak could make out their
aftractive, sharp fcatures. Visiges of
astounding beauty, their long flowing black
hair scemed to move with a life of its own.
Their slim and shapely bodies were barely
covered by a small amount of purple silk
clath, their long, pale legs ending in knce
high. black leather boots. Had Suriak not

known of their dark intent then he would
have truly been in paradise, but these were
Wiich Elves. If he were to stand any chance
of surviving this encoutiter he could not let
his mind become clouded by their stunning
appearance, Carefully drawing his own blade
he slowly backed fowards a wall. using it to
guard his rear. The Witch Elves now stood
before him. He conld sce by their bloodshot
cyes and difated popils that their minds were
under the spell of the fegendary potions that
created a lust for blood

“You have two choices,” one of the Elves
spoke to him. Even her voice was seductive,

“You can come quictly with us, experience
pleasures the like of which are beyond your
wildest imagipation before learning the true
meaning of pain, or.” the Elf ran her finger
down the length of her blade, “we can offer
your body in holy sacrifice to Khaine where
you stand.”

The Witch Elves invitation was a tempting
offer but Suriak preferred to remain alive
and neither of those options gave any such
allowance. He thrust his sword towards one
of the Witches and prepared for battle She
parried the blow casily, bringing both her
weapons 1n an upward throst at his torso. He
had barcly dodged the attack before the
second Elf was upon him swinging her
blades straight for his neck. He managed to
duck drawing 2 small dagger from his boot
as he did so. Again the first EIf came at
him. Anticipating her action, he quickly
stepped to one side. The Witch EIf was over
balanced and. as shc passed him, he thrust
out with the dagger, driving it deep into her

rib cage. As the sccond assailant charged him,

afl he could do was kick out with his boot,
but he connected with a knec and sent her
stumbling to the floor for 2 moment.

Suriak sprinted away down the street, thanking
his good luck and the combat experience
gamed in the previous months. His home wis
close by and if he didn't get indoors hie would
be dead by morning. As he rounded the corser
his heart sank. There before him the door 1o
his home hung looscly from it hinges. Suriak
bound into the hallway. The runes of Khaine
had been traced in blood upon each wall of
his small house. As he ran isto his bed
chamber a bloody heap in the far corer
confirmed his worst fears. His wife lay dead, a
sword in her hand, where she had tried to
fend off the murderous intruders. In the centre
of the room a crib lay broken and empty.
Suriak fell to his knees. dojected and broken.
Ii only he had been here to protect them
instead of sceking fortunes abroad. He did not
hear the Witch Elf enter the room behind
him. nor did he care as her poisoped blade™

cut a small scratch into hig-ekposed bact k.
> r o

Suriak groggily opencd his eyes. He
could not move his arms or legs and his
mind span with clouded visions. A musky
incense filled his nostrils and in the dim
light of the capdles he could sce a
massive statue of Khaine towering above
the alfar upon which he was bound

“At last. the slecping one wakes” He had
heard the smooth and sultry voice before.
The eveoing’s cvents flooded back iato his
memory aod Surnak struggled to free himsclf.

“kt is funle to attempt escape, you are
tightly bound. By struggling you will
only prolong the agony. Come relax.
believe me you will enfoy the experience
far more if you frec your mind to us”
The Witch EIf leant over Suriak, her full
red lips kissed his forchead as she gently
carcssed lus long dark hair.

“Your spousc fought well, she must have
been a brave warrior before she bore your
child” The Witch Elf laughed as he she
saw Suriak resume his struggle to break
from the chains at the mention of his
daughter. She drew a corved ceremonial
dagger and ran the cold flat stecl blade
across Suriak's exposed chest.

“Fear not, the infant stifl lives and will
make 2 fine addition to our coven”

b ke
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Witch Elves fight against their hated foe, the

in gratitude for their services. All this
time, Malekith allowed both cults to
flourish and he had the perfect tool
with which to destroy the political
opponents who had thwarted his right
to be the King.

When he deemed his position strong
enough he made his move. Accusing
the Phoenix King himself of being at
the heart of the cult, he poisoned him
before he could retaliate and
accounted for his death as suicide in
shame of the discovery of his dark
secret, It was too bold a move and few
believed such a wild accusation, but
Malekith had already dispatched some
of his strongest rivals and none dared
challenge him, lest they suffer a similar
fate. The priestesses of Khaine seized
the temple of Asuryan, brutally slaying
all within and so beginning a civil war
that still rages to this day. Malekith
now claimed the right to the throne of
Ulthuan and stepped into the Flames
of Asuryan. His fate is told elsewhere,
but ultimately his coup failed. War was
waged upon Ulthuan and Malekith's
forces were defeated. As he was forced
into exile, his most powerful
sorceresses cast spells upon the main
cities of Nagarythe and tore them from
the mainland to form mighty floating
fortresses. Many of the temples had
formed major landmarks within the
cities, and on the long journey west
they became important focal points.
When the exiled Dark Elves landed on
the continent of Naggaroth, these
temples quickly became havens of
worship. At the same time, the cult of
Slaanesh, without any threat from
persecution, also quickly took root.
Both vied for the support of Malekith.

High Elves.

The Witch King knew that only one
religion should dominate his new
realm. He needed to unite his people
quickly in order that he could make his
plans to seek vengeance on the High
Elves. Malekith decided against
intervention in the struggle between
the followers of Khaine or Slaanesh, to
do so would only turn the followers of
one cult against him. He strictly
forbade a religious war; the civil war
had already taken its toll on the Dark
Elves, but he also knew that in doing
50 he was encouraging an
underground battle of dark intrigue
and evil machination. This appealed to
Malekith’s twisted sense of pleasure
and he let the two factions fight for
control of his people’s allegiance.

The temples of Khaine already had
many agents who secretly stalked the
streets of the newly founded cities.
Over many decades they had become
skilled in the art of subterfuge and
their assassins had perfected their
gruesome methods as they secretly
dispatched Malekith’s foes in Ulthuan.
Under the devious guidance of
Hellebron, High Priestess of Khaine,
the followers undertook a secret war
against Slaanesh. Whilst Hellebron
used her caustic tongue in the courts
of Naggarond to undermine the
support of Morathi, she positioned her
servants tactically within the nobility.
Morathi proved every bit the equal of
her rival. Just as it seemed that
Hellebron would prevail, Morathi
revealed the discovery of an ancient
gift from Khaine. It was a powerful
cauldron which had the power to
restore the youth to those who bathed
in it. Rumours spread quickly through

the realm of Naggaroth that Morathi
was favoured by Khaine. The loyalties
of the Dark Elves were torn between
Morathi, a sorceress who openly
worshipped Slaanesh, and Hellebron
their High Priestess. Because many of
the Brides of Khaine now pronounced
Morathi their Queen, a stalemate had
been reached, and Hellebron knew
that if she did not act fast she would
quickly lose support.

In a move that only the head of a
bloodthirsty cult such as the Witch
Elves could conceive, the deadlock was
broken. At the command of Hellebron,
hundreds of sorcerers and nobles who
supported Morathi were taken from
their beds and slain on the altars of
Khaine. The screams of the dying
echoed into the cold night air and it is
said that even Morathi herself was
forced to take flight on her Dark
Pegasus to escape the murder. This
night became known as Death Night
and has since carved itself a permanent
place within the history of the Dark
Elves and indeed the whole of the
Warhammer world.

The next morning, Malekith
summoned Hellebron and her
priestesses to his palace. As they
entered the main hall a murmur grew
amongst the nobles who had gathered.
Hellebron had somehow constructed
her own Cauldron of Blood. Hellebron
led a procession of the most stunning
women. Gone were the haggard
wrinkles, and sagging flesh, replaced
by a smooth and beautiful youthful
complexion. Her beauty rivalled that of
even Morathi herself. All knew that
Dark Magic had been wrought and
from that day the priestesses became
known as Witch Elves. In a desperate
but cunning move, Morathi declared
herself the Queen of the cult,
outmanoeuvring the devious ambitions
of Hellebron. The enraged Hellebron
was placated by Malekith who granted
the cult recognition by allowing the

. Witch Elves to stalk the streets once

each year on the anniversary of Death
Night, taking prisoners wherever they
should find them. Over the coming
vear, the Witch Elves discovered their
attractiveness faded and that their
voluptuous appearance reverted to
that of an old crone, but on Death
Night they would once again be able to
restore their beauty.

Since that day the devotees of Khaine
have been loyal subjects to Malekith.
For one night each year the Elves in
the cities of Naggarond must lock their
doors and shutter their windows. On
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Death Night, the Witch Elves emerge
from their temples. They are driven
into an insatiable lust for blood by a
concoction of poisonous herbs, which
only the Hags, the High Priestesses of
the Witch Elves, knew how to prepare
to prevent them from killing the Witch
Elves themselves. Anybody found out
on the streets will be dragged to the
altars of Khaine to suffer a long and
painful death. The assassins pick the
locks securing the houses of certain
nobles and other high ranking Elves,
then the Witch Elves will burst in to
take entire families to be sacrificed. It
is said that they bring their victims to
the height of pleasure before they
plunge them into a torment of pain
and suffering the likes of which no
mortal could ever envision in his worst
nightmares. The screams of their
victims can be heard until the sun rises
and then an eerie silence is followed as
each Dark Elf gives thanks to Khaine
that he and his family were spared the
slaughter.

The assassins employed by the temple
to spy and kill the enemies of
Hellebron are recognised as some of
the most deadly killers in the world.
They spend many decades perfecting
their art which has been practiced for
over three thousand years. The
temples provide the assassins with an
array of deadly poisons which only the
Witch Elves know how to prepare
safely. Extracts from plants collected by
Dark Elf raids from across the world
are mixed together to deadly effect.
Some of these toxins work fast, killing
the victim instantly as the poison
enters his system. Every vein in the
body turns black creating a lattice
spiderweb appearance to the corpse.
But many of the acolytes of Khaine
prefer more subtle methods of death.
Poisons such as the lethal Black Lotus

can take hours to work themselves into
the bloodstream. As it infuses itself
into the victim’s system he suffers
horror-filled visions, slowly and
agonisingly lapsing in and out of
consciousness before death finally
overcomes him.

When the Dark Elves go to war it is
only on rare occasions that the Witch
Elves do not accompany them. Each
Black Ark has its own temple located
deep within its bowels and when it
makes landing the Witch Elves emerge
to seek offerings for their Lord. They
will, on rare occasions, carry one of
the ancient Cauldrons of Blood with
them. A large and ominous sight, these
are rare and sacred artefacts, gifts from
their god, and the few that survive are
infused with much of his malevolent
energy. They are massive cauldrons
brimming with the warm blood and
skulls of previous sacrifices. The statue
of Khaine the Bloody Handed looks
down into the gruesome liquid,
watching over his servants as they
march to war. Again the Witch Elves
have adopted the traditional custom of
sacrificing enemies before the battle.
With their deaths, an aura of hatred
and murder emanates from the
Cauldron. The vision of those Elves
within the proximity of this dark shrine
is overcome with a red mist of murder
and hatred.

The Witch Elves also prepare special
potions to take before they go to
barttle. The Hags mix these toxic
potions into the Cauldron of Blood
and each Witch EIf sips from a
ceremonial goblet handed to them by
the Hag. The effect is to drive the
Witch Elves into a frenzy of bloodlust.
They are infused with the power of
Khaine and will immediately seek out
the foe to sacrifice to their god. Such is
the potency of the potions that the

Amongst the most powerful weapons of
the temple Khaine are the Assassins.
Little 15 known of this highly secretive
organisation, whose identities remain
hidden to even the Witch Elves
themselves. Assassins are chosen from
amongst the young children who are
stolen by the Witch Elves on Death
Night. They arc trained in the art of
stealth and subterfuge, and for them
murder is a way of life These children
Iearn from an carly age how to handle a
blade and by the time they are ordained
as an Assassin there are few who can
match their martial prowess. In battle.

s

the Assassins will disguise ;Ehcm;civcs 1j

amongst the raoks of the normal
warriors, only striking when an encmy
hero 15 at close range and unpreparcd
for the attack.

Although strictly speaking it is
forbidden ﬁgﬁy for the service of
Assassins, generous donations to the
coffers of - mg may result in the
‘mysterions death of the patron’s foes.
They are a deadly adversary and should
anyone fall foul of the devotces of
Khaine, they can be sure that their
death will come swift and unseen.

Witch Elves care little for their own
safety and will relish battle against
many times their own number. It is the
lust to shed blood alone that drives
these crazed females.

The followers of this dark deity are not
just limited to the Land of Chill. It has
spread far and wide across the
Warhammer world. The worship of
Khaine has, with good reason, been
forbidden in all of the realms of man.
Still there are always those who seek to
destroy civilisation from within. Witch
Hunters seek out and purge these
underground cults and all records of
the God were burned at the orders of
the Grand Theogonist Johann
Helstrum. Nevertheless many assassins
and cutthroats still secretly gather to
pay homage to this dark god and the
cult continues to grow in number.
But it is within the realm of
Naggarond that Khaine has truly
found his following, J
and with each Dark ’ ?
Elf raid his ‘

kingdom of slain
souls grows ever i
larger. ‘
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starter set

Citadel Miniatures supplied unpainted and unassembled.

Warhammcr is a tabletop game for two or more

players where you become the fearless
commander of a mighty army - assembling and
painting your own army in readiness for battle!

The huge starter set contains the following:

+ 288 page rulehook « 1 Empirc Genperal < I ruined building
(available scparately) - 1 Orc Warboss - 3 weapon templates

- 38 Empirc Soldiers - 35 Orc Warriors - 8 assorted dice

- 1 Empire Cannon « 1 Orc War Chariot - 2 range rolers

Available from Games Workshop stores, Games Workshop Mail Order and independent stockists
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army hooks

WARHAMMER ARMIES: THE EMPIRE WARHAMMER ARMIES:

The Empire is the largest realm of men in the Old World. VAMPIRE COUNTS

The Emperor's powerful armics form the the bastion that The Vampire Counts are sinister lords of the night -
keeps the marauding Orcs and forces of Chaos at bay. truly terrifying opponents. Their armies of the newly-risen

dead evoke terror in all those they face.
WARHAMMER ARMIES:
ORCS & GOBLINS WARHAMMER ARMIES: DARK ELVES

In cvery forest and under every mountain lurk the warlike The Dark Elves strike terror

tribes of Greenskins — countless Ores and Goblins who into the heart of every face

love nothing more than a good fight. 1 the Old World. They
launch raids that enslave

WARHAMMER ARMIES: DWARFS thousands, whilst every

Deep within the heart of the mountains, the Dwarfs have daylh‘undrcds are

carved their ancient empire. Surrounded by all manner of sacrificed on the altars of

vile foes, they have been at war for countless centuries. the dark god Khaine,
Lord of Murder.

The Warhammer Armics books are supplements for Warhammer.
You must possess a copy of Warhammer to be able to usc the contents of these hooks.

Check out these and other Warhammer items at www.games-workshop.com
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i gﬁr syndrome Stirred by tales
C

# sich/as Confessor Dolan's martyrdom,
v some Imperial servants b flused
S | some’imperial servants become suffuse

with the need to sacrifice themselves in
/the Emperor's name. Often they are
easily obliged by joining the ranks of
unofficial soldiery known as the Frateris
Militia, or signing up to a fanatical cult
such as the Crusade of the Red
Redemption. However, this is not always
possible and can cause problems for
local authorities and the Ecclesiarchy.

One such sufferer of Gathalamor
syndrome was Erin Octavus, a simple
grox farmer who eked out his livelihood
on the agri-world of Standalone. For his
whole life he was very pious, attending
the shrine every day, frequently
confessing to acts he believed sinful but
which weren't proscribed by local
doctrine. This strange behaviour began
to increase as he grew older and in his
early twenties, he was stopped from
flagellating himself to death several
times for what he called 'impious
thoughts', although what these thoughts
concerned are not recorded.

The local Preacher who history tells us
was Preather Jaxxon, was unable to

console Octavus| and the farmer
remained convinjted he was tainted
and evil. Growing suspicious of
daemonic influence, Jaxxon sent word
to his cardinal, who held office on the
nearby world of i‘\/rast, requesting that
an exorcism team be sent to
investigate. Cardinal Simeon himself
attended the case, and subjected the
willing grox herder to all manner of
hideous trials and investigations, all of
which proved Octavus free from evil
influence.

Still desperately ﬁ;mhappy, Erin pleaded
with the Cardinal to purge him of his
sinful nature, but by Ecclesiarchal canon
there was nothing the Cardinal could
do. Finally, in a fit of rage and spurred
on by hallucinations, Octavus herded his
grox into the Eca;lesiarchal compound
and assaulted thg Cardinal and his
retinue. Although the attack was not
serious, it was all the reason the Cardinal
needed, and immediately had Erin
restrained and put on trial. He found
him guilty of causing harm to a member
of the Ministorum clergy and, at the
urging of the deJ‘endant himself,
committed him {o arco-flagellation.

The story would have ended there were
it not for the facl% that the creature

known as Simeon 38X still suffers from
Gathalamor syndrome. In all probability
his psycho-conditioning and the effect
of his pacifier helm have worsened its
effects, so that oceasionally Simeon 38X
becomes so trapped in'his own wracking
guilt he breaks through his psycho-
conditioning and does not respond to his
trigger word.

This was a particular problem during the
three years Simeon was assigned to
Inquisitor Steinbeck while he was
conducting the Thallasian Purges. On
several occasions Simeon 38X failed to
deactivate upon receiving his trigger
word, and on one notable occasion
rampaged through the congregation of
an Ecclesiarchy chapel at mass, causing
much bloodshed and damage. Amongst
the dead were three preachers, an
Abbess of the Sisterhood and half a
dcizen parishioners. It was at this point
that Simeon 38X was almost terminated,
but instead was granted a stay of
execution by Inquisitor Tyrus, who over-
turned the re-trial sentencing of
deathmasking. Tyrus now holds the
arco-flagellant in stasis aboard his own
vessel, preferring to reserve unleashing
Simeon 38X against only his most
hated foes.

8 |
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Simeon 38X

Equipment: de implant decapitators (see Exterminatus in this issue). Combat stimm

injectars containing psychon, rage (see below) and reﬂex, Each contains enough stimms
to last for 50 tufns. : ?

Special Abilities: All of the rules for 'Arcb;—flagellants apply to Simeon 38X.
Simeon 38X’s trigger word is Exculpate.

Gathalamor syndrome: Simeon 38X's conéltronmg is not perfect and on occasion he
AWI” not respond to hig trigger word once activated. When activated, there is a 10%

G n respcpnq that turn, although further attempts can be made. When
-activate-5imeon 38X b_ rneans of his trigger word he wHI only




Wolfenburg, a Warhammer MUD,
allows PC users to roam around
the Old World, butcher monsters
and embark upon heroic quests,
and also allows interaction with
other aspiring heroes via the
internet. Phil Kelly investigates.

WOLFENBURG

A Warbammer Multi-User Dungeon

Paul Barnett bas been
designing Multi-User
Dungeons for seven
years, and has
taken some time
out to answer a
Jew questions and
let us in on the
secrets of bis
latest project,
Wolfenburg.

MUD stands for multi-user dungeon,
right? Tell us a bit about it.

A multi-user dungeon is basically a
computer program that allows many
people to play in the same virtual
realm. Thousands of people can
connect, each taking the part of a
character in the game. It's based in
the town of Wolfenburg, a town on
the borders of the Empire beset on all
sides by the depredations of the evil
races. The premise js that players go
around adventuring with other people
who are playing too. They adventure
round the land, kill lots of things, do
lots of heroic quests and ultimately,
they can achieve incredible power.

So, tell us about the social aspect
of the game then.

The beauty of it is that you can either
go adventuring and meet people as
and when you come across them, or
you can go in with friends at a set
time, in your own adventuring party.

What similarities does it have to
Warhammer Fantasy Roleplay?

The characters, the statistics and the
record keeping are influenced by
Warhammer Fantasy Roleplay, as is our

setting, that dark, grim game world.
I've got all the books. We even have
lots of the classes and careers from
the first edition of the game, so you
can still be Pit Fighters, Knights, that
sort of thing.

So you can choose virtually any
character from the Old World?
Oh yes, there’s 26 character classes
and 5 races, available in different
combinations.

‘What are the most popular
character classes?
{ Troll Slayers, Imperial Wizards and

fighters, in that order. The Witch
Hunter class is proving more difficult
to implement than we anticipated,
however we have managed to get the
‘heretic’ command into the game. It’s
a very aggressive character class.
Nevertheless, there are certain
constraints that it’s important to get
across; the players must work
together, not actually attack each
other. Secondly, it’s not a graphics-
heavy game, although there are pop-
up pictures and scans of actual
artwork from the books, there’s no
actual protracted animations or the
like. You don’t need a 3D graphics

accelerator to play, you just need to
be able to get onto the internet.

S0 it’s pretty much open to anyone
regardless of what machine they use.
Yep. As in all other MUDs it's all in the
imagination. Everything you thought
or imagined when you were reading a
sourcebook, well, it’s all in there.

Is it quite an intellectually
challenging game then?

Yes, if you're totally into the trigger
happy Quake sort of game, you're not
really going to enjoy it. It’s not a
shooty game.
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Can you talk to the other player
characters there, interact with
them in real time?

Yes, of course. However, you can only
talk to people in the same location as
you, although you can send messages
to other locations, and ‘shout’ at
anyone in your local vicinity.

How many different commands are
there in the game, then?

Six hundred and ninety five. Some of
them are pretty obscure, we even have
a couple of oblique movie references!

So is Wolfenburg plagued by all
sorts of monsters?

Yes, but not necessarily all aggressive.
People actually like their characters to
ride on things, actually, say a unicorn
or a pegasus or something. Although
we had to take the giant spiders out;
the powers that be didn’t like the idea
of a Knight riding around on the back
of some bloated arachnid.

I take it you can kit yourself out
with the money you earn from
your epic quests?

Yep, there are lots of shops, there’s
lots of bartering with other players,
there are items you get from
completing quests, there’s the great
heroes of the realm who will set you
tasks and reward you if you succeed.

Tell us about some of the locations.
The place is massive, there’s plenty of
scope for exploration. We've got
plenty of wilderness, a large chaos
forest, massive catacombs, sewers,
long-forgotten temples, ruins,
tombs... you name it.

So can you go anywhere
in the Old World?
Bretonnia, Kislev, etc?
At the moment we’ve fully
detailed Wolfenburg and
about 100 miles in every
direction. We've got the
Forest of Shadows, the
Middle Mountains, the
ruins of Blackstone and a
few other landmarks.

Which part did you
enjoy writing most?
The Northern Deeps.
They're flooded, dark,
snowy and full of lots of
really really nasty things.

Just like back home. I take it you
can gain experience, there’s a
levels system?

Even better than that, we have a total
history system. As long as characters
are logged on they will age, gain
experience awards, gain a history that
keeps track of everything they kill,
everyone they’ve met, the quests
they’ve been on, their status within
the land, whether they've done good
things or evil things, chaotic things, it
knows what Guilds they’re members
of, which cities they've offended... as
you continue to adventure, your
abilities reflect all the things you have
done. The way to do really well is not
to concentrate on any one thing but
to gain many different skills. If all you
do is kill stuff, your stature isn’t going
to increase nearly as quickly.

Any cameos in the game?
Oh ves, they're all there. We've also

Monthly special events include:

July Madness

The Middle Mountains will be the
site for July’s much-heralded
expedition. It has been known since
early February that the mountains
had at least two pathways that
mortals are currently unable to
cross. These pathways will finally be
opened, giving way to the highest
peaks in the mountain range. It has
long been suspected that a tribe of
large humanoids have a stronghold
upon the spires of one of the
mountains, while others still claim
that a route to the great dragon
‘Burnbright’ can be reached by
those skilled in the arts of high
sorcery. Flasks of brandy, warm
scarves and a shovel to ensure we
can pack your dead lifeless body in

RUMOURS FROM WOLFENBURG

ice are all pre-requisites for this
adventure.

August shenanigans

August will see the opening of the
three levels under Count Vangrath's
castle. Since the unfortunate
awakening of the old count, he has
started to build up a sizeable army
of Undead to reclaim his lands and
throw a new age of deathly darkness
upon the city of Wolfenburg. Your
city, not to mention many hapless
citizens too frightened to even bring
torches and pitchforks, is counting
on you. We require no angels for
this mission, just make sure that you
are buff enough to hammer that last
nail into the old count’s coffin...

Above: the adventure begins...

got the big guys, Nurgle, Khorne,
Sigmar. We’re under orders not to let
any of them loose, though, we don’t
want everything turning to custard.
The fact that they can be called upon
is good enough for me. It’s not like
we’re short of background material, is
it! I've read enough Warhammer
novels now to qualify as Dark
Librarian!

So how many people are working
with yvou at the moment?

Around five. We've been working with
each other as a team for several years
now. We've all designed MUDs
together since the year dot, it’s the
best way to work.

What’s been your crowning glory
so far?

Marlon Brando playing our first MUD.
Nice guy.

Cool! Well, I think that just about
wraps it up. Cheers Paul!

Check out the site for yourself at:

www.wolfenburg.com
Wolfenburg was work in progress at
the time of this interview, so some of
the details may bave changed.

T it e Wolfenburg
S s dncredibly
detailed, so

it'’s a good

idea 10 make

yourself a

) map!

/!J
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If you were near Games Workshop's
HQ over the 3rd and 4th of February
this year, you’d have noticed a flood of
gamers descending upon Warhammer
World. Each player had come to batile
for the coveted title of Warhammer

© 40,000 Grand Tournament Champion.

. Graham McNeill looks back.

DATE: 0091001.M03 (SATURDAY —
BREAKFAST TIME.)

' The first thing | noticed about the
gaming hall on Saturday morning was
. how packed it was. Over two hundred
. Warhammer 40,000 players filled the
| hall, excitedly chatting about the

. battles to come and the victories that
. would undoubtedly be theirs. Chief

. Umpire Pete Haines maintained order
from the stage while a flock of his
minions scurried about to do his
bidding. The first order of business
was to make sure that everyone was
. registered to play and sort them out

_’. with an opponent. Once this had been
. organised, it only remained for Pete
and the Warhammer 40,000 Overfiend
himself, Andy Chambers, to welcome
everyone to Warhammer World for
what would prove to be a frantic
weekend of gaming before letting slip
the dogs of war.

WARHAMMER

AD,0DD

GRAND TOURNAMENT

THIS YEAR'S TOURNAMENT REVIEWED

For those of you who have never
aftended a Grand Tournament, it's one
of the high points of the Warhammer
40,000 calendar; a weekend of hard
gaming, with players competing for
honour and glory in the hope of
becoming the 40,000 Grand
Champion. Competitors came from all
across the globe, with Markus Padrta
even coming from as far away as
Austria without a ticket on the off-
chance that he would be able to play.
After such a trek it would have been
heartless in the extreme not to let him
compete and, despite our utter
heartlessness, we finally relented and
allowed him to play as we could just
about squeeze one more player into
the hall.

Over the course of the weekend, each
player fights five games, chosen from
the Warhammer 40,000 rulebook by
the Umpires, against progressively
tougher opponents. In the first round,
players are drawn against a randomly
chosen opponent and thereafter play
opponents of equal skill and cunning.
Not only does this mean that
everyone who plays gets to fight
balanced, fun games, it also means
that, when the winner is proclaimed,
you can be sure that he had to play
some of the toughest opponents in the
tournament. By 10:30 the first mission
of the day (Cleanse) was under way
and | began circulating throughout the
hall, stopping here and there to
admire a particularly well-painted or, in

N
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some cases, thoroughly bizarre entry.
Contenders for the latter category
included Ben Stampton’s Ork Speed
Freeks army painted in the style of
‘Da ltalian Job’, Nigel Atkinson’s
‘Painted Ladies’ (an Escher gang that
used the Ork rules) and Colin James’
Ork army that had Orky buildings on
wheels for their battlewagons! Some
people have too much warped
imagination to be healthy.

Even a cursory glance at the armies in
the hall was enough to spot the
overall high standard of painting and
thought that had gone into them. A
favourite of many people was Keith
Stockburn’s 1st Catachan Air Cav
(boasting nothing less than a
skimmer-mounted Basilisk!) and Agis
Neugebauer’s amazing Dark
Harlequins. There were many other
superb armies and these would all
come under the scrutiny of the judges
after the first game. Players receive
points for winning their games, but the
standard of painting, thought and
originality of their army is vitally
important. Part of this includes an
element known as the ‘wow!’ factor,
which simply means that some part of
a player's army made the judges stop
and go ‘wow!” On top of this is what
we call the Sportsmanship award
which rewards gamers for playing in
the spirit of the rules, being a sporting
opponent and an all round good egg.
Needless to say, we keep these points
under our hats until the final tally of
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Keith Stockburn's Airborne Imperial Guard force won best army at this year's
tournament and will hopefully be appearing in a future issue of White Dwarf.

scores so no one knows exactly how
the results are going until the winner
is announced at the end of the
weekend. Aren't we clever?

The first game was over and the
players retired to the bar and
restaurant for a well-deserved lunch
while the judges toured the hall and
examined the armies on display. | took
the opportunity to chat to a number of
players as they relaxed, picking up
many interesting nuggets of heroic
(and despicable) acts on the
battlefield. One story that caught my
ear was that of Jimmy Murphy's Wolf
Guard leader charging into a bunch of
Greenskins then getting clubbed to
death by a Grot with a pointy stick,
and the Daemon Prince who was shot
to death by his own side when a
Chaos Dreadnought went into a Fire
Frenzy and blew him away. Hunger
satisfied, or at least kept at bay, the
players returned to the hall for the
next mission, Recon. This mission
was played slightly differently from
normal, in that there were no Victory
points to be had from getting into the
opposing player’s deployment zone. It
was a kill fest, pure and simple, and
was sure to be bloody.

LT

The last mission of the day, Take and
Hold, was the joker in the pack and
had been included to ensure that
players brought a balanced army. You
wouldn’t know whether you were
attacking or defending so you'd need
to be sure that whatever force you
brought to the tournament could deal
with either eventuality. Another couple
of hours later and the first day’s
gaming was over. Haggard and
exhausted from nearly twelve hours of
battle, the weary gamers retreated to
the welcome sanctuary of Bugman’s
Bar where the ale was flowing and the
mood buoyant. A pub quiz kept
everyone entertained during the
evening and was won by a strange
group of people calling themselves the
Taken (www.thetaken.org). After more
ale and food, the shutters were finally
pulled down on the bar and the last
few die-hards departed for their beds.
It had been a hugely enjoyable day for
players and organisers alike and
Sunday promised to be just as
interesting. A few early contenders
had emerged from the pack, but there
was still everything to play for as the
painting and sportsmanship awards
were still an unknown gquantity.

DATE: 0094001.M03 (SUNDAY)
Sunday morning’s gaming began a
good deal quieter than had the
previous moming’s. A night of ‘liquid
relaxation’ had ensured that a good
number of players were in a rather
tender state this morning. Being a
sensible sort of chap and not given to
ridiculous consumption of Bugman'’s
XXXXX, Pete was therefore a solitary
figure on the judges, stand as his
minions gradually filtered into the
exhibition hall clutching cups of the
elixir of life (otherwise known as
coffee). The first game of the day was
to be Cleanse and, despite the
excesses of the previous night, the
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games were as hard fought as the
previous days. The Warhammer
40,000 knowledge quiz was handed to
the players as well, and a studious
hush descended on the Exhibition Hall
as the players attempted to answer
questions on the rules and
background of the Warhammer 40,000
universe. Special mention must be
made of the gamer who forgot the
golden rule of test papers... always
turn over the sheet to see if there are
questions on the other side.

With the knowledge quiz dispensed
with the games began in customary
fashion, ie, lots of wailing and
gnashing of teeth. The break between
the two games on the Sunday was
filled with the Best Army competition
which was voted for by the players
themselves. A selection of the judges’
favourites were set up in the main hall
and the players gathered around in a
heaving mass, desperately trying to
get a glimpse of these fantastic
armies. It was a close run thing, but
the prize for this went to Keith
Stockburn’s Catachan Air Cav.

The last battle of the day was another
Recon and seemed a fitting scenario
to finish off the weekend. Crowds
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Ork Warlord Andy Chambers congratulates
Mck Boy Chris Hutchings on winning the
title of Orkiest Battlewagon.

3
o

gathered around the top tables where
the leading players were facing off in
an exciting battle of wills. There could
be only one victor and, even though
this was the last game of the
weekend, there would be no clear
winner until the scores for painting,
sportsmanship and the quiz were
added. As the last games in the hall
drew to a close the organisers began
the process of totting up the final
tallies for the weekend. Everyone
retired to the bar to await the final
results and, after some nervous pints
of Josef Bugman'’s finest, reconvened
in the hall once the scores were in.
Andy Chambers was once again on
hand to present the winners with their
prizes. Awards were given out for Best
Army, Best General, Most Sporting
Player and, of course, the top three
players in the tournament itself,

Warhammer 40,000
Grand Tournament 2001
1 th _nyl:all 'I_’uomas

2ndOverall L

3rd Overall
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And here is the Battlewagon in question, built with a small amount of care and a very, very large hammer.

So congratulations to all the winners
and well played to everyone who took
part. It was a hard fought contest and
everyone involved had a great time,
with all the games fought in a spirit of
friendly competition. No doubt we'll
see a host of familiar faces at the next
tournament and, hopefully, a bunch of
new ones. See you all there!

Andy preseats the trophy to this year's
Warhammer 40,000 Grand Tournament
Winner Tuomas Lihdeofa.
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Paul travelled from PAUI- SHORT

Ireland to take part in
this year’s tournament,
carrying with him his

heavily converted Nurgle
* Chaos Space Marine

army, and amazed

himself by finishing 12th.
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Paul used the body of Fabius
Bile to create his Chaos Lord.
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jENS DONSLUND’S R Like many, this was Jens’

first grand tournament

. " which he found very
| enjoyable. Jens has
1 F heavily converted his

Dark Eldar army in order
to.get across a truly evil
and sadistic feel.
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This dramatic conversion shows us just how brutal Dark Eldar
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Stephan is a veteran . STEPHAN HESS'

wargamer and is a
familiar face al GW
tournaments, and this

year decided to bring his
Grot Cult of Speed army
with its many original and
humorous conversions.
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i eth's pri
i tarcth s prldc i Gareth is another

veteran gamer you may
recognise from the

GARETH HAMILTON'S pages of White Dwart.

This year he brought

along his favourite
army, a very impressive
; Imperial Guard force.
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CHRIS PRING’S

SPACE MARINE FORCE

Chris is a veteran
tournament piayer, but
was caught by surprise
when his Chaplain failed
to kill a single enemy
model in 4 reunds of
combat. Maybe time for
some new dice!

"

only one of 'tht six tanks in his r;apid C’ECP]D):I';E.D‘I fc.;rce.,l : Chri=s'.s heavily .c‘orr;v;:rtetl:l- Razorb;ck.
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AGIS NEUGEBAUER’S

DARK ELDAR RAIDERS

Agis brought along his
unigque Dark Eldar army.
Each model is converted
and his impressive paint
scheme is based upon
Harlequins. For next

year, Agis is working on v ' S 1 ]
an Eldar Exodite army. ¢ i« : | / ’
Agis used bits from various sources
to make this Talos.
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Andy has always ANDY PARSONS

collected Space Wolves, '
but when the new plastic
Space Wolf frame was

released, Andy decided
to create a themed army
with a more feral and
aggressive feel to it.
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The SPACE MARINE
BATTLE FORCE is an
ideal way to start a
fledgling Space Marine
Chapter or to further
reinforce an existing
ﬂrmy.

The boxed set contains
10 Tactical Space Marines,
S Terminators, | Land

Speeder, 3 Space Marine

Bikes and a set of ruined i : i i - i Ingitete el £ : o -
st biings Spacc Marine Battlc Force - £50 boxed set
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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 takes a
look at war machines.

ARCANE LORE

War Machines in Warbammer

As you may know, I'm a Dwarf
Player, so this month I'm
writing about a subject
close to my beart.
. Huge cannons,
death-bringing
whooshes of flame
and destruction,
rocks and bolts
Jling across the
battlefield. These
are all things
which are

DPleasing to me.

ver the last few months, some
Oissues regarding war machines in
Warhammer have been raised, which I
will now address.

Important note: Chariots are not war
machines, they have their own rules!

DEPLOYMENT

In most scenarios, all the war
machines in your army must be
deployed at one time. They don’t have
to be deployed near each other, and
there are no battery rules. Characters
can be deployed with them when your
characters are put on the table (such
as Dwarf or Empire Engineers), not
when the war machines are set up.

War machines (or anyone else for that
matter) cannot be deployed in
impassable terrain. Now, this is where
arguments start, as players think that
different types of scenery would be
impassable to war machines — we've
probably all heard someone say, “How
did that cannon get on top of that
tower then? Air-lifted by Griffon was
it?” or similar. As with all terrain, there
are no hard and fast rules to apply
because people’s collections can vary
so much. However, it is always a good
idea to go over the different scenery
pieces on the battlefield before the
game starts and say what type is what.
Whilst doing this, it is worthwhile
agreeing any areas where you feel war
machines cannot deploy, thus saving
debates once half your army is down
and your whole deployment is based
around setting up your Volley Gun in
those rocks...

Diagram 1

Units A and B are viable
targets. Unit C is not a
viable target, as there is no
visible encmy unit along the
fine of fire (the fricndly
unit blocks line of sight).

Diagram 2.

A mortar, cannot choose to
fire at unit A, as it cannot
sec it because unit B. is
blocking line of sight,
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Diagram 3.

Its clear to see once the
blast marker is placed on
the unit which models are
hit. Bases which arc fully
covered (F) are hit and any
bases partially covered (P)

are hit on a roll of a 4+

Diagram 4.

The flame template is
slightly more complicated
because of its tear drop
shape. However, once it's
placed on a unit it works
in exactly the same way as
placing a blast template.

TARGETING

Or, “what can I shoot at?” More than
anything else to do with war
machines, what they can and cannot
target can be an area of contention.
First of all, it varies from machine to
machine whether they require a line
of sight or not. Let’s deal with them
one by one:

Stone Thrower, Screaming Skull
Catapult, Earthshaker Cannon,
Death Rocket: These must be able to
see enemy models in the direction
you shoot, although they may fire over
these at a target beyond. This means
that as long as there is an enemy unit
along your line of fire you can attempt
to target any enemy along that line
(see diagram 1).

Cannons, Flame Cannons: These
war machines require no line of sight

to their target (note that although not
a war machine as such, this also
applies to Warpfire Throwers).

Mortars: Mortars require line of sight
to their target. Deliberate over-
guessing of ranges to attack targets
beyond those in sight is not nice and
is against the spirit of the rules (see
diagram 2).

Non-guess range weapons (Bolt
Thrower, Organ Gun, Volley Gun,
etc): These all require line of sight to
their target.

Something else which often crops up
is whether characters can be targeted
by war machines. War machines that
require a line of sight may target
characters only within the normal
restrictions (ie, they can’t single them
out of units, target them if they are

within 5" of friends, etc). Also note,
however, that if a character is in a unit
of less than five models when hit by
such a war machine, there is no ‘Look
out, sir!’ roll, hits are allocated as
normal (see page 97 of Warhammer).
All hits from a single war machine in
one turn are considered to be a single
attack. and so if it inflicts multiple hits
(such as Volley Gun) it is the number
of models at the start of the attack
that determines if the character can be
hit. This may mean that the unit is
wiped out except for the character
that joined it — that’s why they're
heroic characters!

If 2 war machine does not require a
line of sight, then characters on their
own are fair game (not a good idea to
wander about on your own when
facing Empire armies with lots of
cannons!), though characters in units
of five or more models will get the
‘Look out, sir!” roll.

Many people have pointed out that it
is not very heroic or realistic to be
able to pick out characters with, say, a
cannon when a unit of bowmen can’t.
There are three reasons why the rules
work this way. One, guess range war
machines are not particularly accurate
and so if you can pick off a character
on their own in this manner, the gods
are obviously smiling on you. Two,
although it was discouraged (some of
you may know that quote from
Wellington at Waterloo) it was possible
for historical cannons and such to
target enemy commanders and their
retinues. Thirdly, writing a set of rules
which protected characters in such a
fashion would make the process either
hideously complicated or open to
some serious abuse by deliberately
mis-guessing, targeting nearby units
and hoping for scatter, and so on, and
best avoided altogether.

TEMPLATE HITS

This is probably a good place for a
timely reminder. Generally (although
some vary), weapons with templates
automatically hit models wholly
covered and affect partially covered
models on a D6 roll of 4+. This rule
is an absolute — if a tiny bit of the base
is under the template or outside the
template this is a 4+ roll, none of this
messing about trying to judge if a base
is half under or more, or similar
shenanigans. If in doubt, it's more
likely to be a partial hit than a full-on
hit and hence roll a dice for it (see
diagrams 3 and 4).
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Diagram 3.

One model hit per rank,
3 models struck by the cannon ball

Diagram 6.

One model hit per rank,
5 models struck by the cannon ball.

CANNON HITS

The cannon rules on page 122 of the
Warhammer rulebook contains the
line, ‘When a cannonball collides
through a unit, only one model per
rank is hit.’ This has, understandably,
caused some players to think that a
unit hit in the flank by a cannon
(enfilading fire, for you word bulffs)
will only ever lose one model out of a
rank (see diagram 5).

Actually, the rule is written that way
because the imaginary line that traces
the course of the cannonball is
infinitely thin, and therefore cannot
pass between two models and affect
them both (see diagram 6).

Diagram 7.

If crew A fired its’ cannon at the
flank of the unit of Orcs it could
cause 5 possible hits.

However, if crew B fired its cannon
at the front of the Orc unit it
could only cause 4 possible hits.

You should consider a unit that is hit
in the flanks by a cannon (or a bolt
thrower, for that matter) to have a
number of ranks equal to its width.
This means that if the shot passes
along a rank, it can affect more than
one model (see diagram 7).

Sometimes a cannon ball may bounce
through intervening terrain which the
players think should probably stop it.
When discussing the terrain before
the battle commences, it is worth
bearing in mind if any pieces of
scenery will stop a cannon ball
passing through. As ever, the diversity
of terrain which people may have

makes a hard and fast list impossible,

but cliffs and very steep slopes,
buildings, ruins and the like may well
stop a cannon ball in its tracks,
although the majority of terrain
(including woods, obstacles and such)
should not (see diagram 8).

CHARGING AND SHOOTING
AT WAR MACHINES

I've been asked a couple of times
whether the enemy need to be in
range of the crew or the war machine
to charge or shoot at them. I say that
you need to be in range of at least
one model in the war machine unit,
but other than that, this can be the
machine itself or a crewman (or an
associated character).

When the crew forms up to receive a
charge, treat them like a skirmishing
unit. That is to say, the enemy charge
the closest crewman and align against
him, then the other crewmen fall in
beside or behind him as normal. If the
war machine itself is being charged,
move the closest crewman just in
front of it facing the chargers and then
proceed as normal (see diagrams 9
and 10).

LEAVING A WAR MACHINE

A war machine crew may never leave
its war machine except to crew
another war machine which has no
crew left or if they flee. They don’t
have to be able to re-crew the other
war machine immediately, but there
must be at least one other abandoned
machine for them to go to. Note that
by extension this means that war
machine crews cannot declare
charges. If they wish to re-crew
another machine, all surviving crew
members must move — you cannot
split crews over several war engines,
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Diagram 9.

The Orc unit charges the
Empire Cannon in the
flank and contacts the
closest model crewman
(A) the remaining cannon
crew form up alongside
the first in an attempt to
protect their cannon.

nor re-crew a war engine that has any -

of its original crew left. To re-crew
their machine (or another one) they
must move so that all the crew are
within 1" of it. A war machine crew
cannot fire their weapon on the same
turn they re-crew it. While not
physically crewing a machine, the
crew should be treated as a
skirmishing unit in all respects.
Remember that while not within 1"
of their machine, the crew must
always flee if charged; they never
declare charges or otherwise fight in
close combat.

Diagram 8,

A. If the cannon ball bounces before the cliff
face it stops when it collides with the cliff.
B. If the cannon ball lands on top of the
cliff it bounces as normal and smashes into
the unit of Goblins.

Diagram 10.

The Orc unit charges the
front of the Empire
Cannon and contacts the
closest model, in this case
it would be the cannon.
However, the cannon crew

quickly react to protect

M.

their cannon and form up
in front of the cannon.

CREW LOSSES

War machines that suffer crew
casualties fire at a slower rate
(normally when reduced to a single
crew member). This takes effect after
the next time it is fired. In other
words, the war machine can fire again
one more time before having to take
extra time to reload. For example, an
Empire Cannon is reduced to one
crew man in the enemy’s third turn.
In the next Empire turn (say they
went second, so it’d be their turn
three), the Cannon may fire normally.
It will miss turn four to reload and
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may fire again on turn five. These
extra reload turns are cumulative with
any turns missed due to misfires or
other factors. Following the previous
example, on turn 3 the Empire player
rolls a 2-3 on the Misfire table, so that
it misses two turns shooting (three
including the missed shot that turn),
and so will not fire on turns three,
four and five!

That’s it from me for
another month.
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. Epic 40,000 is Games Workshop’s
| game of massive conflict in the

| Warhammer 40,000 galuxy. Here
Jervis explains a bit about the history
of the Epic 40,000 game, and

* explains why he decided to bring out
- the new Adeptus Titanicus

. supplement for it.

S A

Jervis Johnson has been at
the helm of the Fanatic
team for over a year
4‘ now, and has firmly
Y ensconced himself in
. the worlds of
Warmaster, Blood
Bowl, Mordheim,
as well as Epic
40,000, one of his
favourite games.

bout five years ago | started work

¢ with Andy Chambers on the set of
il rules of which | am most proud: the

| Epic 40,000 game system. Instead of
| commanding a handful of tanks and a
few dozen infantry, you command

i| armies consisting of whole companies
of infantry and vehicles, supported by
huge war machines and squadrons of
aircraft. I'd worked on two earlier
editions of this game, both of which
were called ‘Space Marine’, and

|| started life as expansions for a game
| with the unlikely title of ‘Adeptus

- Titanicus’. This parent game had been
. about the giant war machines known
' as Titans which dominate the

I expansive battlefields of the 41st
Millennium, while the Space Marine
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MASSIVE BATTLEFIELDS IN THE 41st MILLENNIUM

supplements provided rules for
infantry and tanks.

When | started work on Epic 40,000 |
had one very important goal in mind,
and that was to put the player in the
role of an army commander. The
emphasis of the earlier versions of the
game (the Space Marine editions) had
been on providing special rules for
different types of tanks and infantry
rather than trying to show the
problems of supreme command. |
wanted to change that and provide a
fast-moving game where a player was
presented with constant challenges to
his ability as a commander: Where
should he attack? When should he
throw in his reserves? When should
he stand and fight, and when should
he pull back and regroup? | wanted to
make sure that the player was
presented with questions like these,
rather than just a dice-rolling contest
like the earlier versions of the game.

The other thing | wanted to do was to
show something called ‘the
suppressive effect of firepower’. In
real-life combat the effect of shooting
is not just to kill the enemy, but to
force them to keep their heads down
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so they won’t shoot back at you. Once
an enemy is suppressed it is an easy
matter to set up an assault to finish
them off, or bypass them so that your
reserves can finish them off. Most
wargames don't do much to show the
suppressive effect of fire other than
saying that if a certain number of
models are killed then the rest of the
unit must take a Morale check. |
wanted to avoid going down this route
with Epic 40,000, and instead came up
with a system of ‘Blast markers’
where, even if shooting didn't cause
any casualties at all, it could still
suppress an enemy force.

You can find out exactly how we went
about achieving these twin aims in the
more detailed description of the

Epic 40,000 rules which follow.
However, as is so often the case
when you have a burning desire to
achieve a certain goal, it is easy to
lose sight of other things which may
be equally important. In the case of
Epic 40,000 what [ ‘lost sight of was
the central importance of Titans and
other large war machines to Epic
scale games. Most importantly of all, |
had forgotten that the first game we
did when we started out making ‘Epic
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-Impcrial Warlord Titans confront Eldar Titans.

scale’ games was Adeptus Titanicus,
and that the rules for infantry and
tanks only followed along later on.
Now don't get me wrong, Epic 40,000
does include rules for Titans,
Gargants, Eldar Phantoms, etc.
However, these war machines are
very much side-lined, and end up
playing second fiddle to the tanks and
infantry detachments which make up
the core of an Epic 40,000 army.

With hindsight (a great giit!) | think the
mistake | had made was to treat war
machines in the same way that |
treated everything else in the game,
so that Titans ended up as being just
another element in a player’'s army,
when really these towering war
machines deserve to be seen as the
central part of any Epic scale force.
Or, to put it another way, it should
have been the infantry and tanks that
were playing second fiddle to the
Titans {or Ork Gargants, or Eldar
Phantoms, or whatever), rather than
the other way around. Apart from
anything else it is the huge war
machines you can employ which is
the main thing that differentiates Epic
40,000 games from Warhammer
40,000 games, so it makes sense that
they should be the starting point of
any Epic scale army.

Unfortunately, | didn't realise this until
after Epic 40,000 had come out. The
question now was how to fix things
and return Titans to their former glory,
while not at the same time wreaking
havoc with all of the great work we'd
done with the Epic 40,000 game
system. Enter Gav Thorpe with his
‘Adeptus Titanicus II' rules, and Tony
Cottrell of Forge World.

Gav’s rules were based on my old

e L

Adeptus Titanicus rules (thus the title),
but | have to say are much better than
my earlier effort. They allow players to
have really entertaining games fielding
nothing but Titans on either side. The
rules are written as a ‘stand alone’
supplement which didn’t require the
Epic 40,000 rules in order to use
them. However, | have added some
notes about how to use Gav’s new
rules to replace those for Titans in
Epic 40,000, so players can include
tanks and infantry in games of
Adeptus Titanicus if they wish.

The first part of Gav’'s rules appeared
in Epic Magazine One, and they have
been expanded and improved in
following issues of the magazine.
Future issues of Epic magazine will
include rules for other races too. Don't
worry if you missed the magazine,
because we’ve put PDF files of the
rules on the Games Workshop
(www.games-workshop.com)

and Forge World websites
(www.forgeworld.co.uk), which you
can download for free. As an added
bonus, because of the ‘stand alone’
nature of the Adeptus Titanicus rules
system, this effectively means that
you can get a free game by simply
visiting either website and
downloading them. In order to support
these new rules, Tony Cottrell, the
man behind Forge World, has very
graciously agreed to start making a
range of new Epic scale Titan models
in resin, to add to the range of
exquisite Epic scale resin terrain
already in the Forge World range.
First of these will be a new version of
the Reaver Titan — keep checking the
Forge World website or join their
mailing list for more details of this
exciting project.

The availability of the Adeptus
Titanicus and the Epic 40,000 rules
mean that you now have a number of
ways to enjoy Epic scale games. If the
thought of giant Titans blasting the
hell out of each other in a tense
tactical battle is your cup of tea, then
the Adeptus Titanicus rules will allow
you to satisfy your desire to become
the Princeps of a hundred foot tall
giant robot bristling with huge
weapons of destruction. If on the other
hand you want to see if you are up to
the strategic challenges of
commanding a huge Warhammer
40,000 battle force, then Epic 40,000
will allow you to take command of just
such an army and prove your skill as
a commander-in-chief. Last, but far
from least, you can combine the two
games together for the ultimate
combined arms game.

If any of these ideas appeal to you
then on the following pages you’ll find
more information on both the Adeptus
Titanicus and Epic 40,000 games and
model ranges, as well as details of
how you can get hold of them. You
can also visit the Epic 40,000 section
of the Games Workshop website and
the Adeptus Titanicus section of the
Forge World website to discover more
about these two games and the
extensive model range that supports
them both. But that's quite enough
waffle from me, apart from to welcome
you to the joys of tabletop warfare on
an all together larger scale!

Happy gaming!

o S
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In Epic 40,000 you commund huge
armies consisting of hundreds of men
and armoured vehicles, where your
skills as a supreme commander are
tested to the full.

Epic 40,000 is a game of conflict on
a massive scale. It is designed to
put you in the role of an army
commander, deciding how best to use
the troops under your command to
outwit and destroy the enemy. The
game is designed to be very fast
playing, so you will need to be able to
make decisions quickly, and react to
sudden changes in fortune rapidly and
decisively.

~ EPIC 40,000

COMMANDING VAST ARMIES IN THE 41st MILLENNIUM

Instead of commanding squads and
individual tanks like you do in a game
of Warhammer 40,000, you command
units called ‘detachments’. A
detachment can include infantry and
tanks, and is usually the same size as
a whole Warhammer 40,000 army. In
a typical game you will control half a
dozen or more such detachments, as
well as supporting units of artillery,
aircraft and gigantic war machines.

A huge Ok Ft:&:d r::ks warbad sw:ps towards the Imperial Guard detenders

48 EPIC 40,000

The turn sequence in Epic 40,000 is
‘interwoven’. This is very different to
Warhammer 40,000, which uses an ‘|
go, you go’ sequence of play where
one player moves, then shoots, then
assaults, and only then does his
opponent get to react. In Epic 40,000,
both players move in the Movement
phase, shoot in the Shooting phase,
and assault in the Assault phase.

To make things even more interesting,
at the start of the turn each player
may give ‘special orders’ to the
detachments under their command; if
you want a unit to launch an assault
they must be given ‘assault’ orders,
for example. The interwoven
sequence of play and the rules for
special orders reward players who are
able to plan carefully what they are
going to do and carry it out no matter
what the enemy throws at them.

The Epic 40,000 rules emphasise the
importance of using firepower to
soften up the enemy for a decisive
assault. Shooting is handled quickly
and simply by adding up the firepower
of all the units in a detachment and
referring to a special Firepower table
to determine how many hits are
inflicted, and how many ‘Blast
markers’ are placed on the target to
show the suppression effect of fire.
Units that accumulate lots of Blast




Both sides suffer heavy casualties during a vicious assault.

markers are very susceptible to
enemy assault, which takes place
after all shooting has taken place.

Assault combat is bloody and decisive,
and one side or the other will be forced
to retreat and give up ground. Because
of this you must plan your attacks very
carefully; a well-timed attack will break
the enemy line, but a mistimed one
can lead to a fatal reverse!

All'in all, Epic 40,000 is a game that
rewards the player who can plan
ahead, while at the same time being
able to modify their plans in the face of
enemy action. It is a game for players
who relish the challenge of
commanding a large and diverse army
and leading them to victory by out-
thinking and out-witting their opponent.
It is a game for generals and supreme
commanders rather than their captains
and lieutenants. It is truly a game of
war on a massive scale!




I the idea ofugewur machines that are ADEPT“S TITANIC“S

capable of destroying whole armies single-

hnstes el Mgl f g Ty TOWERING WAR MACHINES IN THE 41st MILLENNIUM

Adeptus Titanicus is the game to play.

he Adeptus Titanicus rules place

you firmly in the role of a
commander of one of the towering
war machines which dominate the
battlefields of the 41st Millennium,
Currently you can choose to be the
Princeps of an Imperial Titan, the
Kaptin of an Ork Gargant, or the Spirit
Seer of an Eldar Phantom Titan, and
we will be adding further races to the
rules in the coming months.

At the start of the game, each
commander is given a randomly
chosen mission. You do not have to
reveal the nature of your mission until
the end of the game, at which point the
success of each commander at
carrying out their orders is assessed,
and the commander who has been
most successful is declared the winner.

Your first duty as commander is to pick

the weapons that your war machine is

armed with. Each type of war machine

can be armed with a variety of

different weapons, and each weapon

has its own set of strengths and _ !
weaknesses. Picking the right ‘weapon o -lh;pt;eia] '\ﬁark;d Titen o
mix’ is vital to achieving victory.
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facility.

Once you have equipped your war
machine you can take it into battle.
You will have to decide exactly how
the war machine under your command
will move, and what weapons it will
use against the enemy. Your tactical
ability to get the most out of your war
machine while still achieving your
mission will determine whether you
win or lose the game.

Although designed as a complete
game in its own right, Adeptus
Titanicus can also be combined with
Epic 40,000. If you do this then the
more detailed Adeptus Titanicus rules
replace the simpler rules for war
machines included in the Epic 40,000
rulebook. Combining the two games
together also allows you to include
small detachments of tanks or infantry
in your Adeptus Titanicus games.

ENEE S AR

Adeptus Titanicus has been designed
by Gav Thorpe and originally
appeared as a series of articles in
Epic Magazine. You can download the
rules for free from the Epic section of
the Games Workshop website, and
from the Forge World website.
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B EPIC 40,000 )

1756 §8.008 § ABEPTSS TiTRETRS

How like a god be is, that ancient machine, primal of all bis kind, the Imperator! His mighty
Sists, massive like two towers of destruction, laden with the doom of Mankind'’s bitter foes. He
watches over us now as battle joins, and in bis shadow we shall advance upon our Enemies

and defeat them.

— Litany to the Machine God

Epic 40,000 lets you fight battles with everything from lowly infantry to the terrifying war engines that
dominate the battle zones of the 41st Millennium. From the smallest to the greatest, every warrior and
weapon has its part to play and must complement one another in combat — war engines fighting in cities
need their own infantry to enter buildings and drive out enemy troops, infantry in the open need support
from their own tanks or they will be swept away by enemy war engines.

NEW EPIC 40000 MINIATURES

We are regularly adding
new models to the
current range of Epic
40,000 miniatures.
From new Titans and
vehicles to resin-cast
terrain pieces, you can
expand upon the
existing Epic 40,000
armies. Details of the
latest releases can be
found at the Fanatic
website and the entire
range can be found in
the Epic 40,000 section
of the Games Workshop
website.

Battiefleet Gothic, Warhammer
Quest, Warmaster & Epic 40,000
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Mordheim, Necromunda,

EPIC 40,000
MAGAZINE

Epic 40,000 Magazine is
filled with great articles
and all the latest news
about the game. It's

EPIC 40,000 PLAYER’S EDITION

Epic 40,000 is Games Workshop’s game of Warhammer 40,000

in micro-scale, where you can play massive battles with
legions of infantry, whole divisions of battle tanks and
majestic Titans, machines as tall as skyscrapers and with
weapons so huge and powerful they can level entire cities.
This special Player’s Edition set includes all three rulebooks
and all of the card playsheets and counters in the pack.

also the place where
the rules supporting
the new Titans and
miniarures produced
by Fanatic can be
found.

This magazine is
available from good
games stores
everywhere, or
direct from Games
Workshop Mail
Order and the
Games Workshop
website. Subscriptions for Epic
Magazine are also available.

EPIC 40,000 MINIATURES

There is an extensive range of Epic 40,000 miniatures available
from Games Workshop Mail Order. These include all of the
armies featured in the game - from infantry sprues to armoured
fighting vehicles through to the mighty Titans themselves.

Phone Games Workshop Mail Order or check out the Epic 40,000
section of the Games Workshop website for details.

TEL ORDERS: (UK) 0115 91 40000 (US) 1-800-394-GAME TEL ENQUIRIES: 0115 916 8127




T Space Marl‘nes arean eﬁte fighling force. T{mngl: few in mlmher!
ﬂhht ith surgical precision, striking lighiulng fast from orbit straight into |

EPIC 40000 SPACE MARINE ARMY DEAL
" Space Marine Army Deal: Ten Space Marine Battle Group plastic frame
(E?‘.B Marines in totalt), five Space Marine Tank plastic frame (30 Rhinos and 10

The Orks are a a;lmric race m;a Ilie' for war. -ﬁisv'gathel; lntn.ﬁuga
-armies called a ‘Waaagh!’ and pour forth across the galaxr
in a green tide of destruction.

R EPIC 40000 ORK ARMY DEAL )
* Otk Army Deal: Ten Ork Mob plastic frame (640 Orks, 150 Gretchin and 18

Stompers i totalt), five Ork Battlewagon plastic frame (15 Battlewagons),

Raidms Pri
) tum ea‘.ato: S (e adet), one Drmdnﬂugm pock (4 mpdelfj Urmdnaught packs {6 models), one Wartrak pack (4 madeIs}, three War Bug

The Titans of the Titan  §
Legions are amongst the most
destructive weapons in the  [|f
Imperial armoury. Each Titan l 3
stands 30 feet high or more
and is armed with an arsenal
of heavy weapons. Nothing
can stand against them!

TITAN BATTLE FORCE N
Adeptus Titanicus Deal: Two Warlord [§
Titans, two Reaver Titans and one -

Warhound Titan.

All for £50.00 The Adeptus Titanicos rules are available for free from the Fanatic and

a}' Fnrga,j'lmld websites (see below for the URLs). The rules allow you to
fight tense tactical hattles between the Titans and other war mach
‘which dominate the battlefields and the 41st Millennium, I:umbmlll

ALSﬂ UUT LIZARDMAN BLOOD BOWL TEAM'

Also out this month from Fanatic is the brand new Lizardman team for Blood Bowl. You can order the
team, sculpted by Mark Bedford, on-line and from Mail Order (details below). Ask also for details of the
specially priced 'team deal’. The Blood Bow! game and Death Zone supplement are aiso available.

HOW TO ORDER

You can get Fanatic models from the Fanatic on-line Store or direct from Games Workshop Mail Order:
To order on-line: Visit our store at www,games-workshop.com/fanatic/. Click the “on-line store’ link in the side
bar, and then on the Epic 40,000 logo which will appear on the store page.

Or phone our helpful Mail Order Trolls on:
= UK 011591 40000 = USA 1-800-394-GAME
Enquiries: If you have any trouble getting what you want, you can e-mail Fanatic at
fanatic@games-workshop.co.uk. Explain the problem and we’ll do our best to sort it out. We also welcome

suggestions and comments.

WEB: www.fanatic-games.com E-MAIL: fanatic@games-workshop.co.uk

The models on these pages are not shown at actual size.



Lord Inquisitor Gav
* Thorpe has been
enjoying his position
tremendously since
Inquisitor was released,
and has been accusing
anyone without a
copy of the book of
being a vile heretic.

Expanded Rules fFor Inguisitor

Exterminatus is our regular Inquisitor column, featuring new rules,
wargear, special abilities, etc. This month Gav presents new rules for
mutations and a deadly new close combat weapon — the Decapitator.

. Mutations are a special type of Exotic

| ability, and should be treated in the

| same way when creating mutant
characters. Remember that some of the
Exotic abilities in Inquisitor may be the
result of physical mutations, such as
regeneration, spit acid and vampirism.
Any character with three or more
mutations is always fearsome as well.

If you are using the Random Character
Generator from last issue, a character
has a 5% chance of having Dé
mutations, rolled randomly on the table
shown here. Re-roll mutations which
are obviously contradictory (such as
. iron hard skin or scales and rotting
flesh, for example).

MLITAT[E!NS

MUTATIONS :t'ABLE
Mutation.. 7~

p100 ;
01-09 Atrophled (random Ilmb)
10-20  Bony crest. AR
21-30 Club hand A
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37-45
46-50
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Quovandius and Mutant Emissary Fabian show a varicty of the mutations described.
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ATROPHIED

One or more of the mutant's limbs is
withered and feeble, with little or no
muscle power. A single atrophied leg
reduces all of the character’'s movement
rates, except crawling, by 1 yard and
means the character cannot sprint. If
both legs are atrophied the character is
affected as for one leg. In addition they
count moving faster than a walk as a
risky action and if they fumble their
action roll, will fall over and spend the
rest of the turn prone.

An atrophied arm is at half Strength.
This means their overall Strength is
reduced by a quarter (or halved if both
arms are atrophied). The Strength of
their normal arm is equal to two thirds
of their modified Strength value. For
example, if a character had Strength
65, this would normally be 33 in each
arm (actually 32.5 but we round up). A
character with an atrophied arm would
reduce their overall Strength by 17 to
48. The atrophied arm would count as
Strength 16 and the other arm Strength
32, for the purposes of Strength tests.

BONY CREST

The mutant's skull has abnormal
growths across it, thick protrusions of
bone that jut through the skin like a
crest or horns. This bone gives the
mutant additional protection to its
brain. The mutant may re-roll the
Toughness test to see if it is stunned
when hit in the head.

CLUB HAND

The mutant’s fingers and hand have
fused together into a single knobbly
lump, giving it a powerful punch but
rendering it unable to use the hand for
anything else. The mutant may not
hold anything in the club hand, but it
may be used in close combat. The ¢club
counts as an unarmed attack that does
an additional D6 damage.

T L R T A T,
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CYCLOPEAN

The mutant only has a single eye,
destroying their depth perception. The
mutant doubles any penalties to hit due
to range modifiers (bonuses for range
modifiers are unaffected).

FANGS

Abnormally long and sharp teeth line the
mutant’s mouth, giving it a fearsome
bite. Once per turn the mutant may
make a free bite attack against a single
close combat opponent within arm’s
reach. This does not take up any of the
mutant's actions, and counts as an
attack with an improvised weapon.

IRON HARDO SKIN

The mutant is covered is thick, leathery
skin like an elephant or rhino, which is
insensitive and therefore reduces the pain
felt from injury. Any time the character
must add damage to their injury total,
deduct 1 from the amount added. This
has no effect on location damage.

ROTTING FLESH
This horrid mutation means that the
mutant's skin is constantly dying and

- —
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sloughing off, exposing fat and muscle.
This disfigurement gives off a
disgusting stench and leaves them
susceptible to injury as even glancing
hits can rip off hunks of flesh. The
character reduces their base injury
value by 1 and they can be smelt by
other characters on a successful
Awareness test up to ten yards away
and will be smelt automatically within
five yards.

SCALES

In places, the mutant’s skin has formed
into hard, bony scales which act as a
form of natural armour. Add 1 to the
character’s base injury value.

TALONS

The mutant’s fingers are little more
than sharp bone, which makes for a
great natural weapon but hinders
their manual dexterity. A character
may have one or both hands as
taloned. A taloned hand cannot be
used to carry anything, but the
character counts as being armed with
a short sword (which cannot be
dropped, etc).

NE
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The following is a new item of
wargear to equip your characters
with, and is used by Simeon 38X as
detailed elsewhere in this issue.

DECARITATORS
Decapitators are a vicious close
combat weapon often fitted to
combat cyborgs such as Pit Fighters,
Arco-flagellants and Adeptus
Mechanicus Praetorians. Consisting of
four shear-like cutting blades, a
decapitator can snip off whole limbs
or, as the name suggests, lop of an
enemy's head with one blow!

A decapitator has the following
profile:

Penalty Parry
-25%

Reach Damage
2 2D6

A character armed with a decapitator
can attempt to make a special 'shear’
attack. The attack is at -25% to hit,
in addition to other modifiers. A
shear attack does not do normal
damage, instead the location hit
automatically suffers D6 levels of
injury. Increase the victim's injury
total by the minimum amount

'WABGEAR & RLULES CORRECTION

- Ncomadian osia

needed to inflict this amount of
damage. For example, if a character
with a Base Injury Value of 6 is hit in
the arm, and the D6 roll comes up a
3, the injury is Severe and their injury
total increased by 18.

RULES CORRECTION!

It appears the forces of Chaos
breached manuscript security before
Inquisitor was printed, leading to a
somewhat bizarre physical alteration
of our forces. Please note that the hit
location table (and the one on the
character sheet) is incorrect and
should be amended to the following:

HIT LOCATION TABLE

D100 Location . -
| 01-15  Rightleg

16:307 e leg TRV
5135 Grain

36:50111 Rightarm

51-65

Left arm
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The clash of swords on armouy, 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 territory,
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

56 GAMES WORKSHOP STORES

STORES

Find out what’s happening near you!
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The chance to 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

Come and use the store armies to play with!

able to offer you advice on modelling
and painting your army, and will also
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 STORES OPENING TIMES!

If you want to know where your nearest Games Workshop store 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 40 000 to find out where they are!

Normal opening hours are: Mon-Wed & Fri-Sat: 10am to 6pm. Thurs: Midday to 8pm. Sun: 10am to 4pm.
Games Workshop stores marked with a star do not open on Sunday; please contact your local store for details.

UK STORES

ALTRINCHAM: Unit 1, 17 Grafton Street.

Tel: 0161 929 9896

BASINGSTOKE: 3 Potters Walk, Wote Street.

Tel: 01256 466 050

BATH: 30 Upper Borough Walls. Tel: 01225 314 414
BEDFORD: 10 Greyfriars. Tel: 01234 273 663

* BIRMINGHAM: 116 Corporation Street.

Tel: 0121 236 7880

BLACKPOOL: 8 Birley Street. Tel: 01253 752 056
BLUEWATER CENTRE:Thames Walk, Bluewater,
Greenhithe, Kent. Tel: 01322 427 880

BOLTON: Unit 13, The Gate Centre,

Tel: 01204 362 131

BOURNEMOUTH: 24 Post Office Road.

Tel: 01202 319 292

BRIGHTON: 7 Nile Street. Tel: 01273 203 333

« BRISTOL (CENTRAL): 13 Broad Weir.

Tel: 0117 925 1533

BRISTOL (CRIBBS CAUSEWAY): Unit 129 (next to
M&S), Upper level, The Mall at Cribbs Causeway.
Tel: 0117 959 2528

CAMBRIDGE: 8 Bridge Street, Tel: 01223 313 350
CANTERBURY: Unit 5 [ron Bar Lane.

Tel: 01227 452 880

CARLISLE: Unit 2, Earls Lane.Tel: 01228 598 216
CHELMSFORD: Unit 4C, Phase 2,

The Meadows Centre. Tel: 01245 490 048
CHELTENHAM: 16 Pittville Street. Tel: 01242 228 419
CHESTER: 112 Foregate Street. Tel:01244 311 967
COLCHESTER: 2 Short Wyre Street.

Tel: 01206 767 279

COVENTRY: Unit 39, Upper Level, Cathedral Lanes
Shopping Centre. Tel: 02476 227 311

CRAWLEY: 11 Broadway. Tel: 01293 552 072
DARLINGTON: 78 Skinnergate. Tel: 01325 382 463
DERBY: 42 Sadler Gate. Tel: 01332 371 657

#r DONCASTER: Unit 10, The Colonnades.

Tel: 01302 320 535

DUDLEY: Unit 36, Merry Hill Centre, Brierley Hill.
Tel. 01384 481 818

EASTBOURNE: 13 Terminus Road.

Tel: 01323 641 423

EXETER: 12 Paris Street. Tel: 01392 490 305
GLOUCESTER: 35 Clarence Street.

Tel: 01452 505 033

GRIMSBY: 9 West St Mary's Gate.

Tel: 01472 347 757

GUILDFORD: Unit 1, 9/12 Tunsgats.

Tel: 01483 451 793

HARROGATE: 29 Beulah Street. Tel: 01423 564 310
HEMEL HEMPSTEAD: 16 Bridge Street.

Tel: 01442 249 752

* HIGH WYCOMBE: Unit 29, The Octagon Centre,
Tel: 01494 531 494

HULL: 30 Paragon Street. Tel: 01482 589 576

¥ » [PSWICH: 2nd Floor, Debenhams,

Waterloo House. Tel: 01473 210 031
LEAMINGTON: 22 Park Street. Tel: 01926 435 771
« LEEDS (CENTRALY}: 12-16 Central Road.

Tel: 0113 242 0834

LEEDS (WHITE ROSE): Unit 28D (near Debenhams),
White Rose Centre. Tel: 0113 272 3470

* LEICESTER: Unit 2,16/20 Silver Street.

Tel: 0116 253 0510

LINCOLN: Unit SUA, Saltergate (on outside of
Waterside Centre). Tel: 01522 548 027
LOUGHBOROUGH: 22 Biggin Street.

Tel: 01509 238 107

« LIVERPOOL: 47 Lord Street. Tel: 0151 258 1404
LUTON: 12 Park Street. Tel: 01582 417 474
MAIDENHEAD: 2 Blandy House, 3/5 King Strest.

Tel: 01628 621 854

MAIDSTONE: Unit 6, 1/9 Pudding Lane. Tel: 01622 77 435
* MANCHESTER (CENTRAL): Unit R35 Mardsen Way
South, Amdale Centre, M4 3AT. Tel: 0161 834 6871
MANCHESTER (TRAFFORD CENTRE):

Unit H2, Festival Village, The Trafford Centre,
Trafford Park. Tel: 0161 747 2121
MIDDLESBROUGH: Unit 33, 39 Dundas Street.

Tel: 01642 254 091

= MILTON KEYNES: Unit 2, West End Extension, 504
Silbury Boulevard, Milton Keynes Shopping Centre.
Tel: 01908 690 477

NEWCASTLE (CENTRAL): 63 Clayton Street.

Tel: 0191 232 2418

* NEWCASTLE (METRO CENTRE): Unit B14, First
Floor (near the Mediterranean Village). Tel: 0191 461 0950
NORTHAMPTON: 38 Princess Walk, Grosvenor
Centre. Tel: 01604 636 687

NORWICH: 12-14 Exchange Street. Tel: 01603 767 656
* NOTTINGHAM (CENTRAL): 34a Friar Lane.

Tel: 0115 948 0651

* NOTTINGHAM (WARHAMMER WORLD):

Willow Road, Lenton. Tel: 0115 916 8410

OXFORD: 1A Bush House, New Inn, Hall Street.

Tel: 01865 242 182

PETERBOROUGH: 3 Weniworth Street.

Tel: 01733 890 052

PLYMOUTH: 84 Cornwall Street. Tel: 01752 254 121
POOLE: Unit 12 Towngate Centre, High Street.

Tel: 01202 €85 634

PRESTON: 15 Miller Arcade. Tel: 01772 821 855

» PORTSMOUTH: 34 Arundel Street.

Tel: 02392 876 266

* READING: 111 Broad Strest Mall. Tel: 0118 959 8693
ST ALBANS: 18 Heritage Close, off High Street.

Tel: 01727 861 193

SALISBURY: 1b Winchester Street.

Tel: 01722 330 955

SHEFFIELD (CENTRAL): 16 Fitzwilliam Gate.

Tel: 0114 275 0114

= SHEFFIELD (MEADOWHALL CENTRE):Unit 91B,
High Street, Upper Mall (next to entrance hear Boots).
Tel: 0114 256 9836

SHREWSBURY: Unit 1, 2 Bridge Street.

Tel: 01743 362 007

SLOUGH: 101 High Street. Tel: 01753 575 675
SOLIHULL: 690 Warwick Road. Tel: 0121 705 7997
SOUTHAMPTON: 23 East Street. Tel: 02380 331 962
SOUTHEND: 12 Southchurch Road.

Tel: 01702 461 251

SOUTHPORT: Unit K2, Marble Place Shopping Centre.
Tel: 01704 501 255

STOCKPORT: 32 Mersey Square. Tel: 0161 474 1427
STOKE: 27 Stafford Street, Tel: 01782 205 287
SUNDERLAND: 253 York Street, (just off the

High Streset near M&S). Tel: 0191 567 3646
SWINDON: 17 Fleet Street. Tel: 01793 436 036

* THURROCK: Unit 415B, Level 3/Food Court,
Lakeside Shopping Centre. Tel: 01708 867 133.
TORQUAY: 12 Market Street. Tel: 01803 201 036.

TRURO: Unit 1, Bridge House, New Bridge Street.
Tel: 01872 320 047,

TUNBRIDGE WELLS: 4A Camden Road.

Tel: 01892 525 783.

WALSALL: Unit 27 Old Square Shopping Centre.
Tel: 01922 725 207

WARRINGTON: Unit 20, Time Square (near Currys).
Tel: 01925 651 984

WINCHESTER: 6 St Georges Street.

Tel: 01962 860 199

WOKING: Unit 3 Cleary Court. 169 Church Street,
Tel: 01483 771 675

WOLVERHAMPTON: Unit 98, Mander Centre.

Tel: 01902 310 466.

WORCESTER: 4 Charles Street. Tel:01805 616 707
YORK: 13a Lendal. Tel: 01904 628 014

LONDON (INNER M25)
* BROMLEY: Unit 8, The Mall, Bromley. Tel: 0208 466 0678
BRENT CROSS: Unit F9, Lower Mall (near Fenwicks),
Brent Cross Shopping Centre. Tel: 0208 202 4979
CROYDON: Unit 35, Drummond Centre (outside at the
back of the centre), Keeley Road. Tel: 0208 680 4600,
EALING: 52D St Saviours Mall (towards back of the
centre), Ealing Broadway Centre. Tel: 0208 840 0171
ENFIELD: 3/5 Genotin Road. Tel: 0208 363 3238
HAMMERSMITH: 161 King Street. Tel: 0208 846 9744
HARROW: 296 Station Street. Tel: 0208 861 2350
KENSINGTON: Shop 7, Lancer Square,
Kensington Church Street. Tel: 0207 937 7011
* KINGSTON ON THAMES: 33 Fife Road.
Tel: 0208 549 5224
+ OXFORD ST (LONDON): Unit F10, The Plaza
Shopping Centre, 1st floor, 116-128 Oxford Street.
Tel: 0207 436 0839
RICHMOND: Unit 8, Westminster House, Kew Road.
Tel: 0208 948 6122
Y ROMFORD: 12 Quadrant Arcade,
Tel: 01708 742 140
STAINES: 52D Elmsleigh Centre (at back of M&S).
Tel: 01784 460 675
SUTTON: Unit 24, Times Square Shopping Gentre.
Tel 0208 770 9454
* WATFORD: Unit Q, 1A Queen Steet, Harlequin Centre,
Tel: 01923 245 388
WALES
CARDIFF: 31 High Street, Glamorgan. Tel: 02920 644 §17
NEWPORT: 25 Skinner Street. Tel: 01633 256 295
* SWANSEA: 45 Princess Way. Tel: 01792 463 969
SCANDINAVIA
* COPENHAGEN: Frederiksborggade 5.
Tel: ++ 45 33 122 217
* STOCKHOLM: Regeringsgatan 30, 111 47.
Tel: ++ 46 821 3840
NETHERLANDS
* AMSTERDAM: Rokin 36, 1012KT.
Tel: ++ 31 206 223 863
HAARLEM: Gierstraat 29, 2011 GA.
Tel: ++ 31 23 551 7677,
NIJMEGEN: Stikke Hezelstraat 48, 6511 JZ.
Tel: ++ 31 24 3224 7000.
ROTTERDAM: 452 Van Oldenbarneveliplaats.
Tel: ++ 31 102 800 268

“
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Every Games Workshop store
is a centre for gaming,
painting and modelling.
Wherever you are in
experience, hetween being a
complete newcomer or a
veteran, you'll find something
to interest you.

Throughout each week, the
focus of the store is aimed
towards different gamers’
needs. If you browse over
these pages you will be able
to see which activities will
suit you best.

GAMES WORKSHOP

STORES

What’s going on in your local store?

ALL DAY TUESDAY

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 your 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.

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!

ALL DAY SATURDAY

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 you go in to
check out the latest new miniatures!

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

hobby. We 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.

[ S
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THURSDAY NIGHT

*B Games Workshop stores

B stay open late on
Thursday to play
awesome games — huge
battles, vindictive grudge
matches and good
natured team battles.

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,
particularly if you’ve just
graduated from our
Sunday Beginners’
programme.

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 help you out.

; Please call your local
£ h' 4 s
or Warhammer 40,000 store for details.

HOEWAYEGTANTING

Don’t be bored in the school holidays!

For a lucky few the summer holidays are already upon us! While some
areas aren’t on their holidays till July, many parts of Scotland &
Ireland are already enjoying their breaks, so whether you play
Warhammer, Warhammer 40,000, or are brand new to our games,

youw’ll find something for in your local store. S atul'day

There will be battles every day for anyone to join in, but that’s just the
start of it! Check out the location of your nearest store on 7th J“ly
the maps over the page.

Warhammer participation game.

Call your local store for details. ;
Ring your local store for more details.
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:  GW ABERDEEN: Unit 1, 30/40 Upper Kirkgate. = 01224 621 261
2:  GW AYR: 10 Arran Mall, Dalblair Arcade

(behind Hourstons dept. store). = 01292 610 673

3: GW BRAEHEAD: 115 Braehead Shopping Centre,

King Inch Road. & 0141 885 9440

GW DUNDEE: 110 Commercial Street. = 01382 202 382

GW EAST KILBRIDE: 4 Righead Gate

{at the back of M&S). = 01355 224 680

+ GW EDINBURGH: 136 High Strest. = 0131 220 6540

GW FALKIRK: 12 Cow Wynd. = 01324 624 553

« GW GLASGOW: 98/200 Hope Street. = 0141 332 5588

GW STIRLING: 14 Barnton Street. = 01786 448 263
* THE HOPE CHEST: 22 Hunter Street, Kirkcaldy.

o 01592 260116
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@ Games Workshop stores
@ Independent Stockists

s Inquisitor Stockist

There are no less than 21 Games Workshop stores and independent '

stockists in Soctland. If you're 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.

11:

THE HOPE CHEST: 103 High Street, Kinross. = 01577 862516
MCLENNAN TOYMASTER: 14 Palace Road, Kirkwall. = 01856877788
+ A1 BOOKS & COMICS: 635 Great eastern,Glasgow. = 01415526692
+ INVERNESS TOYS: 15/18 The Victorian Market, Inverness. = 01463 222235
JUNNERS TOYMASTER: 51 South Street, Elgin. = 01343 542492
SPORTS & MODEL SHOP: 66 High Street, Dingwall. = 01349 862346
GEORGE DONALD LTD: 7 St Andrew Street, Peterhead = 01779 474737
GARDINERS: 46 &51 High Street, Brechin. = 01356 622265

J. YULE & SON LTD: 86 High Strret, Arbroath. = 01241 872195
TOYTOWN: 16 New Street, Paisley. = 0141 887 2395

THE NAPPY PIN: 62/64 Bonnygate, Fife. = 01334 653160
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N ortﬁern f;grland & Eire |

NORTHERN IRELAND Why not pay a visit to your lacal Games Workshop store or independent
: ® GW BELFAST. 70A Castle Court (towards back of the centre).  stockist. There are over 25 stores around Northem Ireland & Eire, so

= 02890 23 3684 come down and check out the latest releases. Each store carries the ?

o
o

=Y

QY HISAUAN: 4 Smithficlds Square. = 02832 634 150 complete range of Games Workshop products and runs a whole host of
TRASH: 12 Waterloo Street, Derry. = 02871 372124

2
3. . .
4 STEWART MILLER LTD: 40 Main Sireet Bangor = 028 91 270105 981 9aMes. Just fing your nearest store for more details.
5 WHITES TOYMASTER: 3/7 Bridge Street, Omagh. = 028 82242427 .
6: =+ SIGHTS & SOUNDS: 6 Thomas Street, Ballymena = 028 25630373 A -
7:  D.JEFFERS & CO. LTD: 8 Mandeville Street, Portadown. = 01762 350889 el
8 LINTON & ROBINSON: Abercom Square, Strabane. = 0287 1384920
EIRE
¢ GW DUBLIN: Unit 3, Lower Liffey Street. = 00 35 31 872 5791
10: GW BLANCHARDSTOWN: Unit 249a,
Blanchardstown Shopping Centre, Dublin. = 00 353 1 822 3868
11:  PICK AND SAVE: Unit 7, Longwalk shopping centre, Dundalk.
= (00 353 42 9327356 i
12:  ITS MAGIC: Unit 223, Eyre Square Shopping Centre. Galway = 00 353 §1 563313
13; THE HOBBY SHOP: 85A The Quay, Waterford. 00 353 51 852227
14:  KILLARNEY MODEL RAILWAY: Beech Rd. = 00 353 64 34000
15:  » THE GATHERING: 43 Lower
Gerald Griffin Street, Limerick.,
= 00 353 61 315133
16: BAMBA TOYMASTER:
312 Dun Laoghaire
Shopping Centre.
= 00353 12004011
BAMBA TOYMASTER:
48 Mary Street, Dublin.
@ 010 35318727100
18: GRAHAMS TOYS: 8
Lyster House, Portlacise. o
= (0 353 502 21081
19: FURLONGS: 4
Vernon Avenue, Dublir!
= 00 3533 18 530395
20: FURLONGS:
Coollock Retail
Park, Dublin.
= (0 3533 18 3184825
21: TOYMASTER YOUGHAL:
9 Main Street, Dungarvan.
@ 00 353 249 3520
22: E.R. HARRIS & SONS: 78 Main
Street, Bray. = 010 353 12867995
23: PLAY & LEARN: 8 Selskar Street,
Wexford. = 00 353 5323788
24: NODDY’S: The Corn Market, Cork
= 00 353 214 275946
25: MICHAEL CROTTY:
77 High 8t, Kilkenny.
@ 00353 562103r
Games Warkshop stores
Independent Stockists
Inquisitor Stockist
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GAMING

Che adds some Hobgobiins to his Chaos
Dwarf army, ready to compete!

This month Che reveals
the worst kept secret in
the gaming club
community. The Gaming
Club Tournament
programme has been
written with help from
Rick Priestley, Jervis
Johnson and the Games
Development team. It’s
certainly worth a look...

HOW TO START

Garming clubs are great things to get
involved in. If you feel you would like
to set up your own group, why not get
your hands on the Gaming Club
Toolkit, a custom-made package
designed for the total club beginner.
You can get yours by either calling
Mail Order (0115 91 40000) or by
popping into your local Games
Workshop store.

JOIN THE NETWORK

If youi're already running a gaming
club, but haven't got around to
registering yet, here’s how:

Option 1: Log on fo the Gaming Club
website.

Option 2: Call Mail Order now!

Option 3: Pop in to your local Games
Workshop store and ask for a
registration form — then simply post it
fo us.

CONTACT DETAILS

If you would like to send in your news
and photos, ask Che a question, or
just drop him a line, you can:

E-mail: clubguy @ games-
workshop.co.uk

Or write to:

UK Clubguy,

Games Workshop HQ. Willow Road,
Lenton, Nottingham, NG7 2WS.

Visit the gaming club website at:
www.gamingclub.org.uk

62 CLUBS
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GAM'NG CI-UB By Che Webster

OURNAMENT

Gaming Club Tournaments are Games Workshop’s
answer to your call for more and better organised

competitive gaming spread across the country. Instead of
hogging all the fun and trying to do it all ourselves, we have
decided to run a ‘sanctioned tournament programme’.

THE HALL OF HEROES WEBSITE
AND GAMING CLUB
TOURNAMENTS HAVE ARRIVED!
For many years Games Workshop has
presented the Grand Tourmnaments to the
gaming community. These annual
events, supporting Warhammer and
Warhammer 40,000 respectively, have
become hugely popular for the chance
they offer the competitive hobbyist to
show their worth on the field of battle.

It seems that the question on so many of
our lips is; “Exactly how good am | at
this?”

Some of you, inspired perhaps by this
idea, went away and began to run your
own tournament events. The spirit of
these events has been very closely
allied to that of the Grand Tournaments,
and these too have become very
successful.

The only problem is that so far there just
haven’t been enough tournaments to
allow everyone who wants to compete a
chance to test their mettle.

The solution was an idea that came from
the United States. The American Rogue
Trader Tournaments, and their own Hall
of Heroes website, had been created
and the team shared their plans with us
here in the UK. The USA programme
was a huge success in the first year
and, having proved itself, became the
inspiration for a similar system of our
own.

Gaming club tournaments allow anyone
with the will a straightforward way to run
their very own sanctioned tournament.
The Hall of Heroes website allows each
player in that event to find out how they
measure up against every other
sanctioned tournament competitor in the
country.

RUNNING YOUR OWN
TOURNAMENT

Running a tournament can be tough.
Even so, there are a number of reasons
why a group of hobbyists might want to
put one together. Besides being another
excuse to play more games in the group,
a tournament acts as a catalyst as
everyone starts planning armies and
practicing. Competitions offer a goal to
finish armies. Add the chance to meet
and battle new people and maybe even

ORGANISERS MANUAL

The Organisers Manual helps to take the
hassle out of planning.

/EEDe S
=
Official ceriificates mean that your winners
get something nice to frame!

Posters, amongst the other useful items in the
package, will help you promote your own teurnament.



reaffirm old rivalries, and you can quickly
see how they can be a load of fun!

THE GAMING CLUB TOURNAMENT
PACK TELLS YOU “HOW TO DO IT"”
To make life easy and keep standards
high, we have created a package of stuff
for you to use. The Organiser’s Manual
gives a full range of advice, instructions
and ideas to take the

hassle out of putting an event together.
[t also contains the Core Tournament
System, and a recommended set of
guidelines for running tournaments for
Warhammer, Warhammer 40,000,
Warmaster and Battlefleet Gothic. With
the pack comes posters, forms,
certificates — in fact all the bits you need
to pull a show together with the
minimum of fuss. If you get the Gaming
Club Tournament pack and decide to run
your own event, you are encouraged to
send in your registration form, allowing
you to apply for sanctioned status and
get your competitors access to the Hall
of Heroes website.

THE TOURNAMENT PRINCIPLES
For a competition to be sanctioned by
Games Workshop, we would like the
organisers to uphold the tournament
principles.Each tournament should be a
little different, and there are many details
where we encourage the use of
_imagination. These tournament
principles, however, go beyond those
details and help to create the spirit of |
competition that we believe is important.

We hope that groups who closely
adhere to the tournament principles will
earn a reputation for running the very
best of tournaments. Subsequently we
hope they that get the highest
attendance from competitors.

We ask all contestants in a gaming club
tournament to give us feedback on the
quality of the event in relation to these
key points. We hope this will help to
make all tournaments better.

THE TOURNAMENT PRINCIPLES

In a gaming club tournament,
the organisers guarantee to
contestants that:

1. They can meet new people and have
a great time gaming.

I1. They will play at least three games,
each taking place at the same time as
all the other competitors’ games.

IH. They will battle against other
painted armies of miniatures.

IV. They will have the tournament
adjudicated by polite, impartial judges
8 referees.

V. They will have the event organised
in a timely manner.

VL. They will ptay in a comfortable and
safe environment.

If your planning on running a large scafe tournament, make sure you plan it well,
and look around to see if there's a local gaming club near you that could help.

THE HALL OF HEROES

One of the best things about the gaming
club tournament programme is the Hall
of Heroes. It is an internet-based listing
of all of the top players in tournaments
for each game system. They are the
Heroes. You can find it on the Games
Workshop website or the Gaming Club
Network website, by following the links.
When a tournament is all over we wouid
like to add every result to the database
that manages the Hall of Heroes.

As for how it scores, we are not going to
reveal everything here, but simply put,
you get points for two things:

1. The bigger the tournament you
attend, the more points you score.
And, at all events you get points just
for turning up to compete.

2. For doing well at each show you get
extra points. If you are the overall
winner you get the most points, buf
the winners of Best Army, Most
Sporting and Best General awards all
score too.

We also add points to the Hall of Heroes
for anyone who attends any official
Games Workshop event — including the
Grand Tournaments. The most points go

to the Grand Tournament Champions.
Finally, the Hall of Heroes runs for a
season, which is basically a single
calendar year. At the close of each
season the top listed players will be
transferred to the Legends section of the
Hall of Heroes website. Imagine being
amongst those people who are “the best
of the best”. We hope that you will all
join in and help us make the Hall of
Heroes the genuine official league for
the country.

WANT TO GET INVOLVED?

To get your copy of the Tournament
Pack, call UK Mail Order on 0115 91
40000 or drop into your local Games
Workshop store. Once you've read it
through, you will be well prepared to run
a successful tournament. Good luck!

For those who want to play, why not
check out the Gaming Club Tournament
section of the Games Workshop
website? There you will find a regularly
updated list of all the officially
sanctioned tournaments, as well as
being able to view the current Hall of
Heroes.

Come on — dust off those armies! Don't
you want to prove you're the best?

Adding a few scenarios or different ferrain can make the tournament more enjoyable.
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. An evocative setting can reully

. give your Inquisitor campaign an
| exciting edge. In this article,

. Gav Thorpe describes how he
went about the creation of Karis
Cephalon, the setting for the
Studio Inquisitor campaign.

Dne of the things that really helps
make a campaign work is having
a well thought out, consistent setting

which grows and changes over the
course of the campaign, providing a
‘'real’ environment in which the players’
battles are set. Having done a bit of

- this myself, this is the first in a series of
articles in which I'll be explaining how
to go about doing just that — creating
and running a world. To illustrate what
I'm talking about, | will be developing

. the Imperial world of Karis Cephalon,

| the setting for our first Studio Inquisitor
campaign.

GETTING STARTED
So, what are those basic details you'll
need to know? Broadly speaking, you
need to think of two things — politics and
technology. In the Imperium, the two
tend to be related to each other, and
generally worlds are categorised by these
two factors (see the box opposite for
some examples of different Imperial

- worlds). Of course, Inquisitor being the
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INOUISITOR CAMPAIGN SETTINGS

game it is, you may even want to set
your campaign on a non-Imperial world;
don't forget locations such as mining
colonies on asteroids, orbital space
stations, aboard starships and the like.

Many of the categories listed can be
mixed and matched to create more
complex environments, which come
under the general heading of “civilised
world'. This is what | did for Karis
Cephalon — | decided to go for a mix of
agriculture, mining and commerce. |
didn’t want a cardinal world as such,
but to create some intrigue and interest
I gave the world a heavy Ecclesiarchy
tradition, so that while it is actually
ruled by an Imperial commander, the
Cardinal of Karis Cephalon has a great
deal of influence.

Technologically, | went for a fairly
standard mix of high-tech and low-tech
equipment. | wanted to create the
impression that while the citizens of
Karis Cephalon had access to certain
wonderful advances of science, it was
by no means complete. | picture a

On the barren world of Zarona, two warbands struggle for supremacy.

RS UG A

T e— T T R T T T

64 CREATING WORLDS

TR

world where steam-driven monorails
criss-cross the continents on great steel
constructions, but smaller combustion
engines are not used. Instead, local
transport is in the form of horse drawn
carts and the like. It is this contradiction
of different technologies which is one
of the strongest themes of the
Warhammer 40,000 universe, and |
wanted a world which captured that
theme in some very real ways.

PUT IT SOMEWHERE!
Have a look at a map of the Imperium
and decide where you want your world
to be. A world's location within the
Imperium has an effect on many things,
including how isolated it is from Terra,
how much the Imperial organisations
interfere with its running, how
important it is considered and so on. A
world in the Segmentum Solar, close to
Earth, is likely to be old, established and
an important part of the Imperium.
Whereas a planet on the Eastern Fringe,
at the edge of the Astronomicon and
far from Terra, will be more of a frontier
world, isolated from authority and left
to its own devices for much of the time.
Its locale will have other influences,
such as the proximity of threats such as
the Eye of Terror, the Tyranid hive fleets
and Ork domains. ‘Also, the position of
your world will have some significance
when determining its history (which I'll
write about in a bit) and its part in
major events that have affected the
Imperium. This is where a bit of
research will come in really handy.

Karis Cephalon is quite close to the
centre of the Imperium, on the border
between the Segementum Solar and
Segmentum Tempestus. Its location
suggests that it's quite an old world, with
regular contact with the Imperium, and
reasonably close {in galactic terms!) to
the spiritually important worlds of Terra,
Ophelia and Gathalamor, establishing a
reason for the Ecclesiarchy's greater
influence in the world's palitics. This also
places Karis Cephalon quite close to the
newly arrived Tyranid hive fleet
Leviathan, and the growing Ork Waaagh!
centred on Armageddon.
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POLITICAL
ORGANISATION

How is your world ruled? Does it have
a sole Imperial commander (this is
usually the case) or some kind of
committee? Does the title pass by
hereditary right or is there some form
of election system? What other

Two warbands fight it out amongst the atmosphere processors of Magnos IL

organisations have some power on the
world? Examples include: trade guilds,
workers unions, planetary aristocracy,
slavers, manufacturing cartels, religious
cults and of course Imperial
organisations such as the Adeptus
Mechanicus, Arbites, Sisterhood and
the Adeptus Astartes.
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There are not only legitimate power
blocs to consider. Are there rebels on
the world, who wish for a change in
rulership? There may be pro- and anti-
Imperial factions vying for dominance,
terrorist groups who are pro-alien, or
anti-mutant. There may be subversive
religious sects. These underground
factions can be used to aid or oppose
the Inquisitors, depending on
circumstances.

It is the interplay of these organisations — .
their politicking, backstabbing powerplay
- that can generate many campaign and
scenario plots as the Inquisitors try to
unravel dastardly schemes and bring
troublemakers to account.

What are the resources of these
organisations? Do they have their own
security forces, do they hire
mercenaries (perhaps from off-world),
is there a militia or standing army of
some kind?

As | mentioned earlier, | wanted the
Ecclesiarchy to play a strong part in the
running of Karis Cephalon, as well as the
standard planetary government. | opted
to have the planetary commander as a
democratically elected official, voted for
by the ruling elite of the world. This
electorate is formed from the farm and
mine owners as those with economic
influence gain political influence on Karis
Cephalon. For some extra colour | also
gave Karis Cephalon a slave underclass
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of mutants. Mutant labour is an
important commodity, and would be a
defining part of life on Karis Cephalon.
Obviously a large mutant population
would be frowned upon by certain
members of the Inquisition, while the
elite are built upon the use of slaves and
would be very keen to protect their
interests against interference. The slaves
themselves are another dimension. With
any forced labour, insurrection is a very
real threat, and | created a mutant
underground movement which engages
in terrorist activities to repeal the slave
laws (without much success to date, |
might add!).

ECONOMY

How does the world and the
population sustain themselves? Is there
a free economy or a socialist
distribution of wealth and resources?
How does money reflect political
power? Is there a feudal system of
taxation, or a more centralised
economy? Does the world trade with
other planets, or is it self-sustaining.
The interaction with other worlds can
be used to kick off a campaign and
draw the Inquisition’s attention. For
example, what if a mining world
suddenly stops fulfilling its contracts to
an important military factory? The
Inquisitors must find out what has
stopped the mines producing, or
perhaps someone on the inside is
feeding information to human or alien
pirates so that they can ambush the
convoys en route,

This can also happen internally on a
world. Picture a hive world where
something has happened to the water
processing plants. Water is in short
supply, the populace is on the verge of
dehydration and rebellion, those with
the correct contacts start running black
market supplies, and all the while no
one knows why the water has stopped
flowing.

As | mentioned, Karis Cephalon has a
mix of agricultural and industrial

economy, and is generally self-
sustaining. Individual wealth is based
upon slave labour for the majority, and
| figured that most of the people on
Karis Cephalon were either members of
or worked for one of a few merchant
families that hold most of the planet's
wealth. Only those of the Ecclesiarchy
clergy would be outside this
framework, although the Ministorum
would also have its own mines and
farms for generating wealth.

HISTORY

Nothing adds depth and gravitas to a
setting like a bit of history. If you can
make the players feel like this world has
had an existence of its own before they
arrived, that it's not just been
constructed for them, then it becomes
more real as an environment.

The detail of your history can vary. You
can keep events that happened a long
time ago reasonably vague, even
mythical in some cases. Establishing a
history isn't as difficult as it sounds, all
you really need are a few key events
that help to define the way the world is
nowadays, or that introduce elements
that may be picked up on in storylines
during the campaign.

A good start is a timeline — a record of
events that have occurred prior to the
characters arriving. This is for your own
reference more than the players, and is
something which you can expand upon
at a later time. The first thing to
establish is how long the world has
been settled. Does it pre-date the
Imperium, was it settled during the
Great Crusade, or has it been
discovered (or rediscovered) in the last
10,000 years? This has an effect on the
sort of world it will be, what customs
and traditions may exist, and the kind
of relationship it has with the rest of
the Imperium. Generally, the older a
world, the more set in its ways it will
be. It may have religions that precede
the Emperor and have been modified
by the Ecclesiarchy, brutally stamped
out, or perhaps still exist in heretical
cults that are hunted down by the
authorities. Over a long history, a world
is likely to have been through all sorts
of events, such as rebellions, alien
invasion, Chaos incursions, schisms of
faith, etc. Have a look at the
background in Warhammer 40,000
publications and decide what was
happening on your world during
important ages such as the Horus
Heresy, the Age of Apostasy,
Macharius' Crusades and similarly
important times of upheaval and
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change. Was the world affected at all,
involved heavily in these events or
isolated from the turmoil engulfing the
rest of the galaxy?

As well as the world's involvement in
wider events, it's a good idea to come
up with one or two pivotal moments in
its own history. These should be
something that have changed the
course of the world's development,
politics or economy in some way, such
as a civil war, a natural catastrophe, or
perhaps outside intervention such as an
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invasion. A dramatic event like that can
be used to explain why things are the
way they are in the ‘present’ day.

For Karis Cephalon, its location would
suggest that it was probably around at
the time of the Horus Heresy, and
definitely would have been involved in
the centuries-long religious schism
known as the Age of Apostasy. For
some local flavour, | concocted a
revolution a few thousand years ago,
during which an old monarchy was
overthrown by popular revolt,

establishing the new ‘aristocracy’ of
plantation owners, mining families and
slave traders. Perhaps there are still
royalist factions on Karis Cephalon
(though after several thousand years
it's unlikely). It also serves to give Karis
Cephalon a bit of a reputation for
uprisings, and adds tension (and
inspiration) to the current situation
involving the mutant slave populace.

PLOT HOOKS

As well as older history, if you can
come up with a few recent events, that
have occurred just before the players
arrive, or just after they've got there,
this will add a sense of urgency and a
feeling of the passage of time. Some of
these should be connected to the
campaign you have planned - cult
activity, suspicious goings on, portents
of doom — as well as unrelated
accurrences which will serve to both
mislead the Inquisitors and also
reinforce the idea that the world
doesn’t solely revolve around the
actions of the players.

Current affairs are a great source of
plot hooks — ideas for adventures or
campaigns that the players might
follow up. You don't have to have plot
hooks worked out in much detail, just
enough that you have an idea where
they will lead, and enough to excite the
interest of the players without giving
too much away.

Plot hooks can be characters as well as
events, such as the arrival of a certain




Inquisitor or other important dignitary.
Your plot hooks can be tied in with
ancient history as well, with all manner
of prophecies, mystic cycles and
recurring events to foreshadow troubles
yet to happen.

For Karis Cephalon, | set up a plague
sweeping the mutant populace, leading
to an upsurge in pro-mutant violence
and activity. | also decided that the
portents of the warp have led many to
believe that Karis Cephalon is located at
the centre of an astrological
convergence. This will last for several
years and narrow the gap between real
space and warp space, allowing
daemons and other entities to break
through more easily. Such an event
occurs very rarely and not only has it
started to attract attention within the
Inquisition, Adeptus Astra Telepathica
and Scholastica Psykana, but also
undoubtedly alien races will be drawn
towards the world. If that wasn't
enough, rumours are circulating that in
the labyrinth of catacombs beneath the
capital is an ancient weapon from the
Dark Age of Technology, known only as
the Angel. All three of these plot hooks
can be expanded upon depending what
grabs the players’ attention, and maybe
they are all linked in some way...

TELLING THE PLAYERS
Now that you've thought about all this,
you need to find a mechanism to
inform the players of some basic
details. Depending on the character
they are playing, this could take the
form of an official briefing, gathered
rumours, research in ancient tomes and
the like. Present them with a document
which contains information pertinent to
their character, and unveil more as the
campaign progresses. In fact, the quest
for information may actually form a
scenario to play — how about a heist on
a library or archive to dig out some
secrets, or perhaps the kidnapping of a
local historian or archaeologist who has
been digging around in places he really
shouldn't bel

Opposite is an Inquisitorial report on
Karis Cephalon which | would hand out
to players before the campaign starts.

Well, that's just a few pointers to going
about creating a world for your
Inquisitor setting. In future issues I'll be
looking at developing actual locations
within your setting, and also scripting a
campaign for your players.
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Name: Cephalon
Selctortdtoptns
Location: Segmentum Tempestus
Attitude: VH40/HS110
Distance from Terra: 5,300 light years
Primary type: 3HM
Orhital -hodies: "5 :iad-class: d-class:wv-class:iMEclassstDoclacs
>2ATTACHED PLANETARY DATA DOWNLOAD==<
TRANSHITTING <+
SO RECEIVED<~
Planet: Karis Cephalon
Mean Orbital Distance: 145,900,000 km
Mass: 1.02
Orhait sl 24
Rotation: 1.45
Equa. Diam.: 10,900 km
Gravityieili12
Satellites: None

SUPLAHETARY DATA DOWNLOAD COMPLETE<<
Founding: Karis Cephalcon was originally settled during

“the Golden Age, and was rediscovered during the Great

Crusade circa 350.M30.

Notable Historic Events: Until the late 33rd Millennium
Karis Cephalon was ruled by a Monarchy. A popular
revolt, led by trade and farming leaders and aided by
much of the planetary army, overthrew the ruling elite
and established a semi-democratit€ precess. The new
regime was officially recognised by the Adeptus Terra in
881.M33.

Notahble Features: Karis Cephalen possesses a large
mutant population which forms a slave labour force for
the planetary economy. Local laws segregate such slaves,
and they have no legal rights. There have been several
abortive stave revolts imn thexplanet’'s history but:none
have seriously threatened the power of the ruling
classes.

Karis Cephalon is the centre of the Lucid tendency, a
highly puritan faction within .the Ecclesiarchy. The
Cardinal of Karis Cephalen_has great influence at the
Synhod Ministra on Ophelia, .and also much local authority
on Karis Cephalon itself.

Past Inquisitorial Involvement: See separate sub-files
on [a76h] Slave-trading, [um872] licensed mutants;
[y7ebgle Ministorum power blocs

Recent Investigations: None within last thirty years.

Unsubstantiated Data: The Capital of Karis Cephalon is
huilt around the Amethyst Palace, which itself is
centred on a pre-Imperial canstruct known leocally as the
Needle of Sennamis, possibly of non-human origin. Some
Inquisitors have speculated that the Needle acts as a
nsychic conductor. and that 1t has a warp reésonance.
However. this has never been detected or measured by
conventional means.

The Amethyst Palace has extensive catacombs which are
believed to house numerous Dark Age technologies,
including a weapon known as the Angel [ref: (Codices of
Alurha.

vol. 5., "The Angel ‘of Destruction was brought forth and
the light of death razed the sinful city to ruins. 7]

The family of the current Imperial commander has been
investigated several times over the last three centuries
for connections with diabholic cults, drregular practices
and possession of unholy artefacts and materials. No
conclusive proof was discovered in all cases.




Games Workshop veterans may
recognise some of the badges
and buckles shown here from our
stores. We thought it was high
time to formally introduce
Bulldog Buckles, the company
behind these cool accessories.

KEYRINGS

: 3
“Pray they don'{
- take you alive”
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pulidog Buckles, founded in February
1989, produce all manner of

ephemera ~ belt buckles, keyrings,
pendants, dogtags, mega badges, mini
badges, earrings and zip pullers. These
much sought after artifacts initially went
under the title of METAL "ARDWEAR
and along with a massive increase in
the number and type of products they

now make, they've changed the name to
BATTLEGEAR.

Bulldog Buckles also supply special
trophies for the Rogue Trader
‘competitions in America, and make a
range of products for Forge World,
including the forthcoming Inquisitor
seenery. They regularly have a stand at
Games Day so make sure you drop in fo

see their wares first-hand. As new products
become available, we'll feature them in the
new releases section of White Dwarf, so
keep your eyes peeled!

You can check out all that Bulldog Buckies
make by taking a peek al their website:

www.battlegear.co.uk.
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WHEN AND WHERE TO QUEUE

The Golden Demon tournament opens.
for entry logging at 9am, one hour

before the main event opens its doors.
To log in your entry you can either
queue by the Golden Demon entrance
(see the plan below), or enter through
the main Games Day doors. There will
be signs around the arena directing you
to the Golden Demon entrance but if

i

ENTRANTS' SURVIVAL GUIDE

Each year around two thousand entries are brought to the Golden Demon painting
chﬁmpignships, with each of the entrants hoping to win one of the Golden Demon
trophies or even the coveted Slayer Sword itself. This survival guide should help this
year's hopefuls to enter the Golden Demon tournament as easily as possible.

you get hopelessly lost, simply ask one
of the dozens of Games Workshop staff

‘who are bound to be milling around. It

goes without saying that the earlier your
miniature is on display the better, as this
gives it more chance to catch the
judges’ eyes. The last entry must be
booked in by 12pm to allow the judges
to complete their first round of judging
by 12.30pm.

o~
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X

HOW DO | BOOK IN MY ENTRY?

So you're queuing up and the row of
booking-in tables are rapidly getting
nearer — what do you need to have
prepared? The answer is a completed
entry form (see the example opposite).
It is important to have a separate entry
form for each entry you have. Please
complete the whole form using clear
block capitals. Entry forms can be

walk right round the outside.

Al

=y 181!

Repair table

I Golden Demon
presentation area

™~ Booking in tables

The Golden Demon entrance is at the
opposite end of the N.I.A. building
to the main entrance - you need to

Winning entries area

Young Bloods category

Golden Demon categories

Open category

The Golden Demon area
is located on the balcony
at one end of the arena.

9.00 am -
10.00 am -
12.00 pm -
12.30 pm -
1.00 pm -
230 pm -
2.45 pm -

3.00 pm -
345 pm -

THE TIMETABLE:

Golden Deman competition opens for entry booking in.
The Games Day event opens.

Last entries must be submitted before 12pm.
1st round judging will be complete.

All miniatures that are not in the winning entries area may be collected.
Final judging complete - all winning miniatures may now be collected.

All category winners are asked over the arena tannoy to gather in the
Golden Demon presentation area.

Category winners are presented with their statues and Studio invitations.
Winners assemble by the main stage for Slayer Sword presentation.
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photocopied from the Golden Demon
article in White Dwarf 257. Printed
versions will also be handed out on the
morning of the event. It goes without
saying that you should have filled in as
much information as you can before you
reach the booking-in tables.

Once you reach the booking-in table,
- hand over your entry form and you will
~ receive a competitor's receipt/entry
_number card. A number will be printed
on both parts of this card (see the
example above). This number will be
recorded on your entry form and the
category number will be circlec all
three items. Your entry card w
carefully filed and you will be give
Golden Demon competitor's sticker.

Now your entry has been allocated a
number, all that is left is to place your
miniature on the appropriate category
table. From the booking-in table, move
through onto the balcony where you will
find the individual categories designated
by large, hard to miss posters!

CATEGORY TABLES

The first category you will reach is the
Young Bloods category, which is always
the most popular. The Open category
has the largest number of individual
entries and is situated at the far end. In
between these two categories are the
ten Golden Demon categories and the
winning entries area.

When you reach the appropriate table,

hand over your miniature and the entry
number part of the card to a staff
member who will display the entry on
the card behind a glass screen. Make
sure you keep the competitor's receipt
part of the card safe as you will need
this to collect your entry later (no receipt
— no miniature!).

RUNNING REPAIRS

If entries become damaged, repairs can
be made at the repair table which will be
situated next to the booking-in area.
Carrying cases or packing you may
have for transporting your entries
cannot be left in the Golden Demon

. area and must be taken away by

entrants (bringing a rucksack is a good

made the
small, round,
relevant entry nu 1
successful entries are then mow

the winning entries area and displayed ©4t€

in the appropriate category. It is from
these groups of entries that the first,
second and third place winners for each
category are chosen.

COLLECTING YOUR ENTRIES

After 1pm all entries not in the winning
area can be collected. Simply locate
your miniature and present your
competitor's receipt to a staff member

aal

PORTANT: Retan tius half of your receipt.
hu must present ou coliect your
odal, so do not lose it

. Category Number 200
[lz]=](s]e]{e]{7] e e el eled

Entry Number
0744

Please give your entry and this half of your
receipt 1o the Entry Marshal

2001
e Calagbry Number
ORI EmEmEe

who will check that the number on your
receipt is the same as the number on
the entry number card, and will hand
you your entry.

AND THE WINNER IS:

By 2.45pm the names of the Golden
Demon winners will be called out over
the arena tannoy system and they will
be asked to gather in the presentation
area close to the booking-in area. At
3pm the judges will present the trophies
to the winners of the ten Golden Demon
categories, the Young Bloods and the
Open competition.

All  the winners are invited to
Nottingham where White Dwarf editor
Paul Sawyer will give a tour around
Games Workshop HQ, and the winning
miniatures will be photographed for
inclusion in a future issue of White
Dward.

THERE CAN BE ONLY ONE

4pm the 1st place winners from each
ill be introduced on the
Gar ‘stage, and one of these
twelve ski nters will become the
Slayer Sword winner. After a brief
introduction, a GW Studio personality
will open the all-important envelope and
announce the winner of this year's
tournament, who will then strike the
traditional pose by lifting the Slayer
Sword in triumph.

Good luck!




Warhammer
Chronicles takes a
look at the
Warhammer game,
its rules,
background and
game mechanics,
frequently stolen
from in-progress
developments

here at the Studio.
It also acts

as a forum

for dedicated
Warhammer players
who have produced
inspired. well
thought out and
exciting additions
to the game.

If you bhave

a good item for
Warbainnter
Chronicles then

write lo:

Gav Thorpe
(u ‘arbeammer

Gaines Workshop
Willow Road. Lenton,
Nottingham, NGT7 2WS.

Please note that any
letters containing

rules quierie wqumr\

coolking recipes eic.
will be terninated
with extreme
prejudice. You bave
been warned.
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arhammer
chronicles

By Gav Thorpe

Greetings one and all. Here in the Tower of Wisdom I have been collating,
compiling and collecting missives from across the globe pertaining to queries,
questions and quizzes of the Warbammer rules. That's right, it's our first (though
I suspect not our last) QGA for Gth edition!

he following questions and answers

are official amendments to the
Warhammer rules. They replace any
you may have seen before and you
should check them again as a couple of
answers may have been changed (1o
protect the innocent!).

MOVEMENT

Q. If a character joins a war
machine and has a missile weapon,
could he stand & shoot with that
weapon?

A. Unless specifically acting as crew (ie,
an Engineer who used his ability the
previous turn), a character who joins a
unit is not considered crew and so may
stand and shoot.

Q. Who strikes first when two units
are charging? For example, when
you pursue into fresh combat and
then in the enemy’s turn the
pursuing unit is charged.

A. They strike in charging order (see

WD257 Arcane Lore for a fuller
explanation).

SHOOTING

Q. A Throwing axe has two different
ranges listed. I assume that 6" is
correct (from pages 93 & 94) rather
than 4" (from page 58).

A. Yes, 6" is correct.

MONSTERS

Q. When a template weapon hits the
rider of a large monster (or chariot)
dead on, does the ‘big hit’ for being
directly under the hole of the
template affect them both, or just
the character?

A. Tt only affects the character.

MAGIC

Q. Comet of Casandora is a Remains
in Play spell, but doesn’t have the
standard ‘stays in play until Wizards
wants to cancel it, or he dies’ bit. Is
it so powerful that it must be
actively dispelled to stop it, and
survives even if the caster dies?

A. Once the comet is on its way, that's
your lot — you can jump up and down
on the Wizard all you like, it ain’t
gonna stop fifty tons of star iron
slapping into the battlefield.

Q. For the Bane of Forged Steel it
says that that unit would now be
considered to be using hand
weapons. Does this improve the
save of the unit if they have shields
and what is the effect if any on a
unit already with hand weapons?

A. They have a hand weapon so ail of
the rules that apply to hand weapons
count. It has no effect on units with
hand weapons only.

| They do not gain +1 armour save.

WHEN IS CAVALRY NOT CAVALRY?

The rule that models on a 25mm by 50mm base are classed as cavalry has
thrown up some interesting points with regard to beasts such as Chaos Hounds

and Dire Wolves, and creatures like Bull Centaurs. To clarify this:
¢ All models on a 25mm x 50mm base have a Unit Strength of 2.

* Models on a 25mm x 50mm base which consist of a rider on a single wound
steed are classed as cavalry and follow all of the rules as such.

* Models on a 25mm x 50mm base which do not consist of a separate rider
and steed are classed as cavalry with the following exceptions:

They use the weapon rules as if they were foot models (so may use two
hand weapons, and gain +1 save for hand weapon and shield, for example}
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Q. It says you cannot shoot or fight,
and cannot do any other movement
in the movement phase on the turn
you rally, but via magic you could
relocate the unit into contact with
‘the enemy. If so, would they
‘actually fight in the Close Combat
_phase?

‘A. They would fight as any other unit.

Q. In the battle report (WD253), the
- stated tactic of the Orcs was to use
Motk Save Us to generate re-rolls
that would then allow them to re-
roll bad casting dice to prevent a
Miscast, and once even helped
generate an Irresistible Force.
However, in the magic section of
the Warhammer book, it states
that re-rolls cannot be used to
prevent Miscasts or to generate
Irresistible Force.

~ A. Unless specifically stated in the
- itemy/spell description, a re-roll will not
ignore a Miscast nor cause Irresistible
Force. Space got it wrong, basically.
‘Bad Space! Bad me, for not noticing!

Q. With regards to the Rain Lord
spell, am I correct in thinking

that you always need to roll 4+
every turn to shoot and cannot
remove the effect of the spell in the
normal way?

A. That's exactly how it works. Once
YOu're wet, you stay wet.

MAGIC ITEMS

Q. The rules for magic items state
that a character with a magic item
cannot use other close combat
‘weapons (page 152). What is the
‘effect of the Law of Gold, once a
magic weapon cannot be used?
Can the character attack at all, and
if so how?

A. Characters generally come with a
hand weapon, so they’ll have to use
that instead.

Q. Can a unit of Knights led by a
Templar Grand Master (making the
unit Immune to Psychology) carry
and get the benefit of having the
Banner of Sigismund (making them
stubborn)?

A. There is no magic vs mundane
trump anymore. In the example you
give, the banner would have no effect —
Immune to Psychology is [mmune to
Psychology. If it were otherwise, you'd
get situations where a plaver could

say “My Dread Banner is a magical fear
and so therefore overrules your
mundane immunity” which of course is
not the case.

& |

Even though the Goblins have failed their Fear test, Thcy do not flee

N
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because their
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Unit Strength is equal to that of the Zombies unit.

Q. Can you use a Dispel Scroll to
dispel a spell that was cast in a
previous turn and has remained
in play?

A. No. It says in the description of the
item that it needs to be used ‘as soon
as a spell has been cast’. Obviously, if
the spell was cast in the previous turn
this won't be the case.

CLOSE COMBAT

Q. If the Initiative value is equal
between two models and the roll off
is also a tie, do you actually strike
simultaneously or roll again until
you don’t?

A. Roll off until you have a winner.

PSYCHOLOGY

Q. On the Fear test (page 81) ~ what
if your Unit Strength is equal to the
enemy when you fail the test? Flee
or 6s to hit?

A. You should change ‘Higher’ to
‘equal to or Higher’ in the section on
being charged by a fear-causing enemy.

Q. If a unit has only one model left
in the turn it is destroyed in
combat, does a unit nearby have to
malke a Panic test (ie, does the last
model in the unit count as a single
model, or still as a unit)?

A. This is determined at the time it was
destroyed (ie, one survivor won’t make
you test, two survivors will).

Q. Panic from flank and rear
charges — it says that you use the
Unit Strength (5 or more) to require
the check, but then says at the end
that no test is required if the
charging unit is less than 5 models.

A. Just delete the last sentence. A Unit
Strength of 5 is the only requirement.

habit of doing this sort of thing.

CHARACTERS

Q. If two characters are with a unit
that captures an enemy standard,
what happens to the captured
banner if they are the only
survivors?

A. They still have it (and are still a 2
model unit). If they decide to split up
then you can choose which of them
retains the captured standard.

SPECIAL RULES

Q. Page 113, Regeneration: Can a
model slain by another model with
Killing Blow, that rolls a 6 on the to-
wound roll, Regenerate?

A. You cannot regenerate a killing blow.
Note that for combat resolution
purposes, use the remaining wounds of
2 model slain by killing blow.

Q. If a model with 3 Wounds is
wounded 16 times and may
Regenerate (by a volley gun, for
example) does it roll 3 times (each
wound missing from its profile) or
16 times (each wound inflicted)?

A. You would roll 16 times - as the rule
says, ‘roll a D6 for each wound suffered
during that phase’. In the case of units
such as Trolls, make all of your
Regeneration rolls and then remove
whole models as casualties (see
‘multiple wound casualties’ on page 65
of Warhammer).

FAST CAVALRY
Q. Do fast cavalry automatically rally
from a charge reaction flee? On page
269 in the rules summary on special
rules it says they can.

A. As is normally the case, the main
rules are correct. Summaries have a
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The Elector Count’s only hope of surviving this encounter is that when the dust
settles his unfortunate mount will have taken the brunt of the attack.

ERRATA FROM RAVENING
HORDES

P.10: Lords entry, special rules: Update
Chaos Dragon rules from ‘A Chaos
Dragon causes terror, is a large
target...” to: ‘A Chaos Dragon can fly,
causes ferror, is a large target...’

P.13: Chaos Trolls entry, special rules:
Change text from ‘Regenerate, cause
Jfear’ to ‘Regenerate, cause fear,
stupid’.

P.15: Warpfire thrower entry, special
rules: Update rules from ‘Place the 2.5"
template over the Warpfire Team...” to
‘Place the 3" template over the Warpfire
Team...’

P.22: Champions, Musicians and
Standard Bearers paragraph: Update
the paragraph start from ‘Any Core unit
in the army, except Skink Skirmishers,
may upgrade a model...” to ‘A Temple
Guard unit or any Core unit in the
army, except Swarms and Skink
Skirmishers, may upgrade a model...

P.24: Champions, Musicians and
Standard Bearers paragraph: Change
the paragraph start from ‘Any unit of
foot troops in the army may
upgrade...” to ‘Any unit of foot troops
in the army (except skirmishers) may
upgrade...”

P.25: Great Eagles entry is in the
correct place, but the Unit Size rule
needs to be changed from ‘1. You may
take up to 2 Great Eagles as a single
Special choice.” to ‘1. You may take up
to 2 Great Eagles as a single Rare
choice.”

P.26: Champions, Musicians and
Standard Bearers paragraph: Change
the paragraph start from ‘Any unit of

A
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foot troops in the army may upgrade. ..’
to ‘Any unit of foot troops in the army
(except skirmishers) may upgrade...’

P.28: Champions, Musicians and
Standard Bearers paragraph: Change
the paragraph stact from ‘Any unit of
foot troops except Dryads and Treemen
may upgrade...’ to ‘Any unit of Glade
Guard or Archers may upgrade...’

Also, the start of the second sentence of
the paragraph should be changed from
‘Any unit of cavalry may upgrade...” to
‘Any unit of Glade Riders may

upgrade. ..’

P.30: Champions, Musicians and
Standard Bearers paragraph: Change
the paragraph start from ‘Any unit of
foot troops in the army may upgrade. ..’

to *Any unit of foot troops in the army
(except skirmishers) may upgrade...’

P.32: Blunderbuss rules. The last two
sentences should be changed from
‘Hits are resolved at S3 if firing in 1
rank, $4 if firing in 2 ranks and S5 if in
3 or more ranks. Ranks must be
complete to count.’” to ‘Hits are
resolved as §3 plus 1 per extra rank up
to S5. Ranks count if at least 4 wide. A
single character in the front rank will
not affect the unit’s fire.’

P.33: Hobgoblin Bolt Thrower entry.
Change the Unit Size rule from ‘1 War
machine with 3 crew’ 10 ‘1 war '
machine with 2 Hobgoblin crew’.

O&A RAVENING HORDES

Q. We noticed that in a battle of less
than 2,000 points, a Demon host
army cannot have a General. Can
you play without a General?

A. The sentence ‘He may not be the
army general’ refers specifically to an
Exalted Daemon upgraded to a Battle
Standard Bearer.

Q. If you give a Daemon Prince the
Mark of Khorne, how does the
Chaos armour affect his save?

A. It doesn’t have any effect — he either
can have the 4+ armour save for being
a Daemon, or the 4+ Chaos armour
save.

Q. If you are shooting into a unit of
Pink and Blue Horrors do you
randomize the shots?

A. Yep, you should randomize the hits.

| DAEMON
SPELLCASTERS

The fact that units of Daemons can
cast spells has given rise to a few
anomalies, which are addressed here.

For the purposes of line of sight,
measuring ranges, etc, nominate one
of the Daemons to be a focal point,
in effect this Daemon is casting the
spell with the power generated by
the unit. On spells which affect only
the Wizard (such as Flaming Sword
of Rhuin) this only has an effect on
the nominated Daemon, not the
whole unit! A Daemon cannot use
magic to leave its unit (casting Steed
of Shadows, for example).

Daemons use this slightly modified
Miscast table:

2  As Miscast table, effects
nominated Daemon.

3  The nominated Daemon takes a
S10 hit immediately. The unit
cannot cast spells until vou roll a
6 on a DG, as described in result
3 of the Miscast table.

4 As Miscast table.

As Miscast table, effects the entire
unit.

6-7 As Miscast table, effects the
entire unit.

8-9 As Miscast table.

10 As Miscast table, effects
nominated Daemon.

11 As Miscast table, effects entire
unit.

12 As Miscast table, effects entire
unit.

g




 WHITE DWARF

- LISTS/ADDITIONS

' (). Do the new Dwarf rules apply to
. the Dogs of War Dwarfs as well?

A. All the Dwarf special rules (Ancestral
Grudge, Relentless and Resolute) apply
to Dwarf Dogs of War.

Q. Does Asarnil’s Dragon have an
armour save?

T A Yes, 3+ Scaly Skin save like most

- Dragons.

Q. How are VPs awarded for Asarnil
and his Dragon?

A. Asarnil is worth 130 VPs, his Dragon
is worth 330 VPs.

Q. Are all models with names

~ counted as characters (for example,
Asarnil’s Dragon, the Giants of
Albion) for challenges, etc?

A No, only the leader counts (Asarnil
and Hengist in the cases you mention).

ORC AND GOBLIN
ARMIES BOOK

Q. Hand of Gork: it says it can
move any Orc or Goblin unit of any
type. Does this mean literally any
unit in the army (Trolls, Giants,
€tc), or does it mean just
Orc/Goblin units (units of that race,
including Snotlings)?

A. The spell affects any Greenskin units
— Orcs of all types, Gobbos of all types,
Snotlings (this does include chariots
and pump wagons), but not Trolls,
Giants or non-Orc and Gobbo Dogs of
War. The same is true of the Waaagh!
spell.

Q. If a Night Goblin Fanatic hits a
ridden monster, who are the hits
worked out against, the rider or the
monster?

A. Fanatic hits should be randomised
in the same way as shooting.

EMPIRE ARMIES BOOK
Q. In the Empire Army book the
Master Engineer is listed as having
BS 3 and 4 in different places.

A. He has a BS of 4.

DWARF ARMIES BOOK
Q. It has been brought to our
attention that Dwarf handguns are
not listed as ‘move or fire’. Is this
correct?

A It is correct, Dwarf handguns may
move and fire.

Q. The rules for Dwarf Organ Guns
under ‘Loss of Crew’ seem to suggest
that it takes a turn to reload, but
there is no other mention of this.
Does it need to reload?

A. Whoops, the perils of cut and paste.
The Organ Gun does not need to
reload, and therefore if reduced to a
single crewman will miss every other
turn, not two turns.

A Dark EIf Watchtower Patrol Army List

Along the southern reaches of the
Realm of Chaos stretches a line of
watchtowers to guard the northern
borders of Naggaroth against
marauding beasts of Chaos and armies
of the dark gods. From these towers
issue forth columns of fast, mounted
troops who can patrol the vast tracts of
empty wilderness. If they encounter
foes they can deal with, they will
engage them in battle and destroy
them. Should the enemy be a supetior
force, such patrols are adept at
waylaying and stalling their advance
whilst the Dark Riders return to report
the invasion and gather a suitable host

e T

CHARACTERS

Al eharacters must be mounted,
therefore no Assassins are allowed.
One Lord choice fewer than normal
allowed. No High Sorceresses.

CORE UNITS
Dark Riders, Cold One Knights

| SPECIAL UNITS
| Cold One Chariots, Harpies

RARE UNITS
Shades

|
|
]
|
|

By Gav Thorpe

to repel it. The watchtowers’ pinnacles
will blaze with magical fire which roar
high into the sky and can be seen for
many miles, the beacon flames
springing from one to the next along
the chain of rowers.

The sentinels of the watchtowers are
far from the cities of the Dark
Elves, in the most cold and
forbidding region of Naggaroth.
They are also distanced from
the intrigues at the court of
the Witch King, and it is
considered 4 sign of

s o

Malekith’s displeasure should a noble
be assigned to the northern reaches.
Most nobles avoid such a fate,
knowing that it is a bitter, isolated
_duty and will effectively kill
any social and political
power they possess.




Here we look at the records
surrounding the exploits of the
infamous Rogue Trader Duke von
Castellan and his recrvitment by
Inquisitor Covenant.

Written by Graham McNeill.

F‘rom an early age, it was clear that

. the young scion of the von
Castellan mercantile family on Xarsis

Plethis was going to be a troublesome

son. Dubbed precocious by some of his

tutors, and a spoilt brat by others, the

young Cleander von Castellan was an

intelligent but wayward child. Wilful and

impulsive, the heir to the von Castellan

trade licence was reckless and had an

. unhealthy fondness for wagers on

. games of chance. As he grew to

' manhood, his father would often have
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CASTELLAN

THE LIFE ANDO TIMES OF A ROGUE THADOER

to settle his son's gambling debts and he
was a constant source of embarrassment
to his family’s good name.

In desperation, his father enrolled his
wayward son in the Imperial Naval
Academy at Bakka, where he learned to
pilot a starship and fought in several
battles. But the regimented lifestyle of
the Imperial Navy was not for Cleander
and, after only two years, he was
dishonourably discharged, following an
incident involving an admiral’s daughter
and a crashed fighter. Cleander von
Castellan returned to Xarsis Plethis, and
once again took up his old ways,
gambling and cavorting with his
disreputable drinking companions.

The hereditary trade licence of the
von Castellans had been in their
possession for generations and gave
them leave to import exotic goods
from off-world, building up
extensive land holdings and
properties. They were one of the
wealthiest mercantile families on
Xarsis Plethis, but all this was to
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change when Cleander's father and
older brother were killed in a bizarre
hunting accident. While shooting in the
mountains, their cyber-mastiffs
mysteriously malfunctioned and tore
the von Castellan patriarch and his heir
to shreds. Thus Cleander became Duke
of the von Castellan commercial empire
and immediately set about squandering
the family fortune in ill-advised
business ventures and the capital city's
gambling dens. Within the space of a
year, Cleander was forced to sell more
and more of his family's estates and
properties to settle his debts. Yet the
young von Castellan continued in his
ruinous ways.

His debts grew to astronomical
proportions and, even worse, were
owed to corrupt members of the local
planetary law enforcement agencies.
Soon his notes of credit were worthless
and he at last realised the scale of his
problems. The sale of virtually
everything he owned in the world was
just enough to pay what he owed and,
with heavy heart, he made his way to
settle the debt.

The course of Cleander von Castellan's
life would have taken a very different
turn had his route not taken him past
the capital's shipyards. With a credit
slate and the von Castellan trade
licence in his pocket, he realised he had
found a way to rebuild the family
fortune and continue living in the
manner to which he had become
accustomed, Within the space of an
hour, he had purchased a starship and
begun his life as a Rogue Trader. If he
gave any thought to the angry debtors
he left behind, he did not show it.

Cleander von Castellan swiftly learned
the ways of the Rogue Trader,
becoming a shrewd merchant and
skilled warrior. He was quick to realise
that the ways of trade and war were
not dissimilar and, as he travelled
further, his talents in both grew. He was
not above exploiting or double-crossing
a business contact if the opportunity
arose and as his wealth increased so too
did his infamy. On Gororan I, a man
matching von Castellan’s description
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Rogue Trader Cleander von Castellan quickly realised that the ways of war and trade were not dissimilar.

was said to have robbed the Gororan
Trading Guild of nearly every credit
slate it was charged with keeping. The
Cuilders of Drachus, a hive world in the
Segmentum Tempestus, soon had cause
to curse the name of von Castellan
when it was discovered he was selling
them foodstuffs they had previously
shipped in, and that had since been
stolen. As von Castellan's notoriety
grew he was forced to journey further
afield and his travels took him towards
the southern rim.

He was the first human to discover the
world of Cytheria, and the aliens that
dwelled there. Their world was rich in
mineral resources and Cleander was
quick to realise the potential for profit.
He set up exclusive trading rights with
the Cytherians and began ruthlessly
exploiting the naive aliens. Money
flowed into von Castellan's coffers as
he pushed still further into the galactic
south. He was to discover three more
non-Imperial worlds and establish
exclusive business contracts with all of
them, even going as far as to set
himself up as a deity on one world,
before journeying back to Xarsis
Plethis. He knew that his debts were
waiting for him and there were those
who would wish him dead, but von
Castellan was unconcerned. By now, he
had accumulated more wealth than
that of all the mercantile families on
Xarsis Plethis combined, and if the

Duke's experiences as a Rogue Trader
had taught him anything it was that if a
man had money, confidence and a flair
for the dramatic, he could get away
with anything.

In the most decadent shuttle
imaginable, its outer shell completely
encased in gold and precious metals, he
gatecrashed the Viscount de
Martenique's Ball, a lavish occasion
attended every year by the wealthiest
mercantile families on Xarsis Plethis,
and casually repaid all that he owed
with interest. He bought back, at
hugely inflated prices, all the lands and
properties belonging to his family that
he had been forced to sell and settled
back into the life of leisure he had
enjoyed before his adventures.

But life on his home planet was stale
and dull to Cleander now. His spirit
craved the thrill of exploration, the
challenge of meeting new, exciting alien
races and exploiting them. His tales of
exotic adventure beyond the stars made
him a popular figure amongst the
wealthy elite of Xarsis Plethis, but it was
unfortunate for von Castellan that his
tales fell upon the ears of Inquisitor
Covenant. The Inquisitor knew he could
use the flamboyant Rogue Trader and
confronted him, informing the Duke in
no uncertain terms that he now worked
for him. Failing to disclose the existence
of alien worlds was a crime and,
combined with his other illegal activities,

von Castellan knew he had finally been
caught out. The Inquisitor promised he
would cause the records of von
Castellan’s criminal past to disappear if
he signed agreements pledging himself
and his ship to Covenant.

The Duke knew better than to refuse
an Imperial Inquisitor and, though he
protested vociferously, signed the
agreements. On several occasions, von
Castellan has answered Covenant's call
and his expertise in manipulating
people has been invaluable in aiding
the Inquisitor. He enthusiastically
infiltrated the hedonistic priesthood of
the Decagogue of Panetha Varn,
discovering the Slaaneshi cult at its
heart. His extremely thorough
investigations proved pivotal in the
traitor's unmasking. At other times, the
Duke's skill at arms has been required,
such as during the early fighting in the
Donorian Sector against the K'Nib,
where he lost his left eye.

Despite the time von Castellan has
spent in the service of Covenant, he
has little sense of honour or duty and
only continues to serve him for fear
that the Inquisitor will renege on their
deal. Cleander von Castellan remains a
powerful, if reluctant, ally of Covenant
and his skill in the art of war and
almost preternatural sense for danger
have saved the Inquisitor's life on more
than one occasion.
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The Space Marines of the Adeptus Astartes are the mightiest
warriors in the Imperium and their fury in battie is legendary. Few
can stand against the might of a Space Marine Chapter and the foes
of Mankind tremble at their name. But there are alien races whose
evil is beyond human understanding and beings that exist outside
the realm of realspace that seek to plunge Humanity into the realm
of Chaos. To face such foes demands warriors whose hearts and
souls are trained to withstand extremes of pain and terror, whose
faith in the Emperor is as unwavering as it is strong. Since the dawn
of the Imperium, two brotherhoods of specially trained Space
Marines have fought these foes and defeated them. They are the
Deathwatch and the Grey Knights.

The Grey Knights

Founded in great secrecy around the
time of the Second Founding
(although this is uncertain), the Grey
Knights are amongst the most highly
specialised defenders of Humanity in
existence. Uniguely amongst the
Space Marines of the Adeptus
Astartes, the Grey Knights Chapter
has no antecedents, having been
created from specifically engineered
gene-seed. Legend has it that the
Emperor himself ordered the creation
of this unique Chapter to form a force
designed to fight the dread creatures
of Chaos, though, of course, this is
impossible to verify. Following the
awesome scale of bloodshed during
the Horus Heresy, the necessity for
such a force was clear. Designated

Chapter 666, the Grey Knights are
permanently attached to that most
secretive of organisations, the Ordo
Malleus. The Ordo Malleus is only
ever spoken of in whispers and though
its stated purpose is to keep waich on
the Inquisition itself, its true purpose is
far more sinister, the destruction of the
daemonic.

The Grey Knights form the main
fighting strength of the Ordo Malleus
and, traditionally, its Chapter Master is
a member of the Inner Conclave of the
Inquisition. The men of the Grey
Knights are no ordinary warriors.
Plucked from the fiercest warrior
cultures on a dozen different worlds,
only the bravest and strongest youths
are selected for the training. Aspirants
are taken to the Chapter’s base on

Inquisition Sanctioned, Access Level § Nimety Nine
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Saturn’s moon, Titan, where they
undergo arduous tests of faith,
strength, endurance and courage
that break all but the strongest
warriors. Those few that survive

the tests are then implanted with

the gene-seed that will transform

them info superhuman Space
Marines. Now the aspirants are ready
to begin their real training.

The most advanced bio-engineering
and psycho-surgery is utilised to
condition the Grey Knights into warriors
of great prowess. The six hundred and

sixty six Rituals of Detestation enab]ex 4

the Space Marines of the Grey Knlghts
to face terrifying foes without fear and
withstand pain that would cripple a
‘normal’ Space Marine. Their lives are
filled with ritual, meditation and self-
denial, designed to strengthen the mind /
and steel the soul against the horrors of i
the daemonic. The Chapter’'s warriorg =~
are heavily conditioned to resist the
whispered seductions of Chaos and the
honeyed lies of daemonic creatures.
These precautions are vital and, thus
far, have proven to be effective, as nét~
a single Grey Knight has faltered  in
battle or become a pawn of the Dark
Powers.

It is through unprotected psykers that
daemonic creatures can gain entry to
the material universe and it is for this
reason that the Grey Knights are
screened to exclude all but the most
resilient psykers. The strongest and
purest of these psykers are then
trained until they reach a level of
mastery that equals the powers of
Librarians of the Adeptus Astartes.
Those who distinguish themselves in
battle may be elevated to the
honoured position of the Grey Knights
1st Company and take to the field
of battle in modified Tactical
Dreadnought armour, more commonly
known as Terminator armour, with bolt
weaponry incorporated into the
gauntlets. The Librarians of the Grey
Knights are taught to combine their
abilities in a gestalt power that far
exceeds anything they could achieve
alone. The Grey Knights fight in
barogue, heavily ornamented suits of
armour with the Chapter’'s symbol, a
sword through a tome, prominently
displayed. They fight with the finest
equipment and weapons the Imperium
can manufacture, mighty sigil-
encrusted swords and halberds.
These warriors alone can stand before
the might of a Greater Daemon with
any hope of banishing it back to the
immaterium from whence it came.

The millennia the Grey Knights have
spent in battle against the forces of
darkness has furnished them with

&

blasphemous knowledge,
painstakingly pieced together,
by the Inquisitors of the Ordo
Malleus. This damned collection
of knowledge is gathered together
on Titan in the Librarium
Daemonica, a gloomy repository of
ancient tomes, crumbling parchments
and data crystals that groans under
the weight of the psychic evil that
dwells within its walls. This is one of
the most heavily guarded locations in
the Imperium, and the threat of such
Knowledge falling into the wrong
hands is taken very seriously by the
Grey Knights. Each warrior of the Grey
Knighis carries a copy of the sacred
Liber Daemonica, the holy battle rites
of the Chapter, in a ceramite case on
his breastplate and it is this which
symbolises a Grey Knight's most
potent weapon; an unshakeable faith
in the Divine Emperor. The book
contains the essential tenets of lore
culled from the Librarium Daemonica
by psychically monitored servitors.
These servitors are permanently wired
to toxin dispensers that can be
activated immediately should some
daemonic entity attempt to force a
passage into real space through the
servitor’s brain.

The threat of Chaos permeates the
entire galaxy and while the Chapter
maintains a fortress-monastery on
Titan, much of its strength is scattered

The Daemon has many forms. You
must know them all. You must tell
the Daemon from his disguise and
root him out from the hidden places.
Trust no one. Trust not even yourself.
It is better to dic in vain than to live
in abomination. The zealous martyr is
praised for his valour: the craven and
the unready are yustly abhorred.

Excérptcd from the §
First Book of Indoctrination
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across the Imperium. Guided by the
finest Navigators of the Navis Nobilite
and conveyed by the fastest ships
produced by the Adeptus Mechanicus,
the Grey Knights stand ready to meet
the foul minions of Chaos wherever
they may strike. Typically, the warriors
of these forces have trained together
for their entire lives and the bonds of
loyalty and honour that bind them are
stronger than adamantium. Every
Grey Knight is ready to lay down his
life to ensure the safety of the
Imperium and should that sacrifice be
necessary, it is the fervent wish of all
those who fall to be transported back
to Titan and buried in the hallowed
crypts beneath their fortress. A great
basalt wall in the heart of the
monastery is carved with the names of
all those who have fallen in defiance of
evil and, though no one outside the
Chapter will ever know of their bravery,
some of the Imperium’'s greatest
heroes lie buried on Titan.

The Deathwatch

On uncounted battlefields, the
servants of the Emperor must wage
war against the vileness of alien
creatures. Often the first, last and only
line of defence against these
abominations are mysterious figures in
black powered armour who fight the
aliens with preternatural skill and
dedication. With the battle over, these
figures vanish as quickly as they
arrived, leaving no trace of the
creatures they fought or that they were
even there at all. These men are the
Imperium’'s  highly trained alien
fighters. They are the Deathwatch.

The Deathwatch forms the Chamber
Militant of the Qrdo Xenos, the branch
of the Inquisition tasked with the study,
containment and, in most cases,
extermination of alien races. However,
it is not a single unified Chapter in the
same way as the Grey Knights of the
Ordo Malleus. The Space Marines of
the Deathwatch are drawn from many
different Chapters, all of which have
sworn sacred oaths to maintain
specially trained alien fighters and
stand ready io deploy them at a
moment's notice. These warriors are
drawn together as and when needed
to combat alien menace whenever and
wherever it rears its ugly head.

From the furthest corners of the galaxy
to the very heart of the Segmentum
Solar, there exist alien races that
threaten the continued existence of
Humanity. Every Space Marine
Chapter and Imperial Guard regiment
stands ready to fight these races, but
the Deathwatch has been specially
trained to fight aliens since its
inception, thousands of years ago.
Many such alien races, such as the
C'tan and Necrontyr have lain dormant
for thousands or even millions of years
and the Deathwatch stand sentinel
over their worlds, ready to fight should
they awake once more. More
dangerous than the most violent of
Orks, these races were ancient before
humans crawled from the oceans and
their evil is beyond measure.

To guard against the return of these
ancient alien races, lonely fortresses
orbit desolate worlds on the edge of
the galaxy where Deathwatch Space
Marines maintain a constant vigil. In

CATECHISM
OF THE XENO
To be Unclean
That 1s the Mark of the Xenos
To be Impure

That is the Mark of the Xenos
To be Abhorred

That is the Mark of the Xenos
To be Reviled

That is the Mark of the Xenos
To be Hunted

That is the Mark of the Xenos
To be Purged

That 1s the fate of the Xenos
To be Cleansed

For that is the fate of all Xenos

Extract from the
Third Book of Indoctrinations.

addition to this, secret bases are
scattered throughout the Imperium,
providing staging posts from where the
Deathwatch can launch their missions.
The Chapters from which the
Deathwatch draws its members are
constantly ready to despatch their
alien fighters if called upon by a
member of the Ordo Xenos. The
warriors who have been given the
honour of becoming a member of the
Deathwatch ritually repaint their
armour in the black of the Deathwatch,
leaving a single shoulder plate bare to
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signify their Chapter of origin. A Space
Marine’s armour is never completely
obscured by the Deathwatch colours
as to do so would dishonour the
armour’s spirit and no warrior would be
willing to run such a risk. Each warrior
may also bear the lcon of the
Deathwatch on his other shoulder
plate and it is a great honour to be
chosen. Once in the employ of the
Deathwatch, there is no set length of
service and its members will remain
together for as long as its commander
deems necessary. Each Space Marine
can serve for a discreet period of time
or a particular mission, which, in itself,
may take many vyears. With the
completion of their service, the Space
Marines are free to return to their
Chapter, their oaths of loyalty fulfiled.

As well as the destruction of aliens, the
Deathwatch are also charged with the
recovety and study of alien artefacts
and technology. Though distasteful in

the extreme, members of the
Inquisition are forced to study the
heretical artefacts of the foes they
must fight, and there are none more
qualified to retrieve such items than
the Deathwatch. Occasionally it
becomes necessary to use the
technology of alien races and, though
such an undertaking is never entered
into lightly, its use against aliens
themselves is a pleasing irony. The
Adeptus Mechanicus is always eager
to profit from the Deathwatch’s
victories and the C’tan phase sword
employed by the Callidus temple of
assassins, was recovered by
members of the Deathwaich from a
long-dead Necrontyr world.

In baitle, each team normally comes
under the authority of an Ordo Xenos
Inquisitor, but, in some exceptional
cases, a Deathwatch Captain or
Librarian may assume command if
circumstances dictate. Their authority
is absolute and none dare question
their word. The commander of a
Deathwatch detachment may freely
requisition forces and equipment
without a word of complaint being
raised against him. The Deathwatch

Do not ask. 'Why kill the alien?
rather, ask, 'Why not?

Battle Brother Artemis

have access to the very best
equipment, both Imperial and alien,
and are trained to the highest
standards.

There are many ways an Ordo Xenos
kill-team can see action alongside
regular Imperial forces. It may be that
the team has uncovered an alien
threat too great for it to deal with alone
and needs the backup of a larger,
more conventional force. Such was
the case when a kill-team under the
command of Inquisitor Reynaard
discovered an alien worshipping cult
on the world of Mandall IV. It was
believed that the cult was localised to
a particular district of the capital city,
but when righteous retribution
descended upon the blasphemers, the
entire population of the city turned
upon the kill-team. Reynaard and the
Space Marines barely managed to
escape with their lives and later
returned at the head of over half a
million soldiers. To ensure the
destruction of the cult, Reynaard's
forces laid waste to the city, leaving no
trace that it had ever existed and killed
every living creature within its walls.

Situations may also
arise where an

e army of the

= j Imperium
. g has
A encountered
kS 7':'*"‘?» £ afoe it is ifl-

equipped to fight and
the Ordo Xenos dispatches
a kill-team to provide support or purge
the battlefield of alien contamination.
The ravages of the K'nib in the
Donorian Sector was halted by a
Deathwatch kill-team commanded by
Battle Brother Artemis himself
following a request for aid from the
colonel of the Kaslon Imperial Guard
regiment. Artemis slew the Alcayde of
the K'nib on Assumptus V and ended
their incursions into Imperial space
{though official records credit the
Kaslon regiment with this victory).
However it comes about, the support
of an Ordo Xenos kill-team is always
welcomed by Imperial commanders
facing an alien threat.

He who allows the alien to live,
shares its crime of exXistence.

Inquisitor Apollygilf
f
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GODEX SPACE MARINES \BLOOD ANGELS / PACE WOLVES DARK ANGELS

The Space Marines are the finest troops in the
Iroperium, Their genetically engineered bodies
have been honed far in advance of any human,
and their battle skills are segond to none.
Combined with the best wargear Mankind can
offer and a lifespan lasting hundreds of years,
these champions of the Impenum are feared
and respected

threughout the ST COBEX AT
universe: ‘?%L‘F MARINES

Each Chapter of the ., - , >
Space Marines has VL aill L S e

its own distinct : o X : .

history and o Vel CODEX BLOOD CODEX SPACE CODEX DARK
D a2 ™ Mt ANGELS £4 WOLVES = £4, ANGELS £4

such this Codex : FE ; - - = -
forms the basis for S The Blood Angels are the 1 fBIOBIOUS Warriofs The Dark Angels are
several ol 2l most bloodthirsty of all the  Of i€ Space Welves stubborn and relentless
supplementary -~ .24 Space Marine Chapters,_‘arefamousthioughout - champions oithe
' Codex army books o s % unstoppable in their fury . the Imperium far theie imperitim, faithiul but with
(see right). ; B and infamous in their bravery and willingnees to " a lerrible secret,
‘ i : quest to spill blood in the' 1ght no matter
name of the Emperor. the odds.
ST X ; it e e g - T e
CODEX ARMAGEDDON £4
A world is torri @part by the largest Ork invasion in imperial history, 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 Fréeks, Armageddon Steel
Legion Imperial Guard, Black Templars and Salamanders Space Marine
Chapters, plus the complete baftle-scarred history of Armageddon.

Codex Armageddon s a sourcebook for Warhammer. 40,000, with additional material
that supplements Cadex Space Marines, Codex Orks and Codex Imperial Guard.

"CHAPTER APPROVED | £12

Chapter Approved is a compilation of the best of White Dwarf's Chapter
Approved column, plus a number of new articles, all adding to the Warhammer
40,000 game system. It contains army lists for Sisters of Battle, Necrons,
Impearial Guard Armoured Companies and the Blood Angels Death Company,
as well as updates, clarifications, additional wargear and special characters,
vehicle design rules, Tyranid monstrosities, questions and answers on all of the
currently published Codexes, plus a host of other bis contributed by players.
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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.

8 CODEX DARK ELDAR £8

Spawnedin the dark@st pit of the universe, the cruel Dark Eldar are a

- ourse upon-all races of fhe galaxy. For untold thousands of years they
have preyed upon UNSUSpecting seftiements, stealing forth from the
shadows on thair raids of terror; massacring or enslaving all whose
paths they cross. This Codex reveals the darkest secrets of these

i sadisiic killers, With cdvice on how bestto begin your own reign of terror
- across the universe,

- CODEX ORKS i £8

WAAAGH! The Orks are the most brutal race in the Warhammer 40,000
universe, Across a thousand warlds the deafening cries of battle-crazed
Ork warniors fing out as they deciare war on everything in their path.
Frem unstoppable Waderds fo the lowhest Gretehin, this Codex details
everything an aspiring Ok Boss needs to know to take the galaky by
storm in a tide of green deatht

CODEX IMPERIAL GUARD £8

The Imperial Guard is the largest and most diverse fighting force m the
Galaxyfighling across a hundred wWarzones upon ten thousand plansts.
Famous for their disciptined troops and devastating battle tanks, the
Impenai Guard for the mainstay of ihe Imperium’s slanding amy.

CODEX CATACHANS £4

You'll need Codex Imperial Guafd to use this supp!ement.

Catachan is the most infamous deathworid in the galaxy and its
inhabitants use the jungle itseif as a weapon against the enemies of the
Impenum, ‘i hinting your adversares with booby traps and ambushes or
nciterating your foes with heavy flamers and demolition charges
appeals 1o you, this Codex is ideal. Inside is & wealth of background
information and scenarios for desperate jungle and deathworld fighting.
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CODEX CHAOS SPACE MARINES  £8

The Legions of Chaos are twisted renegades and traitors, swotn o
overthrow the Emperor and mankind whom they once served. The
armies of the damned boast mighty Daemons, crazed berserkers,
possessed vehicles and sguad upon squad of foul Chaos Space
Marines, bound forever te destroy all in thelr path. Death to the False
Emperor!

CODEX TYRANIDS £8

From beyond the edge of the galaxy, these voracious alien predators
come. The Tyranid swarm IS a nightmare of fowering monsters, scuttling
bio-construets and hideous living weaponry. Within the pages of this
book you'll fing all you need to create your own brood of mutated temors.

CODEX ELDAR £8

The Eldar are an ancient race, immersed in a batiié forsurvival in a
galaxy overrun by barbaric usurpers. Eldar warriors aré asdeadly as
they are diverse; utilising advarced weaponry and mystenious wargear.
This Codex deteils evenything you need to know todield an army of
these proud, alien warriors.

CODEX CRAFTWORLD ELDAR £4

You'll need Codex Eldar to use this supplement.

The Eldar of the Craftworlds are a diverse race, in cultute, traditions and
mitany structuie. ThisCodex uncovers the delails and specialised
forces of the five major Craftworlds — the Biel-Tan Swordwind army,
Ulthwe the Damned, the Saim:Hang Wild Rider host, the lyanden Ghost
Warrior army and the Alailoe Ranger force. Each varant includes
alierations 10 the army’s organisation along with special niles and new
tnit types,
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o, SERVANTS OF THE

This month, Gav Thorpe leafs through the
. Corpus Auxilia - the Book of Servants —
- and takes a more detailed look at an

GODO-INCARNATE

Inquisition philosophy: the tenets of the

CORPUS AUXILIA - THE THORIAN INOUISITORS

. reincarnationist Thorians.

nquisitors of the Thorian philosophy
believe that the Emperor walks
among Humanity. He chooses his
vessels to do his work, as he has done
since time began. The rotting carcass
maintained in the Golden Throne is not
the Emperor, for he travels abroad,
tending to his Divine Will, instilling his
power into those that have been
chosen. Taking their name from Saint
Sebastian Thor, whom they believe to
have been such a mortal vessel, the
Thorians are convinced that the
Emperor yet waits for a new body to be
found or created which can contain his
divinity for more than brief periods of
fime. In essence, the Thorians strive to
find or create this vessel so that the
" Emperor may return to lead Mankind to
_ its destiny and conquest of the galaxy.
Although in their present form the
Thorians have only been part of the
_ Inquisition’s politics for a few
* millennia, resurrectionist factions of
one sort or another have been more
or less present since its founding.

THE GOO-INCABNATE
At the centre of this belief is a body of
lore known as the Principles of the
God-Incarnate. Scraps of this, most
Inquisitors are aware of, but only
Inquisitors who have proved their
loyalty to the Thorian belief have
access to the gathered wisdom of
millennia concerning the God-
Incarnate. Over the years the
principles have been amended
and added to, and it is widely
accepted by the Thorians that the
most complete version is the Hesten
Manuscript, compiled by Inquisitor
Hesten between 450 and 465.M40.

The Principles of the God-Incarnate
postulate that the Emperor truly is a
god; his near-death at the hands of
Horus allowed him to finally shatter the
mortal bonds shackling his true
potential, and he ascended to the
power of a deity. Like the other gods he
has an existence within the warp, in
? | essence he is the god of Humanity, and
88 ©  the Thorians claim they have gathered
much evidence to support this. The
one limitation to any god is that to
have power over the physical world,
they must rely upon mortals to do their
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ITS OF THE GOD-INCARNATE

work. As first postulated by Inquisitor
Damasko in 243.M32, most Inquisitors
accept that to affect events in the
material universe the Chaos gods, and
by extension other deities, must have
champions, possess worshippers,
influence mortals or temporarily create
physical manifestations in the form of
daemons. The Emperor is in fact the
greatest example of this — the galaxy
spanning Imperium is merely the
material instrument of the Emperor.
Much of the Principles of the God-
Incarnate points towards gods, and
other warp entities, craving after the
physical universe.

However, what if a god could become a
physical incarnation? If, as the Thorians
expound, a man can become a god (as
they believe happened at the Emperor's
Ascension), it stands to reason that a
god can become a man. This is
Inquisitor Raptenstein's First Principle of
the God-Incarnate: a god can become a
physical incarnation. The idea of the
God-Incarnate is that there will be a
certain individual {or individuals) who
will allow this to happen - a god could
invest its power into a special mortal
body and literally become a living god.
It was Inquisitor Loweberg's
interpretations of the Principles of the
God-Incarnate that first referred to
these physical vessels as avatars.

THE. IMPLICATIONS OF THE
GOO-INCARNATE

Without being restricted to the warp,
and therefore restricted to the
manipulation of crass, mortal pawns,
what power would a god have? One
can easily imagine that Humanity would
be doomed if one of the avatars were
to become an incarnation of a Chaos
god. Horus himself almost achieved this,
and was only defeated by an equally
powerful being — the Emperor. Similarly,
the idea of the God-Incarnate is not
restricted to humans. Many Inquisitors,
such as Czevak and Griindvald of the
Ordo Xenos, believe that certain faint
echoes and omens within the warp
suggest that the Eldar are striving to
create a new god to defeat Chaos;
while a God-Incarnate of the Ork
deities Gork or Mork would be terrible.
However, possibly an even greater
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threat to the Imperium, and the reason
why the God-Incarnate is such a secret
that only the Inquisition know of it, is
Raptenstein's proposal that it would be
possible to reincarnate the Emperor as a
living being.

As far as most of the Thorians’
opponents are concerned, the ‘Second
Coming' of the Emperor would be a
very bad thing. This is quite an
understandable position really, and
springs from uncertainty. As Inquisitor
Caetris proclaimed in his Doctrines of
Disbelief:

'If the Emperor were to become a God-
Incarnate, would the Emperor be
destroyed if things went wrong, if the
avatar was unsuitable, or the rituals
went awry? Even if the transfer of
power succeeded, what would happen
to the Astronomican? If the Emperor
were in physical form, could he be killed
again, and if so would he be destroyed
forever, exposing Humanity to the many
perils that the Emperor protects
Mankind from? Most importantly, what
would be Humanity's reaction to having
their god walking among them once
more? | can tell you now without a
shadow of doubt, the Imperium would
be torn apart by war, as believers and
unbelievers clashed with each other!’

Caetris then went on at great length to
expand upon these views, encouraging
like-minded Inquisitors to stamp out
resurrectionist tendencies, leading to the
secret internecine war known in the
Inquisition's annals as the Caetris Schism,
which lasted for some thirty seven years.
Allin all, most Inquisitors side with
Caetris’ opinion, and would rather see
the status quo sustained and any chance
of the Emperor returning eliminated.

THE AQUEST FOR

THE GODO-INCABNATE

For those who know of (and believe in)
such things, it is the task of the
inquisition to seek out possible avatars
and kill them or, in the case of the
Thorians, control and study them. Over
several thousand years the Thorians,
and certain other interested factions
such as the Horusians, have gathered

TR T IO e

vast amounts of information which to
them indicate possible avatars (see Signs
and Portents below). Under the cover of
rooting out heretics, witches and
mutants, the Thorians are also searching
for individuals who show signs of
avatar-like properties so that they can
observe, capture or, if they appear to be
avatars of Chaos, destroy them.

SIGNS AND PORTENTS

The Principles of the God-Incarnate tell
of the coming of the new god amidst
great upheaval, strife and war. Ancient
prophecies and divinations claim that
the God-Incarnate’s arrival will be
proceeded by calamitous events. For
the Thorians, many of these prophecies
are currently being realised, the
tumultuous circumstances of recent
years indicate that the time of the God-
Incarnate will soon be upon the galaxy.
They point to Ghazghkull's massive
Waaagh! at Armageddon, the
encroaching hive fleets of the Tyranids,
the gradual re-awakening of the
Necrontyr and other events as
indications of growing turmoil and strife
which herald the God-Incarnate.

Similarly, there are indicators that point
towards who the avatars will be —
shrouded in myths and legends as you'd
expect. Much of this is obscure to the
point of uselessness; 'He shall have a
great doom upon his brow', "He shall be
a witch of great power’, 'He shall be
altered in the physical form’, ‘He shall be
able to talk and walk with the animals’
and other obtuse references. To this end,
the Thorians round up all the psykers and
mutants they can; to study them, to find
out what might link them together and
what features a possible avatar might
display. Nobady knows all of the possible
signs and in the centuries since the
Thorians began to grow in power, there
have been several false alarms, much to
the chagrin of the Inquisitors who adhere
to the philosophy. It is not uncommon
for Thorians to be seen as scaremongers
by other Inquisitors; often they are
portrayed within other factions as seeing
avatars wherever they look for them.
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EXECUTION HOUR
by Gordon Rennie

\ When Abbadon’s dark gaze falls upon the
:(/ Gothic Sector, the entire Imperium is at
DR / stake. Epic Warhammer 40,000 combat from
M % | the creator of ‘Bloodquest’.
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In this issue, Warhammer Loremasfér aﬁ

Gav Thorpe journeys to the murky isle Gf

* Albion to uncover some of the secrets of thét i
mysterious land. Also, fiction ranging from |

the icy waste of Knslev, to the verdant glades
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The All-Action Comic
Assailed on all sides, Interrogator Gravier makes his sta
Inside:
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Warhammer 40,000 Overfiend
Andy Chambers is currently
basking in the light of the Chapter
Approved Compilation
released this month.
Don’t worry though —
there are plenty

more ideas for the
game lurking under
his fevered brow...

W ﬁ 4

Deathwatch members are volunteers
from Space Marine Chapters that
rigidly adhere to the Codex Astartes.
Because teams are made up of Battle
Brothers from several Chapters, it is
essential they follow a similar doctrine.
On the Eastern Fringe of the
Imperium, the Inquisitorial Fortress at
Talasa Prime has recruited, trained
and equipped Kill Teams from the
Ultramarines, Scythes of the Emperor
and Lamenters Chapters for service
against the Tyranids.

. There are two ways that members of
the Deathwatch can be incorporated
into normal Warhammer 40,000 armies.

The first is to use an entire team of
Deathwatch Space Marines. Up to
one Kill Team can be included in any
Imperium army as an HQ choice (see
right for army list entry). For this
purpose, an Imperium army will
consist of any Space Marine army
picked using only Codex Space

*Deathwalch are, of course, recruited from all different Chaplers including Space
Wolves, Blood Angels etc. However, the discipline and training of such individuals is
legendary amongst their own brethren, so, for the purposes of the article, we've only
covered ‘Codex’ Deathwatch — other Chapters with their own Codexes get plenty of

extras already!
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HAPTER APPROVED

BY ANDY CHAMBERS & PETE HAINES

Greetings citizens, and welcome to this month’s Chapter Approved. Within
these pages is a freatise on utilising the full potential of the formidable
Deathwatch Kill Teams, and also o look at the Master of the Ravenwing,
allowing him to lead his troops from the front line. Furthermore, Brother-
Scrivener Haines gives us an autopsy on the twisted hehemoths of the Tyranids.

USING DEATHWATCH KILL TEAMS IN WARHAMMER 40,000

Marines*, any Imperial Guard army
(including Catachans, Steel Legion
etc) or any Sisters of Battle army.

As an alternative to fielding entire Kill
Teams, you may upgrade one or more
members of any Space Marine army
selected using only Codex Space
Marines* to members of Deathwatch.
Only independent characters or
members of Headquarters, Veteran or
Tactical squads can be upgraded, and
these must wear the distinctive
Deathwatch shoulder pad. Deathwatch
members must be armed with a bolter
or a combi-weapon with a bolter
component. It costs 5 points to make
a model a Deathwatch
Veteran (there is no change
to their profile). Each may
then select one of the
following ammunition types
at the cost specified in the
squad rules opposite.

¢ M.40 targeter with auto-sense link
and Stalker silenced shells

* Metal storm ammunition

» Inferno bolts

e Kraken bolts

This ammunition may only be used

with a bolter or the bolter component

of a combi-weapon. As a reward for

the service provided to the

Deathwatch, the rare ammunition

types they use are made available in

limited numbers when the volunteer

Space Marine is back in regular

service with his Chapter.

Below: Keith Robertson’s
Deathwatch Librarian and Veteran.

its
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Captain 50 5 5 4
Veteran Space Marine 30 4 4 4
Space Marine 20 4 4 4

A
4 2 5 3 9 3+
4 1 4 2 9 3+
4 1 4 1 9 3+

Squad: The Deathwatch squad consists of one Space Marine
Captain and between 4 and 9 Deathwatch Space Marines.

Weapons: Bolter and close combat weapon, frag grenades, melta-
bombs.

Options:
¢ The Captain may select items from the Space Marine Armoury.

e The Captain can be upgraded to a Librarian at +15 points. As a
Librarian he may use the Psychic Power ‘Smite’ and select Librarian
only items from the Space Marine Armoury.

= Any squad members can be upgraded to Veteran at +10 points.

* Up to 2 Space Marines can be armed with a special weapon from
the following list in place of their bolter: Heavy bolter with Hellfire
ammo and suspensors (*1) at +15 pts, M.40 targeter, bolter & ammo
(*2) at +10 pts, plasma gun at +6 pts, meltagun at +10 pts, flamer at
+3 pts.

« Any Veteran can be armed with a weapon from the following list
unless they are also armed with a special weapon. The new weapon
replaces their close combat weapon: power fist at +25 pts, lightning
claw at +25 pts or a pair of lightning claws at +30 pts (replaces both
bolter and close combat weapon), power weapon at +15 pts.

» All models not armed with a special or veteran weapon may be
issued with one of the following special ammo types: metal storm
ammunition (*3) at +5 pts, inferno bolts (*4) at +5, or kraken bolts
(*5) at +5 pts. Note that the same ammo must be used throughout
the squad.

SPECIAL RULES

True Grit. All Deathwatch Marines
have True Grit.

Bolters have a ‘pistol grip’ which means

that they can be fired with a single

hand. This takes considerable practice

and skil so is not normally

encouraged. Units noted as having the
‘True Grit' skill, however, have learnt how to use their
bolters in this manner. In game terms, this means that
they may count their bolter as a bolt pistol in close
combat and will therefore be allowed to roll an extra
Attack dice if they have been equipped with a second
pistol or close combat weapon. However, a model using
their bolter in this manner may not receive the attack
bonus for charging, as a bolter is too unwieldy to be fired
with one hand while simultaneously hurling yourself at
the enemy.

Transport: A Deathwatch kill team may be mounted in a
Rhino at +50 pts.

Deep Strike: The Deathwatch have many ways of
reaching a battlefield by surprise. Unless they are
mounted in a Rhino, they may always start the game in
reserve and arrive by Deep Strike. Whether this is by
teleporter, termite, alien technology, drop pod or grav-
chute is up to the player.

*1 The heavy Bolter is potentially a very versatile weapon — if

*3 Metal storm ammunition. A bolter loaded with metal storm

equipped with an additional suspensor unit that provides just
enaugh stability to allow it to be fired on the move. The effective
range is seriously reduced but it gains the ability to provide
suppressive fire while advancing. Because Kill Teams often
operate alone, this justifies the use of the increasingly rare
suspensor units.

Range: 18" Strength: 5 AP: 4 Assault 3

It is also capable of utilising the Hellfire round. The Hellfire is a
ceramic sheath which shatters on contact into thousands of
needle-like shards which penetrate the hide of the target and
carry mutagenic acid into the enemy’s blood stream. The acid is
so powerful that even the most enormous creature is vulnerable.
A Hellfire round is loaded and fired singly. It always wounds on a
2+ regardless of the target’s Toughness.

AP: 4 Blast, Heavy 1

Range: 36" Strength: 5

*2 A normal bolter equipped with an M.40 targeter with auto-
sense link and Stalker silenced shells acts as a perfectly
satisfactory sniper weapon. In this mode the bolter is a Heavy 2
weapon which causes Pinning tests but is otherwise identical in
terms of range, accuracy and strength to a normal bolter.

ammunition may be fired from the hip with remarkable accuracy.
The metal storm shells explode in proximity to the enemy, their
fragmentation casing making pinpoint accuracy unnecessary. The
penetrative and destructive qualities of the round suffer as a
conseguence.

Range: 18" Strength: 3 AP: — Assault 2

*4 Inferno bolts. A bolter loaded with Inferno rounds can cause
far more horrific wounds than a conventionally loaded bolter. This
is achieved by filling the bolt with an oxy-phosphor gel. Re-roll
any failed rolls to wound {but not any vehicle armour penetration

rolis).

Range: 24" Strength: 4 AP: 5 Rapid Fire

*5 Kraken bolts. A bolter loaded with a Kraken penetrator round
is capable of piercing the toughest hide thanks to its adamantine
core and improved propellant.

Range: 30" Strength: 4 AP: 4 Rapid Fire

21
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hilst the Ravenwing is frequently

commanded by the Master of the
Ravenwing from his powerfully
augmented Land Speeder, this is not
always the case. At various times in
their long and glorious history, a
Master whose preference was to fight
from a Space Marine bike has
commanded the Ravenwing.

he Master of the Ravenwing
slewed his bike past another
spiked plant, his churning tyres

throwing up great clods of black
earth. Stx Ravenwing bikers followed
him, swerving expertly through the
jungle. A waypoint. runc flashed on
his visor and he pulled into a
screaming, controlled skid and let out
the throttle, the bike roaring. The
Tyranids were near; he could
practically taste their foulness.

The sharp drop he had been c‘(ptctmg
was ‘suddenly before him, and his bike
sailed through the air. Aliea heads
spun to face him, hissing as he landed
in their ‘midst, the impact crushing a
Termagant. Purple ichor spurted. His
midnight-black sword licked out as he
sped forward. beheading the largest of
the beasts: Chattering bolters and
flashing chain blades made short work
of the remainder of the brood, and
within scconds the Ravenwing were on
the hunt once more.

MASTER OF THE RAVENWING

These rules enable Ravenwing armies
to field the Master on a bike, either
representing an earlier Master or the
current Master switching mount for
tactical reasons. A bike has several
advantages over a Land Speeder,
notably the Master can command
units far more directly and make his
presence really felt in an assault.

Note that the Master of the
Ravenwing, if mounted on a bike, is
not a special character but a special
variant of the Heroes entry in Codex
Dark Angels.

N.B.The Master may be based on
either the Grand Master or Master
profile.

—

THE MASTER OF THE RAVENWING

Points WS BS

ER OF THE RAVENWING

T W

140 5 5

Master 125 5 5

W Grand Master

4 45 3 5 4 10 3+
4 45 2 5 4 9 3+

either the Grand Master or Master profile.

Note that the Master of the Ravenwing, mounted on a bike, is not a special character but a
special variant of the Heroes entry in Codex Dark Angels. The Master may be based on

1 Options: The Master of the Ravenwing will always carry the Raven Sword, which is treated as a
master-crafted power weapon, and he must be mounted on a Space Marine bike. The points costs
above include these items and the revised Toughness is shown. Additional wargear can be chosen
from the lists in Codex Space Marines and Codex Dark Angels, but no more than 50 points of

1 additional wargear can be chosen.

SPECIAL RULES

1 as given in the Warhammer 40,000 rulebook.

Independent Character: Unless accompanied by a Command Squad, the Master of the
Ravenwing is an independent character and follows the Independent Character special rules

Command Squad: The Master of the Ravenwing may be accompanied by a Ravenwing Bike
squadron. See the special entry on page 7 of Codex Dark Angels for details.

Ravenwing: The Master of the Ravenwing may re-roll the dice if he fails a Difficult Terrain test
and may fjink’. 'Jinking’ involves weaving the bike from side to side and allows the Master of

moved in his previous Movement phase.

intractable.

ﬂ the Ravenwing a 6+ Invulnerable save against any enemy shooting attacks as long as he

Note that, unlike all other Dark Angels heroes, the Master of the Ravenwing is not stubborn or

L

Tammy: | started off with
a Space Marine Bike, two
Kislev Winged Lancer

| wings, the fairing from the
| Chaplain on Bike model,
and the top half of a Biker
Sergeant model.

Putting the wings in place was easy; |
simply pinned them to the back of the
bike, then added two little skulls on the
tops. | used Blu-Tac to temporarily stick
the Sergeant’s body to the plastic rider’s
legs, so | could position the arm holding
the handlebars correctly. After sticking
the arm on, | just removed the Blu-Tac
and superglued the body to the legs.

Next up was the sculpting. | started with
the cloth on the torso by putting a layer
of Green Stuff on the chest in the shape
of a small triangle. Then | took some

Temmy Haye

MAKING THE MASTER OF THE RAVENWING

thin rolls of Green Stuff and put
them on top to make the basic
shape of the folds, which | then
moulded using a sculpting tool.
Sculpting the robes around the
fegs was a bit trickier, because |
wanted to get some volume in
the robes yet still be able to take
the figure off the bike to paint it. |
got round this by filling in the
space behind the legs with Blu-
Tac, so | had a flat surface to
work on and the Green Stuff
wouldn't make the rider stick to
the bike. | finished the sculpting
the same way as with the torso.
Lastly, | stuck some purity seals
and equipment on the model and
swapped the sword with one
from the Space Wolf frame.

CHAPTER APPROVED




By Pete Haines

Since the rules for designing Tyranid
Monstrosities was originally published,
players have eagerly (almost too
eagerly) sent in questions and raided
their local toy stores for large rubber
monsters. | can do nothing about the
large rubber monster problem but | can
answer the questions.

Firstly there is the question of what
exactly is the base cost and how do
you modify it for Toughness/save and
movement type.

A creature’s base cost is 50 points
per point of Mass plus 10 per wound.

This base cost is then used to calculate
the cost of Toughness and armour save
and then again to ailow for movement
type. Each is a separate calculation
and the increase in base cost is noted
for each.

Example — a creature with 5 Wounds
has a base cost of 50 points. It is also
Toughness 5 with a 2+ save. This costs
25% of the base cost, or 12.5 points.
Finally it is agile costing 25% of the
base cost or another 12.5 points. The
total cost to this poeint is therefore 75.

Decimals should be rounded up to the
nearest full point at the end.

Next there is the thorny issue of just
how tough these critters can be. |
have seen a rather naughty ploy in
use whereby a creature is given a
very high Toughness and a point of
Mass. This makes for a very points-
efficient design. This sort of system
isn’t about points efficiency though, it's
about being able to use a scratch-built
Dominatrix or Harridan so I'm afraid |
must curtail these min-maxing
activities. | did point out criginally that
Toughness 9 or 10 should be reserved
for bio-Titans but no one seems
interested in a guideline so...

The following table sets practical limits
for Toughness based on the number of
Mass points assigned to the creature.
To give some guidance on the scale, a
Hierophant bio-Titan would have 8+
Mass, a Dominatrix or Hierodule bio-
Titan between 4 and 7. )

BER O A
A PO 0
1 or less 7
2-3
4-6
7+ 10

~ TYRANID MONSTROSITIES: RETURN OF THE SPAWN

BASE COST MODIFIER TABLE

SAVE TOUGHNESS: 5 6 7 8
4+ 0 10% 25% 50% 100% 150%
3+ 10% 25% 50% 100% 150% 200%
2+ 25% 50% 75% 150% 200% 300%
As a brief interlude between the more
CODEX TYRANIDS ADDENDA

intellectually challenging clarifications |
will point out now that all creatures
created using this system count as
Heavy Support choices. Pretty obvious
really but that's the charm of this sort of
interlude. ©On a similar level, any
references to the Terror do, of course,
refer to the Horror instead.

The next point is really a follow-up to
the high Toughness issue. Alas, | failed
to cater for the sheer invulnerability that
can come with high Toughness. The
table above is a replacement for the
original and makes high Toughness a
tad more expensive.

One area that has caused confusion is
how to deal with the type of weapon that
has written into its description
something along the lines of ‘and will kill
any enemy wounded regardless of how
many wounds they have’. As you might
expect there are a lot of these sort of
weapons in the Warhammer 40,000
universe and the list includes (deep
breath): the Dark Eldar stinger, shrieker
cannon, plague sword and plague knife,
force weapon, wraith cannon, fleshy
curse (I'd hate to see the Chaos Spawn
that appears when a Hierophant gets
hit!), Drach’nyen, Rod of Torment, Dire
Sword, Blades of Reason.

This list probably isn’t complete and,
even if it is, it won'’t stay that way long.
That doesn’t matter though, because
the resolution is a sweeping one. Mass
points are not wounds and the only
way to inflict more than one point of
mass damage at once is with a razor
claw or a Titan close combat weapon.

Weapons thaf inflict multiple wounds,
like those listed above will use the
same table as ordnance, massive
weapons and mega-weapons when
deciding if a serious wound is inflicted.
Weapons with special characteristics —
for example the stun effect of a thunder
hammer only work if a wound is serious
and a mass point damage is inflicted.
Once a Gargantuan creature has no
Mass left then all these weapons work
normally.

That's about it, happy spawning!

A nasty oversight has become
appatrent in Codex Tyranids,
specifically that a brood of Tyrant
Guard can only protect a single
Tyranid monstrous creature at a
time, not six or more as has been
suggested by some unscrupulous
hive minds.

For those of you wondering,
Tyranid monstrosities created
using Pete Haines’ guide to
spawning cannot be protected by
Tyrant Guard at all — they're just
too big.
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The Biack Library p?'esen [ i ‘ =
A prestigious event to showcase the very best of the Black Llhlﬂw Fanatic
and Forge World with particular appeal to the discerning veteran gamer and enthusiast

[ACK LIBRARY/DAY

at the Warhammer World Exhibition Centre, Wlllow Road, Lenton, Nottingham

4 3

Sunday 15th ]ulyd/ IOam"tll latc

Fight showcase battles with b ' &
gorgeous drimies in scenarios spe{lally designed for this event //
@ { /

Test experimental games and rules still in development
and talk directly to the designers
] i \
Masterclass demonstrations on the most advanced modelling
and painting techniques
®
Very special guests: including Jervis Johnson and
Gav Thorpe who will be answering questions on the current state and the
future of the hobby. Also, from the Black Library, meet Gordon 'Bloodquest’
Rennie and Dan ‘Gaunt's Ghosts” Abnett 5
| e %
The full range of Fanatic & Forge World releases and the
latest Black Library publications, including the first ever opportunity
to buy 'Honour Guard,’ the fourth Gaunt's Ghosts novel and have it
signed by the author, Dan Abnett

o 3
And more events yet to be announced

For the latest details see the Black Library

website at www.blacklibrary.co.uk

Black Library Day tickets are available now ? )_&‘%

from the Games Workshop online store | %Mnﬁs

(www.games-workshop.com), Mail Order (0115 91 40000}, o \WORMSHOP,

Forge World (0115 916 8147) or your local Games Workshop store, DY T
priced at £5. $

Directions from the M1 Junction 25: Take the A52 towards Nottingham. After 6 miles, turn south
onto the ring road. Take the A6005 exit; head towards Nottingham city centre and turn right at the
first lights onto Lenton Lane, which leads to Willow Road. For more informatien please contact
0115 916 8000 (weekdays only) or 0115 916 8410.
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Burgomeister Steiner stared at- ﬁlc strangcr
across his wide oak desk, kgfpmg his
gxpression impassive. Stogﬁ in the corper

of the room and swat »'m raggctf robes
and hood, the newc/ofn;rs fgcc was hidden
in shadow. Strange‘ly cratted gmukfs hung
from his autl.}ﬂdlsh garby; “but Steiner's
curiosity was not pr;ckcgf by their odd

design, buj by the glistening gold they
were ,craft:d from.

N ' afraxd _my mmcrvant did not announce
7 your pame,’ St:mcr*ﬁnm—‘y said after his
contcniplmon of the unc:;pcctcd VlSltOl'

ah,.a\/ Y,

My pame is utﬁhpg\rtam Imﬁ‘ ngcrcl,y an
-, 58
emissary for my master, thc s}ran er

replied, his voice a clipped, hhs’ky whls@:r _~‘

that sent a chill down Steiner’s spine. The
man shuffled closer, bending forward to "
lean over the Burgomeister's parchment
strewn desk.

“I have a business proposition for you,
Herr Steiner,” the emissary continued in
his hushed voice. "A man such as yourself
will undoubtedly recognise a profitable
venture when it is presented to him.”

“I'm interested. Carry on,” Steiner
prompted after a brief pause, realising the
stranger was awaiting a response.

“My master requires forces for a rn;lmry
campaign. As a man of grcat _inffience,
wealth and power he W..!ﬁhcs you to ally
yourself with him™ The robe clad man told
him, Icamag" Closer still Steiner caught a
huef’gl:mpsc of a pallid, sunken face
“before it was hidden by the stranger’s
hood falling further forward fo conceal his
features.

“I am not a military commander, merely a
merchant,” Steiper pointed out guardedly.
His sensc for making money was beginning
to stir, and he wanted to find out as much
as he could before the incvitable
negotiations started.

“T admire your scnsibilities, Herr Steiner.
Discretion is more important than
battlefield valour at this stage.” the stranger
countered, laying a pale, skinny hand on
the desk.

=

“Where, may I ask, will this venture bc = =)

—taking-me?” &Méﬂbﬁpﬂy havmg A “?4'

realised the emissary was too wily for f;fm
to gain any advantage by verbal fencing!

fm‘ Johanncs to remove this imbec;

_ shadow wﬂhrmf the
rd "'\

DEALING WITH DARKNEss//\f l'j:J )
é Vf wcly “If these ,j

Now it was time to get down to the
serious business.

“Across the seas, to the north in ﬁ/{ud

you know as Albion,” the emi

answered openly, and $1cm L\ght é\c‘ﬁz

detected the shghtcst 41 mf atyﬁsemﬂen‘t lg
,/ I ,J;_,;

the croaking voice!

“Albion?" Striner fclrud&ca" s:ttmg bac.k iy
his chair/} plft ﬁemc ,dxstancc bctvﬁbﬁ{
himself and this obvgﬂ‘us madmaq “Hah! If
you've come to srll JRE 3 kcasuﬂ;“ map or
some sx{g{h nong;nsc then lIi\ind you
good‘ cfa':,i 0% Fam a scriovs busincssman,
Dot somﬂ“»gaﬂlvantmg adventurer who'll go
eﬁasmg myths and legends across ﬁﬁ'

world.” Y/

The stranger stood up stra1gh‘t’ and Steiner
iheught he heard a low hnss ,6f dxsplcasurc

“Do not mock_me, rru:ru:h:mntt 'éhc cqldsarﬁ
spat. The stranger then rr.lax&d‘”fieah

close again. 71 am se;;,oné fmiwn iust& - M.
and them aWaits 2 grest fortune for you\;’

“The gﬁ,ﬂa)r N{;01' men and a ship alone
would pse up all my reserves of gold
croyns just on the promise of riches?’

gued Steiner, wondering if he shoufd

Rcachm’g into his robes, the emissary
broughi"lforth a rough leather purse and
spilt the/tontents across the pzrchm:nts on
Steiner’s” desk The merchant gaped in
amazement. COI& ;ﬂvcr and bronze rings
and torcs glittered lmfrout\of him.

“We will of course fund anyﬂ} Xpenses you
may incur, and my master is very gencrous
to those who serve him.” Agam thqrc
that hint of humour in the emissarys=
whisper. Steiner stared at the payment for
a while longer, trying to calculate what it
was worth in the markets. A thousand
crowns at least, perhaps more.

“You talk about your master. I like
to know who I work for,” Steineg
told the stranger, look.mg

directly into the_paol of >
lk “hood

% do, ﬁot necd to kuow ¢
that. Telis cnough to know
t at I am his cmissary anthegs

‘;my word is his weii -
his will is my will,” the )

'”L.;

w
—r \:Etiggglﬂﬁo himself.
{ i \

w

//

sty

1 phﬁ e tablz to ou. then {-‘J‘
‘ tirry ’hcrc ‘no*more” The 4,%195;

b’cgau toxscoop the ]cwcilc;ey baclinto- 351s

pOllC (M
“Lef’s uot % 06" ‘hasty, my friend,”
Stcmcr quxck]y responded, placmg hés ‘bwn
7 “hand on that of the strangrfs -

Nj"“
“Let us make our arrapgcmcnts then, Herr
Steiner,” the emissary :ﬂmounccd dropping

the purse back on fo the desk.

Across the street, Culdém wrapped a thick
fur cloak amund himsetk! to proftct against
—the, érmng r@m Not dﬁat he wasn't used
e thc ‘inclement™ tr( such downpours
wese commonplace in éﬁn@ﬁ;ﬁThc
Truthsayer, sacred guardian £ the Ogham
stoncs, watched as the emissaryodf the
Dark Master exited the doo fron;l thc fat
merchant’s house. So that :s&ﬁﬁgw

Pﬁ' fought, he ;

h@%
A

.

|
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WORLDW!DE CAMPAIGNr'

Next month sees the start of eomq:thing
very exciting for %rhammer Ganeg’ _
Workshop will be i‘unninga spema .
campaign, all across the globe. 1
~witha %thammérauny will b&
take part, ﬁghtmg battles w0 ﬁg = [
cause of their race on the nevsf!y-gewa!ﬁ:d ‘;55’
island of Alblogg;, . **»xa.,g

y 'j{h wﬂngn is set on the mystical I';sle \
~of Storms, hidden by magical forces for
millenma and now ripe for conguest by \ i

ders b clever enough to | Pl
Gl m‘%’fm“é?wm face. Albion $- 4
is a rich prize to fight for — pawerful, y & ?
magics, ancient mcasuresmd great glory [ T
await ;hbs;: who travel across the B
perilous seas to this st(;ﬂn -wracked land, A v
And all of this set against the backdrop %Y Min f
_of a monumental duel berween the T

forces of light and €55,

Across the world, péayers will be piay,mg
games of anhanu‘ner and Warmaster set
on Albion. You can take part at hom > in
your local club, or participate in one of
the many events being held at your local
store. Not rmly €AnL YOU Fun your own
campaign, by sending in your results or
 logging on to our special Dark Shadows
\wehsite you'll be able to contribute to \.
the success (ot failure!) of vour race s
adw:m"ums in Albion. {

™,
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\ / } David Gallagher's ‘/F.,'
concept sketches fa
the Truthsayers 311? t
Dark Emissary.
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] Et“ : Dark Emissary and Truthsayer
@ o e sculpted by Chris FitzPatrick
s, A
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Colin Grayson has also sculpted the

ncw models in Warmaster scafe.
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NEXT MONTH

In next month’s White Dwarf we're
giving away (yes, giving away!} the
Dark Shadows campaign book, which
contains all you need to take part in
the eampaign. This free rules
supplement includes:

= The history of Albion and details of
the recent events that are drawing
armies from all across the
Warhammer World to the island.

* Extra information to help you run
your own campaigns.

* Rules for two new character types
— the sinister Dark Emissaries, and
the warrior-wizard Truthsayers!

* New monster! Full rules for the
elemental Albion Fenbeasts.

¢ Six Dark Shadows scenarios to
allow you'to fight out your army’s
campaign of conquest.

* Special Winds of Magic rules.

¢ Albion weather and terrain
generators.

So, get next month’s White Dwarf
and take part in the biggest
Warhammer campaign ever!




The Games Workshop Staff
Tournament: an annual excuse (as if we G A M Es wo R Ks H o P

need and excuse!) for a day of no holds

|
i

1

barred gaming, with representatives
from stores across the country taking on
the champions of Games Workshop HQ
on their home ground. In-house
rivalry? Of course not...

WARHAMMER 40,000

1st Place: Phil Kelly
2nd Place: Tom Clarke
Joint 3rd Place: Matt Sulley &
Alessio Cavatore

Most Sporting Opponent:
Tom Harland
Best Army: Darren Latham

Best General:
Francisco Dominguez

WARHAMMER
1st Place: Andreu Cerda
2nd Place: Adam Stallwood
3rd Place: Steve Slatford
Most Sporting Opponent:

Gav Thorpe
Best Army: Steve Slatford
Best General: lan Stewart Cain

98 GAMES WORKSHOP STAFF TOURNAMENT

STAFF TOURNAMENT

GAMES WORKSHOP HQ, NOTTINGHAM, 25/02/2001

Accustomed as our staff are to getting
in early (yeah, right — Ed) the
exhibition hall was already a hive of
activity by half past nine. But when
Events Coordinator Che Webster took to
the microphone, all of the contenders
were present, although some of the
more bleary-eyed entrants were
evidently unused to being conscious on
Sunday mornings. In a flurry of activity,
the gamers found their tables and faced
off against the first opponents of the day.

There seems to be a little bit of a rivalry
between the Studio and our store staff.
Playing a wargame against someone
you've never met before is one thing,
but being able to tell your mates that you
gave Alessio Cavatore a trouncing is
something else (however unlikely).
Nevertheless, everyone was enjoying
playing the game of their choice, no
matter who with.

The Warhammer side of things was a
great chance to see the sixth edition of

Warhammer given a thorough workout. It
was no surprise that the tournament
predominantly featured Orc & Goblin,
Empire and Dwarf armies, with shiny
new army books being toted at every
opportunity. Many an Orc General
enjoyed the privilege of stomping on his
opponents, with Great Shaman Space
McQuirk gleefully casting Gork's
Warpath (frequently twice) on anything
that moved. Gav Thorpe’s all-singing,
all-fighting Dwarf army surprised many
an opponent with its ‘full speed ahead’
steamroller tactics. Gav was off-duty,
and it must have shown as he walked
away with the Most Sporting General
trophy.

On the Warhammer 40,000 side of
things, the gaming seemed to be a little
more intense; an air of efficiency
seemed to be prevalent across the
board, excepting the occasional yelp.

As the day went on, the players
polarised a little, with those doing well
getting right into it and those who
weren’'t heckling and paying frequent
visits to the bar. Ultimately, the awards
ceremony was held in Bugman’s, and
had an air of friendly familiarity rather
than grandeur.

From top: Onlookers judge the Best
Army for themselves; the hall buzzes
with activity as the day progresses; a
close-fought battle on the lead tables,
Gav picks up his Most Sporting award.
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SRR S Al AR T
HIL KELI.Y’ ULTHWE E m
P s I'DAR ARMY ULTHWE PSYKER WARHOS
Phil: This army has really done me more relaxed game i‘ Uit Twsles[s [ [w] 1[4 [ia]sed Notes
proud since | started to work at Games with in the future. The e B
Workshop. Although it started as a plain icing on the cake was i e i P e ;
old Eldar army, Codex Craftworld Eldar that my army was § Fasseer 5|8 {3[4]3[5|1]10|4 MNDWAR Wichblude |
was in production at the time so | also shortlisted for A ol o T ol R PO ek bmpmn i |- i
decided to mould it into an Ulthwé army. Best Army, against 2 bk ol e ;
I've always liked psychic powers and my expectations. 7 Ve 414|313 11 1411 }8[ 4] ENHANCE Storiken pisol. Wiechblde 3 i
magic, so it seemed like a natural Teumamerbnlals ::"‘: : : ; ; : : : : ; iﬁ?ﬁgﬁ:"s‘; 1"'““1- :‘;v"'::hd
choice, and it has an easy colour s I s R Pl
; i aslock 4043 4| " Shusken il ce veipon
scheme that looks cool on the battlefield. ~ Very much a different SRR 1R :
) ) style, it was good fun *‘Avam w0 {066 |4]5|3]n]s5|Wling Doom f
The army is themed quite strongly to be to put together a i
a very shooty force based around the really harsh (read s | g £ iy o 153 5 Y (O e 5 s
Ulthwé standing army: lots of psykers ‘beardy’ — Ed) army Ssselaaiaen §
and lots of Guardians. Even two of the and find out just how § Hoslng Bishes| & | 4 (3 |3 115 |1 19| 4] Shuriken pistol. power seapon !
heavy support choices are manned by well it could do. I'll &
Guardians; true, they are very fragile but see what | can Uil P B e | | ] CONCEAL, Slat i, T F
their firepower is unsurpassed. As achieve with the new : W | ke il e i
Ulthwé have very few Aspect Warriors | ‘Nids in time for next e 4 L2 IS AR 5| B SCH Seke Pt i
only took the traditional ten-woman year! !
Howling Banshee squad, in a Wave & e Lo la talm el el e s i
H ar £5 - eightlances. rCannoDs
Serpent, naturally. It's all gear_ed to take Below: Phil’s Avatar is e P T R e e
ﬂ (3) g -~ win [lagers
down Space Marines really, virtually all : i
) converted to look as if | | yp.c S0 (A ] 1% ok ety e e o #
of the big guns have an AP of 2. | was i ; s i f
it is running, about to 1
chuffed when | found that two of my strike B
opponents were Space Marine players! ’ T t'
) Below right: Phil Vehicle From Side Rer BS Type & Notes q
It was my f|r31 tOUrnament, and | haVe to accepts‘?he Wave Serpeat AT 0 TS Encegy Field. Spini Stone. Star Eogroes ‘\‘
say | really enjoyed myself. | never used f
to 3[glay in 3c/:omjpt-:sﬁltitionsybecause | prefer o % L 1498 :
; : . Overall Winner trophy. 8
playing against my mates, but it was a £
nice change to play different armies and 5
| met several cool people when | was g
there, some of whom | hope to have a §
I
i




Those of you who have never attended our annual
Games Day show in Birmingham may not be entirely sure
what you'd be letting yourself in for. Games Day is a time

to get together with literally thousands of other Games
Workshop hobbyists and celebrate the games, miniatures
and achievements of the year. It is also a time to take a
peek at what is just around the corner.

In the past, each show P
has attracted literally |
thousands of people to
come and take part in the !

very special activities
offered. Whether you'rea !
hardened veteran ora .
newcomer, you're sure to
find something |
exceptional.

This year we hope to - B
present, amongst the |
many specially written

scenarios and |
games, a multi-table

Games Day is your opportunity to peek into the hidden corners of the
(Games Workshop Studio and meet the games developers, miniature
designers and artists. Whether you want to clear up a niggle with

Warhammer campaign | . , .
anma C.a palg - some rules, pick their brains for ideas, or browse their portfolios,
andan immense ; the team is on hand to meet you
Warhammer 40,000 '
Cityfight campaign. ;

yBlack Library-.

Meet your favourite authars and artists behind the Black Library novels,
Warhammer Monthly and Inferno! magazine - including William King,
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THE CHILL OF
THE GRAVE

his month, the Dark Elves emerge

from their ominous towers to stem
the tide of walking dead encroaching
upon the northern reaches of the
Land of Chill.

With the advancing hordes of dead
and diseased flowing from the Chaos
Wastes, the mounted troops of the
Watchtower Patrol Force ride north,
guiding a formidable army of Dark
Elves intent on destroying the evil
forces that have the temerity to invade
their lands. The image of a lightning
counter-attack from Dark Riders and
Cold One Knights was too cool to
ignore, so we decided to play a Flank

Attack with 3,000 points a side. The
Vampire Counts army were to face off
against the main Dark EIf force,
defending the ground they had
already taken, with the mounted
troops of the Patrol Force crashing
into the Undead flanks.

At this point, we got a bit carried away,
with Matt suggesting that we pit the
heavyweights of each race against each
other and use no less than two special
characters from their respective army
books. Matt decided to take the
mistress of Dark Magic, Morathi the
Hag Sorceress, mounted on her Dark
Pegasus, Sulephet. In a moment of
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Phil Kelly reports on the clash
of evil between the vicious Dark
Elves, taken into battle by Matt
Hutson, and Mark Raynor’s
rotting horde of Undead
warriors. With both sides using
special characters, it would be a
bloody struggle indeed...

true bravado, he also suggested that
Mark should take the mighty Zacharias
to lead his force. The Necrarch Lord
Zacharias the Bverliving, with his
Zombie Dragon, weighs in at a hefty
1,015 points (No, that's not a typo —
Ed). This would mean that over a third
of Mark’s points would be tied up in
one model!

So, after a week of frantically testing
out each other’s armies, Mark and
Matt girded their collective loins and
stepped up to the desolate tundra
landscape...

Morathi licked her scarlet lips as her
slim fingers trailed through the gory
contents of her scrying-pool, its crimson
depths containing a drop of hcartblood
from cvery sorceress in Naggarond. The
surface shimmered as she dipped her
delicate head. her tongue breaking the
surface for a seccond. She fought the urge
to drink deep of the sparkling vitac; to
do so would be to mvite uncontrollable
hallucinations and wracking pamn. Raising
her head, she allowed the daemon-gifted
prophesies to filter into her consciousness.
Visions of marching troops swam across
the surface of the pool. Red smoke
furled above the foul waters, coalescing
into a twisted, horned form, staring
malevolently at her from behind a
hideous parody of her own cternally
beautiful face.

It was grinping.

“Speak, blood-daemon, lest I spit you
back into Hell"” hissed Morathi, her
perfect eyes narrowing to cruel slits.
“Mistress, your mintons march to war at
your command. Your pretty knights arc in
position, and your favoured oncs mouth
the litanies of pain. But they do not
know..”

"Hide not the truth from me. beast.
What is it they do not know?”

“They meet with death incarnate, mistress.”
The pool's surface flickered black for a

second, a form discernable within. It was

shrouded in a miasma of death, a power
so formidable Morathi could hardly pierce
it. She had the impression of a winged,
gargantuan corpse. It bore aloft 2 being so
potent it shone fike a beacon of dark
light, but its form was shrivelled and
bent. It stank of antiquity, and her
flawless, alabaster flesh prickled as the
chill of the grave reached out from
it like insidious tendrils. When

she recognised what it was. she
felt the cold grip of fear around
her heart.

“Mistress... 1t is he.. Lord Zacharias.
the deathless one..”

Shricking, Morathi Jashed out. her thin
fingers ripping into the apparition. Hot
blood sprayed across the

porcelain flesh of her
cheeks. Bloodied

and raging, she

ran for the gates.

At her mental
command, her

Dark Pegasus,
Sulephet, was already ¥
darting toward her. f i

Without breaking I
her stride, Morathi
vaulted onto the
swooping beast. With
the beating of
membranous wings, the
Hag Queen was borne

R
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into the darkening sky, her battle-cry
echoing mto the night.
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Matt: When I choose
an army for
Warhammer I like to
first pick the units
that look the coolest
and then build the
army around them.
Seeing as the best
looking models are
always the hardest on the tabletop,
surely nothing could go wrong. With
this not-so-cunning plan in mind, I set
about choosing my army.

Matt Hutson

As this game would be a Flank Attack,
and I was the attacker, my army would
be split up into two contingents with
up to a third of the army being the
flanking force. Now the Studio actually
has two Dark EIf armies, the main
Dark EIf army and the Watchtower
Patrol Force. The Patrol Force army is
completely mounted, making it very
mobile and hard-hitting. What better
army to use as a flanking force?

Starting with this part of my army, my
first choice was a unit of 9 Cold One
Knights led by my Army Standard
Bearer bearing aloft the deadly Hydra
Banner. Cold One Knights have always
been my favourite unit in the Dark EIf
army, partly because they look brilliant
and are totally unlike any other cavalry
unit, but also because they are
probably the hardest unit of heavy

FLANK ATTACK

=~ WARHAMMER BATTLE REPORT - THE CHILL OF TH

A CLASH OF EVIL

The Flank Attack scenario means that Matt, as the attacker, must choose one
third (or less) of his troops as a Flank Attack force. At the beginning of his
third turn, Matt would roll a dice: on a 4+ his entire flanking force arrived.
The next turn, if they had not appeared, they would enter on a 3+, then a
2+ in subsequent turns. The flank which Matt intended to use was specified
before the battle. In this case, Matt chose his left flank, able to deploy his unit
of Cold One Knights and unit of Dark Riders, held in reserve, anywhere on
that table edge on Mark’s side of the board.

P,

cavalry in Warhammer. Aided by the
Hydra Banner (+1A to all models,
including steeds, when the unit
charges) these boys should easily be
able to wipe out any unit on the turn
it charges because of the outrageous
amount of high Strength attacks it will
have. To support this unit and make
sure that they get into hand to hand
combat, I have also chosen a unit of
Dark Riders.

For the main force I needed an army
that could survive for two turns being
severely outnumbered. As already
agreed, Morathi was my first choice.
Offensively her magic is rock hard but,
as befits a practitioner of the Dark Art,
she has nothing extraordinary to
counteract the enemy’s magic. To
support her, then, I opted for a Leve] 2
Sorceress equipped with two Dispel
Magic scrolls. My plan for my main
force was to stand back and make the
Undead come to me, giving me some
time to thin down their ranks with
missile fire and magic while I waited
for my flanking force to arrive.

To achieve this, I needed some

dependable missile troops along with
some solid Core regiments: two units
of Crossbowmen, a unit of Spearmen

and a unit of Corsairs ably supported
by two Reaper Bolt Throwers would
do the job. To give me some real bite
in combat (as well as scratching and
hair pulling), I chose a regiment of
Witch Elves, as their sheer amount of
attacks can often bring down even the
heaviest armoured foe. All T needed
now was some stuff to slow the
Undead down and stop them from
flanking me. To achieve this I selected
two units of Shades and a unit of Dark
Riders, all armed with repeater
crossbows. It just wouldn’t be evil
enough if I didn’t have at least one
nasty trick up my sleeve, so with just
over a 100 points left I chose a Noble
armed with the Ring of Hotek and the
Crystal of Midnight 1o give

Mark a nasty little
surprise!
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THE DEAD MARCH ON

Mark: Whenever I
play a game of
Warhammer, my
personal preference
is: the bigger the
game the better.
There’s just
something about
having loads of men
on the tabletop, a
sight that makes me eager with
anticipation! Knowing that this was
going to be a 3,000 point game, this
was just the kind of gaming territory
that I like! However, the army choice
was going to be a little different in
this case, as Matt and I had both
decided to take a special character.
Matt decided that Morathi was the girl
for him. Myself, I needed something
with just that little bit more —
Zacharias the Everliving.

Count Mark
von, Raynor

Costing a whopping 1,015 points,
however, he was a serious drain from
the points pool, but this boy is
seriously hard! Having all six
Bloodline powers, knowing all six
Necromancy spells, having a Dispel
Magic scroll every turn, a re-roll if
things get nasty and then, the icing on
the cake with a cherry on top, he’s
mounted on a Zombie Dragon. I knew
that he was going to be a force to be
reckoned with, and could easily
compete with Morathi. However, it’s
quite well known in the Studio that I
do like to go to extremes, so,

bl g T T P T e B 4 faie s (EUEE R R ; "
Dark Elf Shades creep from within the Watchtower. repeater crossbows loaded, and prepare to flank the Undead force.

just to give myself that ‘comfort zone’
when it comes to magic, I decided to
take a Necromancer as one of my final
character choices. Then on second
thoughts I upgraded him to Level 2.
Oh and gave him a Power Familiar as
well — you can’t be too careful. Top it
off with a Wight Lord with a couple of
magic items (Sword of the Kings and
the Cursed Shield of Mousillon), put
him on a barded Nightmare, and
that’s the heroes sorted.

The next stage was the good old-
fashioned rank and file. Taking into
account that Matt was the attacking
force in the Flank Attack scenario,
there were some considerations to be
made. I knew that up to a third of
Matt’s army wouldn’t be turning up
until turn 3 at the earliest, so I
decided to divide my own defending
army into two. One half would be fast
attacking (yes, I did say fast attacking)
hoping to make full use of their
march move when within 12" of the
General and, with a bit of luck, taking
out some of his army before the
reinforcements arrived. The other half
would hold back, ready for the Flank
Attack cavalry charge to ensure that
they didn’t charge me in the flank or,
heaven forbid, the rear!

For the fast units, the first choice
would have to be Dire Wolves, Now if
you need a unit that can seriously
move in an Undead army, then these
babies are it. Able to march and
charge a healthy 18", they should be
able to get into combat in a couple of
turns (providing they don’t get
shot into the
ground
beforehand). A
favourite tactic of
mine whénever I'm playing
against an army that contains war

machines is that I take at least one
unit of Fell Bats or, if I can afford it,
two (just in case I lose one of the
units). I topped these three units off
with a unit of old faithful Black
Knights (I never play a game without
them), and that’s the fast half of my
army pretty much complete.

To provide the backbone of my
remaining army, I needed something
that could take a charge from some
heavy cavalry. Grave Guard were the
boys for me, giving them the hand
weapon and shield combination
entitled them to a good armour save
and, with a basic Strength of 4, they
could do some damage back to the
Dark Elves. I reinforced this unit with
a couple of units of Skeletons (one
with hand weapons and shields while
the other had spears and shields —
good for receiving charges). A unit of
Zombies, ready to tie any unit up for a
couple of turns, completed the
second half of my army.

Tallying up the points cost, I realised
that I had just under a hundred points
left to allocate. Normally a unit of
Ghouls would be useful (quite able to
handle most opposing scouts and
skirmishing units) but wanting to be
characterful with the Necrarch army
and having nothing but dead things in
it, I thought I'd go for a Banshee.
This, I thought, could be a bit risky
because unless you roll pretty high,
she wasn’t going to be doing much
against a Leadership of 8 and higher.
Taking a chance with Lady Luck (and
the Banshee) I kept her. Besides, she
couldn’t be hit by any of Matt’s missile
fire. So, providing I kept Zacharias out
of the way of those Reaper Bolt
Throwers (anything shaped like a
stake has got to be nasty) I might be
onto a winner here!
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THE HOST OF THE HAG SORCERESS

CHARACTERS

LORD: Morathi, the Hag Sorceress with
Heartrender, the Thousand and One Dark
Blessings and Dark Pegasus Sulephet. 470 pts

HERO: Sorceress Malkeus (90) with an extra level
(40), hand weapon, and two Dispel Scrolls (25
each). 180 pts

HERO: Noble Korhedron (70) with sword, heavy
armour (4), shield (2), Cold One mount (26),

Battle Standard (25) — Hydra Banner (80).
207 pts

HERO: Noble Tualarc (70) with halberd (4), heavy
armour (4), Crystal of Midnight (25) and
Ring of Hotek (20).

CORE
20 Corsairs (200) with light armour, Sea Dragon
Cloak, two hand weapons, Reaver (10),
Standard Bearer (10) and Musician (5).

20 Dark EIf Warriors (180) with light armour,
shields (+20), spears, Lordling (10), Standard

123 pts

225 pts

Bearer (10) and Musician (5). 225 pts
11 Dark EIf Warriors (99) with répeater
crossbows (+44) and light armour. 143 pts

12 Dark EIf Warriors (108) with repeater

crossbows (+48) and light armour. 156 pts

5 Dark Riders (90) with light armour, swords,
spears, repeater crossbows (+20), Herald (14),
Standard Bearer (14) and Musician (7). 155 pts

5 Dark Riders (90) with light armour, swords,
spears, repeater crossbows (+20), Herald (14),
Standard Bearer (14) and Musician (7). 155 pts

SPECIAL

9 Cold One Knights (261) with lances, heavy
armour, shields, hand weapons,

Dread Knight (18), Standard Bearer (18) and
Musician (9). 3006 pts

5 Shades with swords and repeater crossbows.,
70 pts

5 Shades with swords and repeater crossbows.
70 pts

20 Witch Elves (260) with two poisoned hand
weapons, Hag (12) with Witchbrew (25),

Standard Bearer (12) and Musician (6). 315 pts
RARE

2 Reaper Bolt Throwers 200 pts
TOTAL 3,000 pts

|
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THE MINIONS OF ZACHARIAS

CHARACTERS

LORD: Zacharias the Everliving, mounted on a
Zombie Dragon, with Book of Nagash, Staff of
Kapbamon, Scrolls of Sembtep, and Circlet of
Ratbek. Zacharias’ Bloodline powers are
Nehekbara’s Noble Blood, The Awakening, Dark
Acolyte, Unboly Cynosure, Master of the Black
Arts, Forbidden Lore. 1,015 pts

HERO: Wight Lord Lachartes (60) with heavy
armour (4), lance (4), Nightmare (8) with barding
(4), Sword of the Kings (25) and The Cursed Shield
of Mousillon (25). 130 pts

HERO: Necromancer Chardrel (65) with extra
level (35), hand weapon and Power Familiar (50).
150 pts

CORE

21 Skeletons (168) with light armour (+42), hand
weapons, shields, Captain (10), Standard Bearer
(10) and Musician (5). 235 pts

20 Skeletons (160) with light armour (+40),
spears (+20), Captain (10), Standard Bearer (10)
and Musician (5). 245 pts

10 Dire Wolves (100) with Doom Wolf (10).
110 pts

10 Dire Wolves (100) with Doom Wolf (10).
110 pts

20 Zombies (120) with hand weapons,
Standard Bearer (10) and Musician (5). 135 pts
SPECIAL

25 Grave Guard (300) with heavy armour, shield
(+25), hand weapons, Crypt Keeper (12),
Standard Bearer (12), Musician (6). 355 pts

9 Black Knights (207) with heavy armour, shield,
hand weapons, lance, Nightmares with barding
(+18), Hell Knight (16), Standard Bearer (16)

and Musician (8). 265 pts
8 Fell Bats. 160 pts
RARE

Banshee 90 pts
TOTAL 3,000 pts
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" DARK ELVES TURN 1

Having won the roll-off to see who
would take the first turn, Matt decided
to take the initiative and open
hostilities (unsurprising, considering
that his army could loose 86 crossbow
shots in one turn...) with his first
move centring around the
repositioning of his forces on the left
flank. The Dark Riders, with their
incredible 18" march move and free
reform, took up position on the far
left. The Shades emerged from the
watchtower to support them. Even
Morathi herself was redeployed on

Zacharias the Everliving dirccts his minions forward, thirsty for the
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the left, adding considerable potency
to what was to looking to be a strong
left hook. The manoeuvrability of the
Dark EIf troops was really coming into
play; Matt had diverted a considerable
amount of his troops onto Mark’s
flank.

Although he was too far away to use
any of his offensive spells, Matt further
reinforced Mark’s suspicions about
the left flank when he opened fire on
the Dire Wolves opposite. Although
the majority of the army was still out
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of range, one of the
Undead hounds fell

to the quarrels of the
Dark Riders, whilst
another two were
downed by the lethal
spears of the Reaper Bolt
Throwers. Matt wanted
that flank wide open
when his reinforcements
piled in...

; TS
wirm blood of the Dark Elves.
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Moraﬂu takes to the skics I;;)on Sulephet.

VAMPIRE COUNTS TURN 1

Mark’s Movement
phase was far more
eventful than we had come to

expect, with practically all of his army
within 12" of his General, and
therefore able to march move. Mark
made the most of this by sending
ahead a strong contingent of
Undead; the Dire Wolves, Black
Knights and Zombies marched up
either side of the gnarled tree in the
centre of the battlefield.

On the right flank, the emaciated,
incorporeal form of the Banshee
floated before the Undead line, as
the barbed darts of the Dark Elves
could have no effect upon her. The
Fell Bats on the hill were sent to
intercept Matt’s flanking force, their
leathery, ragged wings carrying them
into position.

Zacharias himself also took up
position on the flank, with Mark
taking care to interpose the
looming edifice of the
watchtower between his

General and Matt’s Bolt

Throwers. It was looking very much
like he intended Zacharias to meet
Morathi head-on.

Gathering all the dice he could find,
Mark began his potentially
devastating Magic phase. His first
action was to cast [nvocation of
Nebek, aiming to bring forth a unit of
Skeletons right in front of the Reaper
Bolt Throwers. Matt dispelled it with
a lucky roll. Mark’s second attempt,
this time cast by Zacharias, was not
good enough to make the casting
value even with a

Necrarch’s

natural +1 on spellcasting rolls. His
final spell, Gaze of Nagash, aimed at
the Dark Riders, was dispelled with
the first of Matt’s Dispel Scrolls. Matt
had kept a lid on what had promised
to be a very influential Magic phase.
With the Banshee out of range and
no combat taking place, Mark’s turn
ended.




Passing their Fear test, the Dark Riders
facing off against the Dire Wolves
charged, spears levelled. Morathi
decided that a game of chicken with
Zacharias was not such a good idea,
and directed her Dark Pegasus to the
other side of the watchtower. Matt
moved the Witch Elves up to support
her, and the Spearmen, under the
instruction of Noble Tualarc, followed
suit. On the right flank, the Corsairs
moved to intercept the approaching
Zombies, Matt’s Sorceress lurking
beside them.

The Magic phase opened with an
attempt to cast Doowmbolf at the Black
Knights, with a respectable fourteen
on the casting roll. Due to Morathi’s
mastery of the Dark Arts, her total was
raised to 16 and, rather than risking it,
Mark decided to use one of Zacharias’

DARK ELVES TURN 2

Scrolls of Sembtep (he may use one
each turn, and they have the same
effect as Dispel Scrolls!). Morathi’s
successful attempt to cast Arnzipal’s
Black Horror on the same unit was
halted by a shower of dice from
Mark’s Dispel pool. Seeing that his
opponent had used up all of his
Dispel dice, Matt used his bound
item: the Crystal of Midnight. This
hellish little toy releases an evil spirit
that seeks out an enemy magic user
and ravages his mind. Matt’s choice
was, of course, Zacharias. The
Necrarch had to pass a Leadership test
on 3D6, or lose a spell. He failed on a
spectacular three sixes, and Hellish
Vigour was removed forever from
Zacharias’ repertoire.

Matt’s Shooting phase turned out to
be an anticlimax: he was able to fire

no less than 62 shots at the
approaching Undead, but chose to
target the approaching Black Knights.
Their high Toughness and revoltingly
good saving throw protected them
against the damage, however, with a
hail of barbed darts clattering from
bone and ragged barding. Even the
Bolt Throwers were unable to
penetrate their armour.

The Combat phase proved more
productive as the Dark Riders
skewered two Dire Wolves on their
spears, their steeds trampling two
more of the rotting lupines into the
dust. The Dire Wolves were unable to
make their mark in return, and the
remainder collapsed into the dirt as
the triumphant Dark Riders galloped
into the distance.




The Black Knigh

led by the Wight Lord, ride into a

rest of spearé as the Dire Wolves savage the Dark Elf Crossbowmen.

VAMPIRE COUNTS TURN 2

Mark was not best pleased at the loss
of his Dire Wolves. In retaliation, he
utilised the manoeuvrability of the
Fell Bats by charging the Dark Riders
in the flank. In the centre of the
battlefield, rather than standing in
front of such formidable firepower,
the Black Knights charged the
Spearmen, backed up by the second
unit of Dire Wolves as they charged
the crossbow-armed warriors in the
woods. This didn’t seem to be a good
idea when Matt’s charge reaction,
stand and shoot, killed four of the
Dire Wolves before they hit home. On
the right flank, the Banshee skirted
the Dark EIf line, with the express
intention of frightening the life out of
the Corsairs in the Shooting phase.

Zacharias, having flown over to the far
left of the battlefield, attempied to
bolster his forces with the
Invocation of Nebek. Matt was
quick to whip out his last
Dispel Scroll. Zacharias’
Gaze of

Nagash, aimed squarely at Morathi,
was also dispelled (as a result of her
1,001 Dark Blessings, Morathi not
only has a 4+ Ward save but also
Magic Resistance 11).

Mark finally had a bit more luck when
his Necromancer, skulking behind the
twisted copse, summoned a new unit
of thirteen Zombies, clawing their way
out of the ground in the wake of the
Black Knight’s charge. Matt’s dispel
attempt was ineffective, but worse
than that he had used up all of his
Dispel dice. It was now Mark’s turn to
play his bound spell trump card,
Zacharias’ Staff of Kapbamon, which
casts Dark Hand of Death once per
Magic phase. Mark took full
advantage, scoring the maximum of
six hits on the nearby Shades, leaving
them drained husks lying in the dust.

The Banshee gave voice in the
direction of the Corsairs, three of
them succumbing to the wails of the
evil witch-wraith and dropping dead
with terror. Over on the other flank,
the Fell Bats

descended upon the Dark Riders,
their unnaturally large maws tearing
open two of the fast cavalry. Being
both unable to attack back and
outnumbered, the Dark Riders fled
automatically;, the bats catching them
in their flight.

The charge of the Black Knights hit
home against the Spearmen, who
levelled their weapons ready to
receive the attack. The Wight Lord
lashed out, his Sword of the Kings
tearing through the Spearman
champion. The lances of the Black
Knights took another Spearman from
his feet, impaled through the gut, but
the Dark Elves’ light chainmail
armour protected them from the
hooves of the grave-steeds. In return,
Dark Elf Noble Tualarc took two of
the Wights from their saddles with his
halberd, the Spearmen felling another
with a well-placed thrust. Combat
resolution proved that the Spearmen
were the clear victors, with their kills,
rank bonus and outnumbering
causing another four wounds on the
Wight Cavalry. Mark was not amused:
his lightning charge had resulted in
most of his unit collapsing.

In the wooded hill next to them, the
Dire Wolves ripped open a Dark EIf
Warrior, but as they were uphill the
combat ended in a draw. The Undead
charge had been held in check, and
Matt’s forces were poised for a
counter-attack.
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At the start of Matt’s turn, he rolled to
see if his flanking force turned up,
and was pleased to see a six on one of
the most important rolls of the game.
The Cold Ones and Dark Riders both
rode onto the field in the top left of
the battlefield, poised to thunder into
the Undead flanks on the next turn.
The Witch Elves charged the newly-
raised Zombies, blades flickering and
curses on their lips. The Shades
moved around to support them, and
on the right the Corsairs moved on,
ignoring the ethereal Banshee.

It was then that Matt made a
potentially disastrous move in
supporting his new flanking force
with Morathi herself. Although she
was well out of Zacharias’ charge arc,
the skirmishing Fell Bats with their
360° charge arc were nearby, and had
the numbers to tie her down until the
hideous corpse-lord could transfer his
ghastly attentions to her and her dark
pegasus.

The Magic phase kicked off with the
Sorceress casting Chill Wind on the

' DARK ELVES TURN 3

Banshee, both cast and dispelled on a
meagre six. Evidently the dice were
being saved for a more momentous
spell, and with a show of defiance
fitting for a queen, Morathi attempted
to cast Dominion on Zacharias
himself! If it was successful, she would
be able to totally prohibit his
movement, shooting or magic use in
the next turn. Unsurprisingly,
Zacharias pulled out another of his
Scrolls of Sembtep, the powerful anti-
magics dispelling the mental control
Morathi was exerting. Matt’s
remaining two dice were used in an
artempt to cast Arnizipal’s Black
Horror, but unsurprisingly the potent
spell failed.

Resolute, Matt went on to his
Shooting phase. The Bolt Throwers
both hit home on the Grave Guard
but, amazingly, the wounds inflicted
were all saved by a show of sixes from
Mark. Ironically, the barbed bolts of
the crossbow-armed warriors next to
the Reapers then felled two of the
Grave Guard. On the left flank, the

newly arrived Dark Riders sent a
volley of bolts into the Fell Bats,
wounding one before they could
react.

In the central mélée, the Noble
Tualarc issued a challenge to Lachates,
the Wight Lord. Although his halberd
smashed down upon the Undead
king, it failed to kill him. In return,
the Wight Lord flicked out with the
Blade of Kings, its vorpal edge parting
the arrogant warrior’s head from his
shoulders (the Wight Lord’s Killing
Blow ability meant that this wound
counted for two towards combat
resolution: both of Tualarc’s wounds).
The Spearmen and the Black Knights
accounted for one kill each, but the
Spearmen’s rank bonus was still
enough to tip the balance, and
another mounted Wight tumbled into
dust.

Contrary to everyone’s expectations,
the Dire Wolves in the woods next to
them fared brilliantly against the Dark
Elf crossbowmen, killing two without
sustaining a loss. They then
outnumbered their foe, forcing the
Dark Elves to flee, who were promptly
caught and eaten by the hideous
hounds.

In the shadow of the tower, Matt had
more luck: the Witch Elves hit with no
less than 13 of their attacks against
the Zombies, three of which were
sixes (poisoned) and so automatically
wounded. A respectable six more
wounds spelt doom for the Zombies;
they had lost the combat by a
staggering thirteen, and were
trampled by the frothing Witch Elves
as they overran 8" into the path of the
Grave Guard.




The Riders of the Nosth thunder onto the batleficld as Morathi is attacked by a dark flock of Fell Bats.

VAMPIRE COUNTS TURN 3

Mark’s next move was to counter-
attack; he charged the Witch Elves
with the Grave Guard in the centre
and Morathi with the Fell Bats on the
left flank. The Skeleton units both
turned 90° to face the new threat of
the Cold Ones, and the Banshee
continued her unhindered roaming
towards the Dark EIf deployment
Zone.

The Magic phase opened with the
obligatory Invocation of Nebek, this
time to reinforce the Zombies that
had attacked the Corsairs. Ten more
clawed their way from the earth, and
the whole unit was propelled into
combat against the Corsairs by the
successful casting of Vanbel's Danse
Macabre.

Zacharias then attempted to cast
Curse of Years upon the Cold One
Knights. He rolled a respectable 13,
but Mark was not confident that this
would carry the spell past Matt’s
dispel attempt. Using the Necrarch
bloodline power Unholy Cynosure,
Zacharias used his one re-roll to
change a one on the casting dice to a
three. Matt’s Dispel dice vindicated
this decision when he rolled thirteen
to dispel the curse, and Mark was
rewarded by the subsequent death of
three of the Cold One Knights.

The Banshee’s hateful wail was
directed at the Dark EIf Sorceress
Malkeus this turn, and she fell to the
floor, cold as stone. The tide was
beginning to turn for Mark.

In the protracted combat between the
Spearmen and the Wight Lord, the
Undead hero finally faltered as a spear
found its mark, and was vanquished
by the overwhelming odds against
him. The Spearmen, having taken
relatively few casualties, were free to
act once more. The many attacks of
the Corsairs sliced through four
Zombies, dead flesh dropping in
chunks at their feet. The Zombies'
frantic clawing could not penetrate

the Corsairs’ thick sea-dragon cloaks,
and another two Zombies collapsed at
combat resolution.

By the copse of twisted trees, the
Grave Guard managed to fell one
Witch Elf, but the flurry of attacks
from their half-naked opponents
accounted for two of the Wights in
return. Due to the intoxicating effects
of the Witch EIf champion’s
Witchbrew, the warrior-maidens were
unaffected by the Grave Guard
outnumbering them, and so won the
combat by one. Another Wight
dissipated with a distant scream.

On the flank, the Fell Bats clustered
around Morathi, their fangs snapping,
but her Dark Blessings protected her
alabaster skin from their vile assault.
In return, she speared one of the
creatures on the end of Heartrender,
plucking it out of the sky. Sulephet,
her Dark Pegasus, leaped into the sky
to combat the winged assailants, his
hooves smashing another bat to its
death. Morathi was whittling them
down, but Mark doubted that she
would be free of them before their
loathsome lord joined the fray...
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DARK ELVES TURN 4

The Dark Riders, at the harsh
commands of the Hag Queen, charged
the Fell Bats, as the Cold One Knights
moved into position facing the
Skeletons. The Crossbowmen
remaining on the wooded ridge
attempted to charge the Banshee,
dissipating her by force of numbers
alone, but were well out of charge
range and so merely aligned to face the
ghastly spectre. The Spearmen about-
faced to receive the charge of the Dire
Wolves, and the Shades moved up to
support the Witch Elves. The
atmosphere was tense; both players
knew that the game hinged upon this
turn.

Matt’s Magic phase started with
another attempt to cast Dominion over
Zacharias, but Mark dispelled it with a
contemptuous throw of the dice.
Things were looking bad for Morathi.
Using his Power dice to dispel Curse of
Years, Matt was horrified when three
dice turned up a paltry five, nowhere
near enough to rid the Cold One
Knights of their curse.

The Shooting phase was a shadow of
its former glory, with only the Shades
and one Bolt Thrower finding a viable
target, albeit in the far distance. Three
Skeletons fell, shattered by the bolts
of the Reaper. The Combat phase was
far more violent, with the Corsairs
slicing apart columns of dead flesh;
eight Zombies were cut to ribbons, a
further eight dying in combat
resolution.

The Witch Elves put up a similar show
of strength, scoring a horrifying 21
hits on the Grave Guard, ten of which
wounded. Luckily for Mark, their 3+
armour save in close combat
protected all but two, (although he
insisted at the time that he was not
worried...). In return, the Grave
Guard cut down two of the warrior-
maidens, but again, due to their
Witchbrew, the combat was a draw.

On the left flank,
the Dark
Riders
thundered
into the

orsairs cut through the secmingly numberless Zombies with ease,

Fell Bats, spitting one on an out-thrust
spear. Morathi continued to pluck
apart the evil beasts with Heartrender,
her Dark Pegasus wounding another.
The Fell Bats descended upon the
Dark Riders, one draining an unlucky
rider of his blood, whilst another
attached itself to Sulephet like a vile
lamprey, wounding the Dark Pegasus.

Although the combat was clearly won
by the Dark Elves, the
resultant five wounds was
not enough to kill all of
the Bats. They had
served the purpose
Mark had assigned to
them, and tied up
Morathi.
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! W'th 2 hellish scream, the Zombic Dragon
arrowed through the mmatbx as she.
stabbed and sliced at the Fell Bats around
her. The flapping beasts had kept her
occupicd for t0o long, and a5 Sulephet
kicked up into the air. she turned her full
{ attention on the Undead lord assaulting her
Zacharses the Everliving, a pame only spoken
of in hushed whispers, reached out a bony
finger towards her. He was as hideous as she
was beautiful For 2 moment, their cyes
locked, the air crackling with sorcerous
cnergy. She paused, appalied by the steoch of
the fouf king and his grave-wymm. The
Vampire grinned, taking in hee cthereal beauty
with an appraising glance. Then, the beast he
rode struck out Jike a snake, its rotting faws
fixing on Sulepher’s neck. With s sickening
wrench, the Dragon pulled her within reach
of Zachariss She sercamed a battfe-cry s her
fance, Heattreader, spearcd ioto its flesh. but
she could not pierce ffs arcane corpse-wards,
zzchlr muck wﬂh unhgiiy spu:d nce,

Unsurprisingly,
Mark’s first action was
to charge Morathi with
Zacharias. She passed both her
Terror and Panic checks; it looked like
we were in for a real clash of the
titans!

Mark also recklessly charged his Dire
Wolves straight into the massed ranks
of waiting Spearmen. The Dark Elves
failed their Fear test, however,
meaning that instead of hitting on 3+
they were now hitting on sixes.

The Magic phase was dominated by
the Undead even more so than
normal, as Matt’s Sorceress had died
to the screams of the Banshee. First
off, the Curse of Years still in play not
only killed another Cold One Knight
but also wounded Korhedron, the
Dark EIf army standard bearer. In a
classic Vampire Counts manoeuvre,
Mark’s Necromancer raised a unit of
nine Zombies just next to the flank of
the Corsairs and impelled them into
the flank of the Dark EIf unit with

Vanbel's Danse
Macabre, forcing them to
reform, and take both a Panic and
Fear test!

The Combat phase started with the
Corsairs’ violent reply to the incursion
of fresh corpses on their flanks, killing
three from each of the Zombie units.
After the Zombies’ attacks were saved
by the Corsairs’ armour and the
combat resolution results applied,
both units of the walking dead lost a
further five models, meaning that one
solitary Zombie was left!

The Grave Guard once again fell prey
to a staggering twelve wounds from
the Witch Elves, enough to wipe out
half a unit of Ores, but against the
tough armour of the Wights, only two
died to their blades. Mark was getting
heartily sick of this combat and so
directed as many hits as he could
against the Witch Elf Champion. He
caused two wounds, taking the
Witchbrew out of the equation, and
the other Wights took down a further
three. This time, when the combat
results were tallied, the Grave Guard
had won by a clear margin, and
pursued and caught their foes,

VAMPIRE COUNTS TURN 4

hacking down their unarmoured flesh
with wight blades. The resultant
pursuit move brought them into
combat with Matt’s Shades; it looked
like they would suffer a similar fate.

In the all-important combat escalating
on the left flank, Zacharias plunged
into the mélée, his undivided
attentions focused on the Hag Queen.
Despite her ethereal beauty (attackers
have to pass a Leadership test to even
consider attacking a being of such
surpassing grace) the Vampire hit and
wounded with three of his Attacks,
Morathi’s Ward save only protecting
her from one of Zacharias's blows.
Worse still, the Zombie Dragon ripped
into Sulephet, the Dark Pegasus,
killing it outright. Morathi’s well-
placed counter wounded Zacharias,
but his Circlet of Rathek protected
him. Although the Dark Riders caused
one wound, accounting for one Fell
Bat, the beasts attacked Morathi
nonetheless, a Iucky blow dropping
her at last. The Dark Elves had lost the
combuat, and even the fleeing Dark
Riders were caught and destroyed by
the Fell Bats. Things did not look

good for Matt.
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Determined to exact a price for the
loss of Morathi, Matt passed the
Stupidity test for the Cold One
Knights and charged them into the
mass of skeletal warriors.

The Magic phase left Matt with a
pathetic two Power dice; since
Morathi and her apprentice Malkeus
had died there was little the Dark
Elves could do in the way of sorcerous
harm. The two dice were used for an
attempted dispel on the Curse of
Years, but to no avail.

The Dark EIf Shooting phase had also
been stymied. As the crossbows on
the right flank turned to face the
Banshee, only the Bolt Throwers were
left to fire. They opened fire at the
unengaged Skeletons across the other
side of the battlefield, killing four in a
shower of splintered bone.

In the combat phase, Mark
nearly removed his lone
Zombie from the combat
with Matt’s Corsairs
before any dice were
rolled: there was no
way it could

' DARK ELVES TURN 5

stand against such formidable foes. It
was duly ripped apart by the skilled
blows of the Corsairs. The Dire Wolves
in the wooded ridge fared little better
with the Spearmen, four of them
dying, spitted on the thin stakes of the
Dark Elves. The rest collapsed in on
themselves, magic no longer
animating the rotting sacks of mangy
fur and brittle bone.

The Shades never really had a chance
against a full unit of Grave Guard, the
one wound they inflicted out of
desperation was saved by the Wights’
armour, one Dark EIf culled by the
Wights’ charge. The Shades fled, the
resulting overrun cutting them down
and bringing the Grave Guard
alongside the Spearman unit.

The real carnage was saved for
the end of the Combat phase;
the Cold One Knights
impacted with the
Skeletons with
the

force of a battering ram. The Hydra
Banner, held aloft by Noble
Korhedron, spurred on the Knights
and their mounts, doubling their
attacks in a frenzy of destruction.
Mark presumed there would at least
be a few ragged Skeletons left at the
end of the phase, allowing him to
slam his Skeleton Spearmen into the
flank in his next turn. Thirteen
unsaved wounds from the lance-
armed Knights and their reptilian
steeds proved otherwise; the
skeletons lost by eleven. The entire
unit disappeared in an explosion of
dry bone, and the remaining Cold
Ones overran, clipping the Skeleton
Spearmen’s flank.
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The Grave Guard finally rout the Witch Elves.

VAMPIRE COUNTS TURN 5

Mark was a little
taken aback by the

destruction caused by the Cold
Ones, but knowing full well that the
resilient Curse of Years had thinned
their numbers dramatically, was not
overly worried. He had a plan,
although risky, and an evil one it was
too, Contrary to all expectations he
charged the Bolt Thrower with the
Grave Guard, rather than the Dark EIf
Spearmen’s flank. Eyebrows were
universally raised, but Mark was
undaunted, moving Zacharias around
in front of the watchtower and
bringing the Fell Bats back onto the
table near to the combat involving his
remaining Skeletons.

The Banshee casually moved out of the
charge arc of the Dark EIf crossbow
unit on the right, and Mark marshalled
his vast magic dice pool with some real
carpage in mind.

First off was resolving Zacharias’ Curse
of Years already in play on the Cold

One Knights, and this time it was
wounding on a frightening 4+. Three
more Knights died, including the
musician, even polishing off
Korhedron himself as the warriors
aged horrifyingly rapidly, racing to the
grave. Next was Zacharias’ Gaze of
Nagash on the Spearmen unit, scoring
a horrendous eleven hits and killing
four. A renewed attempt to hurl the
deadly Curse of Years, this time on the
Spearmen, was cast with Irresistible
Force, and accounted for another four
of the unlucky Dark Elves.

The Necromancer hiding at the back of
the withered copse cast Invocation of
Nehek on the Skeletons fighting the
Cold Ones, and yet more dead
warriors crawled out of the earth to
reinforce their unit. Finally, Zacharias
attempted to cast Dark Hand Of Death
from the Staff of Kepbamon, but at last
Matt had enough dice to dispel.

The Spearmen, under such an
unrelenting bombardment of magical

death, broke and ran, but due to the
combat between the Grave Guard and
Bolt Thrower, ended up directly
behind the Reaper Crew.

In the Combat phase, the Grave Guard
stormed through the Reaper Crew in
short order, overunning into the
Spearmen and forcing them to run off
the table. Mark assures us he had this
planned all along (the devious swine).

The Cold One Knights fared little
better against the growing numbers of
the Skeletons, and the Dark Elves’
number had been so drastically
reduced that they were unable even to
counteract the Skeletons’ rank bonus.
As a result, and a general incapability
for the antiquarian Dark Elves to kill
more than one Skeleton, the Cold One
Knights fled. Although the Skeletons
could not catch them, they were below
25% of their original number, and
hence could not rally.
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Unfortunately, Matt had got to that
stage in the game where he had lost
50 many troops that he had very
limited options.

Fearing a devastating flank charge
from Mark’s General, his Corsairs
turned through 90° to face Zacharias.
Matt also repositioned his
Crossbowmen to face the Banshee
once more. The Cold One Knights,
unable to rally due to their
horrendous losses, fled 14" toward
the table edge, staying on the
battlefield but still counting as
destroyed due to the fact that they
were fleeing at the end of turn six.

The Magic phase passed with little

magic users were long gone.
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{ The Banshee charges. her howliﬁg chilling the blood of the Reaper crew.

more than a ripple in the wind; Matt’s

DARK ELVES TURN 6

The Shooting phase heralded a last
act of spite for the Dark Elves. From
the Reaper Bolt Thrower that the
Banshee was drifting towards, a volley
of bolts arced toward Zacharias. After
randomising the hits, all present were
shocked when one of the bolts
actually wounded the Necrarch
himselft Mark was unperturbed, it
would take a lot more than

that to fell the millennia-old
Undead Wizard.

There was no combat anywhere
across the entire battlefield, and
so, with a glum expression, Matt
ended his turn.

- Vampire Counts: 2,
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VAMPIRE COUNTS TURN 6

Relaxing in the warm

glow of what was certain to
be a victory, Mark charged the
Banshee into the last remaining
Bolt Thrower Crew. He had nothing
to lose, even if she did not cause a
wound, she would only lose the
combat by one (this sort of cold
logic comes easy to Mark...) whilst
Zacharias flew across to the
Corsairs, the Dragon opening its
stinking gullet in preparation to
cover the Dark Elves in putrescent
filth. The Fell Bats flew up onto the
hill once more to claim a table
quarter, and for what it was worth
the Grave Guard reformed to face
the Corsairs.

The Magic phase held a nasty
surprise for Mark: the Miscast he
was long overdue resulted in his
Power dice draining away, but it
was too little too late for Matt.

The Shooting phase saw the
Zombie Dragon cover six of the
Corsairs with its pestilential
breath, one succumbing
immediately to the aithorne
plague. The Banshee, wailing as
she charged, proved ineffectual
against the Reaper crew, her
ethereal blows failing to harm the.
Dark Elves. They outnumbered her
and she lost a wound, but Mark
knew it was a safe gamble as they
could not finish her off. With
precious little remaining on the
battlefield and Zacharias roaming
unchecked across the tundra, it
looked like the Dark Elves had
lost the battle. All present knew
that the bloody struggle was

at an end, and Jake

Thornton appeared

with a calculator to

tally up the victory

points.




Matt: It was all going
so well up to turn 4.
I'd stopped Mark from
flanking me with the
Dire Wolves, my
Spearmen had taken
the Black Knights
charge on the chin
and I'd managed to
contain Zacharias in
the Magic phase. So where did it all go
horribly, irredeemably wrong?

Matt Hutson

The turning point came when I let
Morathi get charged by the Fell Bats
which, in turn, allowed Zacharias to
charge and slaughter her. I was so
preoccupied in positioning Morathi out
of Zacharias’ charge arc that I
completely forgot about the Fell bats.
With Morathi dead I just couldn’t
compete with the Undead in the Magic
phase. This is in turn led to the demise
of my Cold One Knights but not before
they managed to munch their way

- MASSACRED...

through a whole Skeleton regiment in
one Combat phase. I think I was a bit
unlucky with the Witch Elves, as Mark
just wouldn'’t fail his armour saves.
Against any other unit in his army they
would have had no trouble at all.
Witchbrew proved its worth, though,
and in my book this item is a must-have
for your units of Witch Elves.

The plus sides in my army were the
Spearmen and Corsairs. The Spearmen
did very well against the Black Knights
and Dire Wolves, and show how good
blocks of Spearmen are on the
defensive. The Corsairs are a much
more offensive unit. They easily
managed to see off the Zombies despite
being charged in the flank. My Dark
Riders performed pretty well against
the Dire Wolves and Fell Bats. Their
charge of 18 inches, combined with
their spears and repeater crossbows,
make them a perfect unit for seeing off
your opponent’s light troops on the

flanks and can be useful for flank
charges.

Overall I don't think I played that
poorly. The main thing I didn’t do was
make a real effort to kill Zacharias.
Apart from magic, the only tool I had to
do the job were the Reaper Bolt
Throwers. Mark, in his wisdom, kept
his very expensive Vampire Lord out of
their fire arcs for most of the game
though. In hindsight, I probably should
have taken four of them. Even if I
couldn’t get a shot on Zacharias they
could have severely limited his
movement around the battlefield.

Looking back at the battle it was a lot of
fun to play. Mark’s quite a wily
opponent and a good laugh to play
against. The Dark EIf army is a good all
round army, it's only weak point being
its lack of Toughness and armour, but
hey, that’s Elves for you. If it wasn’t for
that pesky Zacharias I would have
gotten away with it!

] Mark: Victory, such
"l sweet music to my
ears! Zacharias the
Everliving proved his
worth and stormed
§ forward with his
- Undead horde to
- ravage the Dark EIf
Mark Ravnor army — and I was the
defender! What more
could you want from a Vampire Counts
special character? Alright, so I had him
tucked away for the first half of the
game but I know that large targets and
Reaper Bolt Throwers just don’t mix.
Cheering aside, how did I achieve such
a stunning victory?

The secret to my success was
preparation, preparation and a bit more
preparation. Spending nearly two hours
on an army list might seem a little
drastic but I always adapt my army to
whatever foe I may be facing (this means
different Bloodlines as well as different
troops). This game was no exception
and knowing my army in depth, as well
as the Dark Elves, was what helped in
choosing my troops. It's useful if you
know your opponent — Matt had been
taunting me about how lucky he was
(note the past tense bere — Ed), so I'd
battled him quite regularly over the
previous week or s0. This helped me to
develop an understanding of just how
Matt fights his games. To neatly wrap all

[ this together, I formulated my bartle

plan. Having decided to divide my army
into two, [ got stuck in with one half of
the army, while the other half waited for
Matt’s reinforcements. This happened
just as anticipated and 1 was even able to
take advantage of some of the errors that
Matt presented to me on a silver platter.
When he placed Morathi out in the
open, it was an opportune moment that
just had to be taken advantage of.
Charging the Fell Bats into her was all
needed to keep Morathi there while 1
positioned Zacharias for the charge. It
was only too fitting that the Hag
Sorceress should be overpowered by the
Necrarch Lord.

My real surprises of the game were the
Grave Guard and the Banshee. The
Grave Guard kept

MORE CORPSES FOR THE HORDE

Dark Elf’s high Leadership was always
going to be a problem but [ still
managed kill the Sorceress, which
narrowed the chance of any more
sneaky spells from the Dark Elves. On a
different note, the Black Knights failed
to achieve my expectations. Charging
head on into a unit of Spearmen wasn’t
the wisest thing to do and I suffered the
consequences. I normally charge these
boys into the opposition’s flanks — I
suppose I should stick to what I know!

However, this battle did prove a point.
Good preparation and planning always
pays off, but being able to adapt your
plan to the changing tides of battle
means that a victory can become so
much more!

the Witch Elves
busy for a couple
of turns, and once
they’d taken care
of them, there was
no stopping them.
The Grave Guard
went on to sort out
three units in two
turns and chased
another one off the
table (lovely!). I
took a real chance
with the Banshee
as I pitted her
against the Dark EIf
Sorceress. The

=l

Mark fets Matt off Iightl); with a .ﬁledg-c of qtcrn.ﬂ servitude.
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GIVE US A CALL ON: @ 0115 91 40000

MAIL ORDER

PHONE LINES

Mail Order has set up 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
including the archive service, the rules & advice service and the component part service.

Don’t worry, the UK telephone number is staying exactly the same as it is and

L\‘Eﬁ
L= 1 S UK 0115 9140000 will continue to offer all of our Mail Order services as usual.

Questa linea & specifica per | clienti Italiani. Un operatore Italiano & pronto a

[I] Italian ++44115 9168075 ficevere la tua telefonata. Se la linea & occupata la tua telefonata sara

trasferita dinuovo ad un operatore Inglese.

Deze telefoonlijn is speciaal opgezet voor onze Nederlandstalige klanten. Een

E Dutch ++44115 91 63255 Nederlandstalige telefoon operateur is ter beschikking voor al uw telefoontjes.

Indien de lijn bezet is wordt u doorverbonden met een Engelstalige operateur.

Diese leit wurde speziell fiir Deutschsprachige kunden eingerichtet. Anrufe

E German ++44115 9168256 werden in Deutscher Sprache entgenommen, So:lle die Leitung zeitweise iiberlastet

sein, wird der Anruf an einen Englischsprachigen Mitarbeiter weitergeleitet

Cette ligne telephonique est specifiqguement pour les clients Francophones.

Al m French ++44115 91 88504 Un téléoperateur Francophone est disponible pour tous vos appels. Si Ia ligne

est engagée votre appel sera passé a un operateur Anglais.

Esta linea telefonica esta disponible para los clientes Espafnoles. Habra un

E spaniSh ++44115 9188505 orerador de habla espafola dispuesto a tomar tus pedidos. Si esta

communicando tu llamada sera pasada a un operador Inglés,

Denne linie er specielt lavet til de danske kunder. En Dansktalende trold

Da“iSh ++44115 91 885°6 sidder klar og venter pa dit opkald. Hvis linien er optaget vil du blive sendt

videre til en Engelsktalende operator.

H Denna linje dr speciellt for s ka kunder. En sv ktalande operatér vintar
E swedISh ++44115 91 88507 pa ditt samtal. Om det ir upptaget kopplas samtalet till en engelsk operator.

FAX: 0115 916 8002 or e-mail us at motroll@games-workshop.co.uk -

WHAT MAIL ORDER
CAN DO FOR YOU

+ COMPONENT PART SERVICE - Mail Order
i| has an extensive range of current and back

catalogue miniatures.

+* DELIVERED TO YOUR DOOR - Set postage
rates no matter how much you order!

* RULES SERVICE & ADVICE - If you have a
gaming or habby question give us a call.

+ ADVANCE ORDER ~ Why wait? If you like a
product, place an order. Special postage rates
and delivery on the day of release!

* OPEN 7 DAYS A WEEK - 8am to 10pm.
Hours may vary on Bank Holidays!

RING FOR DETAILS

VISIT OUR WEBSITE: www.games-workshop.com

HOW TO USE MAIL ORDER

Ordering by Mail Crder is easy. If you have a credit card or debit card you can order over the phone;

* GIVE US A CALL ON - 0115 91 40000

* TELL THE TROLLS WHAT YOU WANT - If you are not sure, just ask the Phone Trolls. They will be
happy fo help you out

* SIT BACK & RELAX - After you have placed your order, just sit back, relax and walt for your parcel to
arrive on your doorstep.

If you wish to pay by cheque (please include your cheque guarantee card number) or postal order, it is

just as easy, all you need to do is:

* FILL OUT THE ORDER FORM - with what you would like. Codes are only necessary if you are
ordering component parts.

* COMPLETE PERSONAL DETAILS ~ Fill out your name and address in the space provided at the
bottom of the form.

* PLACE YOUR ORDER IN THE POST - Send your order to:

Games Workshop Mail Order, Willow Road, Lenton, Nottingham, NG7 2WS

...AND THAT'S IT!

MAIL ORDER (UK) POSTAGE RATES

£3 for 2nd Class - 7 - 10 day delivery to any part of the country.
Ve £4 for 1st Class - 3 - 4 days delivery to any part of the country.

L £7 for Special Delivery - Next day delivery (Mon-Thurs) to any part of
the country if your order is placed before 1 pm.




GIVE US A CALL ON: @ 0115 91 40000

DARK SHADOWS

The mists of Albion swirl and dissipate, revealing glimpses of a land of treasure and
opportunity. Across the 0ld World the lure of the ancient isle is felt, and the
beginnings of a great conflict are set in motion. Even here, in the depths of Mail Order
we have felt the call, so we’ve put together some ideas for starter armies,
allowing you to get ahead in the upcoming conflict.

Empire
Battalion £50

1 General
8 Knights

- 19 Spearmen including
Champion and Command
Group
18 Handgunners including

~ Command group

-1 Cannon/Mortar

Battalion £50

1 Warboss

19 Boyz including Command
group

18 Arrer Boyz including
Command group

10 Goblin Wolf Riders,
including Champion and
Command group

1 Orc Boar Chariot
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VISIT OIIR WERSITE: www aamec.workchon com
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.7 Khemgi Tomp_'l’(mgﬂ

=

_ Vamplre cnunts
~Army, 7, %, 2701

" 720 Skeletons < « 415’

20'Skeletons” . £15
20 Zomhiess -/, “B15 !
7'Mounted Wights: . £28.
1 Mounted \lamplre 26

L Zovotat, 72, <, Cos9a |
, séve‘-,-‘fgf 2 p |

|

Army £60

20 Khemn Skefetensif, ,. *;
20-Khem#i Skeletofis’, £15
<20 Kngmii Skeletans £15
4 Carrion | ., 216,
,mmmm

850

W skinks 7 7 45207 )
* A6 Saurus’, “, £10
28 /- 10 Temple Guard ~~£20
8. < Temple Guard Hero £3 |
8l Saurus cnmmand £4 :

4 malﬂ.-__ P £57 h
ilve £7' <% |
Irf |gh Elf Army -5651

) 2. Sed Guard o 237
“Sea Guard Command./ £7
Bolt Thrower 7, 28
¥, Tiranoc Chariot/ - £12ﬂ
e Moiinted Maga 7, £60

ANDIXIK
“/ Savg£5, '

=

PN nglﬂ:s of the Realm £15 ]
/24 Bowmen, ., ©, 8159
18 Men-at-Amms * <, 77 £30"

° Men-at-Armis commantl €6

_llnestmg nght 9, CERR

L Wl Y, %, Ot |
- " ¥ £5

woua Elf Army_ o, /555

24 Wood Elf Amhers £15
6 Wardancers” o “-/£12
Tegman . 7. 77, “£8 |
<10 Glade Guarﬂ 17
Gfade Guard Eummand £4
Mages -/ 1£4 1
Tntal 7 , < Eﬁl}

/ Save ’.ES1

[F>7.ZChaos Warrior -~
g L. Army %, %, LR

12 Ghah$ Warrmrs /- £15
12 Chaos Warriorg C£15
7. 12-Chads Wartiors 7, £15,
| 10 Marauders ', ¢ £17
L., ‘Mounted-Chaos I.nrd £8)
' ';I:hans Ghaﬂo’t ¢ _.£12.1

Tt %7, <, %, 582.,
A Save 27' 4

Skaven Armv

: _-&n clanrats £45
. Pagkmadster plus » of i
, 4D Giant Rats. . 7 £12, ||
" Warpfire Thrower Team £8 “
6 Guttér Ranners £107,,
: Skamn Ghlefta‘m v 83, ¢

Tatal ‘¢ "_-iii=?£79"‘(' H
: ; Baveagl ,

Models shown at 80% actual size.

GIVE US A CALL ON: 'ﬁ’ 0115 91 40000
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Imperial Fists Chaplain
One Chaplain with Imperial Fists
Chaplain Shoulder Pad.

Designed by Jes Goodwin

CODEX
SPACE MARINES  £8

Space Marines are Humanity's
finest warriors, the last line of

defence, 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. s el S
one Imperial Fists Terminator Shield and one Imperial Fists Banner Pale.
Designed by Jes Goodwin

Imperial Fists Bike Squad - Exclusive to Mail Order
Four Plastic Bikes, ons Sergeant, two Special Weapons, four Imperial Fists Shoulder pads, hwo Imperial Fisis Accessory sels.
Desigaed by Jes Goodwin

B imperiai Fists Captain JP9

Designed by Jes Goodwin

Imperial Fists Librarian

Ong Librarian with Imperial Fisis
Librarian Shoulder Pad
Designed by Jes Goodwin

M Fists Terminator Squad - Exclusive to Mail Order

Fists Starm Boiters. one Impetial Hmmm Fiamer,

£20 Special Deal!
"0 Th %7 97, Tn < Il V&
()(<,‘ % \1\% ,., .‘:\E\/
BB D @l ‘4% /$ s

-1

?‘*ﬁf’/
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Models shown at 60% actual size
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(3&48

perial Fi I{\

45? O%m Librarian Pad.f'(

i<, 2
0 ’9 Excluswe to Mall Order ’
0 Shoulder Pads 50p each

Storm Bolter 1 £1.50 'E
Storm Bolter 2 £1.50
Heavy Flamer £1.50
Banner Pole 50p
Accessories 50p
Terminator Shield S0p |4
1
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tumgmm%m fe Laurcher, Flamer, and Sergeant) £15 Boxed Set Veteran Segeant £4.50
Pl 10 imperi is Shosidar Pads. 10 Totcal Squad Shoulder Pads and ons Inperia Fists Accasssryser. UG INE IRV R R Desanad by 4oc Sasdirln
Designed by Jes Goodwin - ‘

- . ——- — — 7 7
-: o E é\ 7 w 4

Contents may vary from those shawn. Designed by Jes Goodwin.
MR "iodes shown at B0% actual size.

"mmusm Marines, five Deatbwaich HEad sets,
Five Deathwalch Shoulder Pads and Bolters. ane Heavy Boller and Backpack.
Ilulgmhuueuoul n and Mark Harrison. Models shown at actus! sizs.
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GIVE US A CALL ON: T 0115 91 40 ()

Models shown at 60% actual size




Chapter Approved
Compliation £12

The Chapter Approved
Compilation is an
indispensable tome of
articles collated from past
issues of White Dwarf, plus
new material. It includes a
comprehensive Sisters of
Battle army list, special
characters, rules
clarifications and loads
more. A must for any
dedicated fan of Warhammer
40,000.

Banner

ot
‘ included
| .

Sister of Battle
Banner Bearer
Designed by Jes Goodwin

Sisters of Battle Immolator

Designed by Jes Goodwin

Ancient Helveticus £4 B Chaplain Cassius 4 '
Designed by Jes Goodwin. Shown at 80% actual size, Designed by Jes Goodwin, Shown at 80% actual size.

MLL ON: T 0115 24 40000

;‘;@,

£4 each

Sisters of Battle Heavy Weapons
B s[4 vach

§
TYX

3 for £5

Seraphim Seraphi £3
with Hand Flamers [ e T e T i e Sister Superior
Designed by Jes Goodwin . - eaﬂh Designed by Jes Goodwir

Models shown at 60% actual size. Unless otherwise stated.
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Hideous mutants
thrive in the dark
depths of the
Imperium.
Warped beyond
the wildest
imaginings of the &
general populace, these foul creatures are hunted down mercilessly by valiant Inquisitors.
. Create your own mutant uprising with these specially selected pieces from Mail Order.
Of course, this is by no means an exhaustive selection, but you can phone Mail Order to
get any extra parts yvou need.

Components shown at 80% actual size.

1: Headsplitter Torso £3
73510/2
2: Vermin Lord Legs £3
020600103
3: Boneripper Legs £2.50
020602004
4: Gnashrack Torso £4
73519/2
5: Ripper Bolgrot Torso £4
73508/2
6: Hierophant Right Leg £2.50
030600305
7: Gnashrack Legs £3
73519/3
~ 8: Ripper Bolgrot Arm £2
&_ i5 16 73508/3
T 9: Hive Tyrant Spine Plates £1.50
- 010600203
10: Stone Troll Head 3 £2
- w0 029900706
Citadel Miniatures 11: Gnashrack Head £2
2000 Annual £6 73519/1
| : 12: Boneripper Torso £4
| The Citadel Miniatures 2000 020602002
| Annual is a great source of e Ll Han.2 &2
§ conversion ideas. It contains a 14: Hierophant Left Razor Claw £1
f| stunning range of components 030600311
{ and accessories, allowing you 15: ?&'?0"491 ’N’ Thorg Head £1
- @\ 1o customise your models in 7350411
' R Tt e A 16: Golgfag’s Ogres Ogre Head 1 50p
g 1| an infinite variety of ways. 021401215
= Y < 28
w; S
N IwSs Don’t Forget... _(
[q__ .# "" L _ You can order any individual part or frame through Mail
D b —— Y . . / Order. So, if you're after a specific arm, leg, tentacle or
| b > 3 2 head for your special Inquisitor conversion don’t hesitate:
i i just give Mail Order a call on 0115 91 40000.

i A 0 Q ( : 2UUULU



GIVE US A ALL ON; T 0115 9 4 000

,‘.Hkn.ibﬂ"i*‘"b‘ik
- ¥ e M

imx nwas

JJ‘%

wokksor

Dark Elf Warriors
Designed by Aly Morrisea, Chris FittPalrick and blark Bediord, Showa ot full sie.

Dark Elves
Army Book £10

From across the seas come the
piratical Dark EIf raiders,
bringing death with fire and
steel. Cruel beyond belief, it is
better that those attacked by the
Dark Elves die by their hand,
rather than be taken captive and
face an existence of slavery and
torture in their dread cities in
the cold lands of Naggaroth.

This book contains all the
information you need to field an
army of sadistic, murderous
Dark Elves against their prey -
the denizens of the

Warhammer worid.

Also included is a wealth of
background material, special
characters and devastating new
magic items.

Mail Order now stocks a limited selection of Bulldog Battlegear
merchandise! We have a great selection of mega badges, mini
badges, and key rings. Give Mail Order a call to find out exactly
what we have in stock!

Models shown at 60% actual size, unless otherwise stated.

SHOP ON.I INE: www aamac.workechon com
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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!

T o e Subscribe to the Citadel Journal, Warmaster,
’;%ﬁ?ﬁrwgw-‘gﬁ‘ﬁﬂ Town Cryer, or Inferno and get 6 issues
o for just £20. Subscribe to Battlefleet Gothic,
: |t Necromunda, Epic 40,000, or Warhammer
Monthly and get 12 issues for just £20.

In addition to these great offers 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)!

AI]VANCE ORDER

Q m How can you get your hands on
- u the newest Games Workshop
games, models and books as soon as
they come out?

. s A7,
A m By taking advantage of A ‘ ’
= Mail Order’s monthly "y \

advance order deals!

Every month Mail Order offers advance order deals on
new games, models and books. As well as paying just £2 for
first class postage, all advance orders are delivered to your door on the day

| of release, so you don’t need to worry about your local shop running out
| before you get there!

s

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 (
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USING MAIL ORDER DESCRIPTION/CODE PUBLICATION/PAGE

Using Mail Grder couldn't be easier.
You're just four steps away from the
miniatures or army that you've
always wanted:

€ choose your purchases.
Chaose the miniatures and products
that you would fike to order from
these White Dwarf pages, the Citadef
Annual or some of the many
mailshots that we send to regular
Mail Order customers.

©)Place your order.
There arg friany ways you can do

- this: '
= Yau can call one of our friendly Phone

SUBTOTAL:
POSTAGE & PACKAGING:
GRAND TOTAL:

Pasteode: ovmnmmasnmmniisnvan DO S s e

Method of Payment: Postal Order(UK only) Ol {}hequeD Mastercard [] Visa (] Switch/Delta [ ]
card No: I 000 0000 0000 DO Expiry. Date

Switch/Delta Valid from: ... ieereeeeneeeene. SWith/Delta issue NO: oo
CALBROIBT MBI, oottt e et ee et ee et ee e ems e eresse bt e ek ek h bbb Rk ha bbb bbb ek £ eb bbb

\Gardhulﬁer 11|11




SUBSCRIBE!

rm 1 LJ,‘l SIT[},F‘
Hnveded (nsiae!

Please start my White Dwarf subscription with issue number

I would like to Subscribe for: 1 Year [ ] 2 Years [ ]
NATE: ... o s R s It mmnsny
BT B8 500wt 0 S A 0 S 5 S S T S R 03

POSIEOUES conmmmmnmunsmunnis 3 v S
Method of Payment: Postal Order (UK only) [] Cheque [ ] Mastercard [_] Visa [ ]

card No: [ I 10 U 0000 OO0 CC 00T AT Expiry. Date e

Switch/Delta Valid From: ..., Switch/Delta Issue NO: ..o
CAFIROIHET MBI, ..ot et ettt e e et e e e e et oo e ee e e ee s ereste e st e et et et re st se e eseetee et emetenemnennaesees

Cardholder STGNATUNES wosumimmnvies s msmemses s s fe i SRR s

Fill in and return this form to:
GW MAIL ORDER, WILLOW ROAD, LENTON, NOTTINGHAM, NG7 2WS. UNITED KINGDOM
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