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THF FELLOWSHIP OF THE RING

Starting on page 122, this month's coverage
of The Lords of the Rings is centred
around the clash at Amon Hen - we have
a new scenario and a resplendent new
battlefield.

We also have advice on painting Wood
Elves and Ringwraiths,

BATTLE REPORT

106 A Clash of the Titans
Abaddon and his Chaos warband seek out
Eldrad Ulthran and the Ulthwé Eldar. Phil
Kelly defends the webway gate, whilst
Graham Davey leads the hunt.
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EDITORIAL

WHITE DWARF SHOWS YOU HOW...

“I wish | could do that.”

| hear that phrase, or some such similar
comment, on a regular basis. Working
in the Studio means we get a lot of
visitors who gawp in wonderment at the
miniatures, artwork and terrain
produced here. Visitors are almost
always surprised by the quality of the
things we're producing, and that's
something we're immensely proud of.

But it's easy to take painting models or
making terrain for granted — most of us
here in the Studio have been doing it
for years, decades even. It's easy to
lose sight of the newcomers to the
hobby or those who see showcase
standard models and despair of ever
achieving such heady heights.

So we're doing something to redress
the balance.

Newcomers to this great hobby of ours
shouldn't immediately try to emulate the
miniatures beautifully painted by our
'Eavy Metal team — that takes years of
time, dedication and practice.

Instead, start with the basics and work
from there. The past few issues have
seen us introduce a new series to
White Dwarf — Painting Workshop. This
is an entry level painting guide showing
how to get neatly painted models and
provides some valuable advice on the
fundamental elements of painting a
model. Anyone can follow these guides
and achieve a pleasing result in very
little time.

In this issue Matt Hutson explains how
he painted his Word Bearers Chaos
Space Marines. Matt is an
accomplished painter who paints to a
‘gamer’s standard.’ This stops short of
the highly detailed and painstakingly
rendered showcase models you see
collecting Golden Demon awards at
Games Day each year, but does add
several techniques to those seen in the
basic painting guides. Gamer’s

SUBMISSIONS All material submitted to us for publication is cnly
accapied on tha assumplion that the eopyright in it is, by the very act
of submission, unconditionally assigned by the author as bensficial
cwner and with full titte guaranteed to Games Workshop Limited. We
also retain the right to edit andior amend all material as we see fit
Sa, if you do not wish 1o assign copyright in this way, please do not
send us your submission. We'ra afraid we cannot work in any other
wiay!

CORRESPONDENCE We welcome comments about White Dwarf,
Games Workshop games and Citade! Miniatures. Al letters except

subscriptions and Mall Order should be addressed 1o: The White Diwarf,

Gamas Waorkshop, Willow Road, Lenton, Nottingham NGT 2WS.

Flease mark your envelope cleary with the name of the game you are
wiriting to us about. |f you want a reply you must enclose a seff-

in the ariwork an images it depicts is the propery of Games
Workshop Ltd. & Copyrighl Games Workshop Lid 2002. All rights
resernved

The Lord of _-.he Al

roductions, Inc. All F'lgh‘s Reserved

wship of the ng and the characters and
niz Company d b/ a Tolkien Enterprises

i stamped envelope {overseas readers should include IRCs).
We receive an enormous amount of mail. We do read every letier but it
may fake a litle time for us to reply lo you, o please be patient!

‘You can find Games Workshop on the World Wide Web at the
feflowing Internet address:

com

standard is just what it suggests —
painted to play games with. Detailed
and more often than not personalised,
this standard is the norm on gaming
tables across the world and is the one
most players aspire to.

Of course there is a further step — that
of showcase standard. These are the
miniatures that have each taken
months to paint. Remarkably detailed
and converted, they are quite literally
works of art. You'll see this level of
painting in both our 'Eavy Metal
Showcase features (where we take a
look at some of the remarkable models
we've come across) and in our 'Eavy
Metal Masterclass series. This regular
feature shows how our 'Eavy Metal
team painted a particular model. Not
many players will be able to follow such
a guide and come away with the same
great result, but that's not what the
articles are for. Yes, you could follow
the guide step-by-step and achieve a
good looking model, but the most useful
part of the masterclasses is learning
techniques and understanding the
painter's decision making.

Personally I've been painting for nearly
30 years and in that time I've picked up
ideas and tips from many different
sources based on my own style and
preferences. My style is my own — not a
facsimile of someone else. This is the
beauty of painting and modelling
articles — pick up a few tips here and
there and see how your painting
improves!

We'll be bringing
you plenty of
painting and
modelling advice
over the coming
months, so keep
your paintbrush at
the ready...

Paul Sawyer

Editor
011921l945740ll>
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SKAVEN WARLORD £6.00
Skaven Warlords SKAVEN ARMIES BOOK £10.00

are a Lord choice. This 80 page book, written by Alessio
Cavatore, contains complete rules and
background, plus a full colour painting
and modelling guide, for the verminous
Skaven race.

This blister pack contains
one Skaven Warlord model.

This model requires assembiy.

| WARP-LIGHTNING CANNON  £15.00
| Warp-Lightning Cannons

| are a Rare choice.
|
|

{war
WA

This boxed set contains enough parts to make
| one Warp-Lightning Cannon and three crewmen.

| This model requires assembly.

SKAVEN GREY SEER £6.00

Skaven Grey Seers are a Lord choice.

This blister pack contains
one Skaven Grey Seer model.
This model requires assembiy.

' SKAVEN NIGHT RUNNERS REGIMENT £15.00
| Skaven Night Runners are a Core choice,
| with 5-20 models in a unit.

| This boxed set contains enough parts to make
20 Night Runners.

These models require assembly.

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



SKAVEN ARMY BOXED SET £135.00
The Skaven army boxed set contains:

* 1 Skaven Armies book

» 1 Skaven Warlord

* 1 Warlock Engineer

* 2 Skaven Clanrat regiments

* 1 Skaven Night Runners regiment
» 12 Stormvermin including Command
* 3 Skaven Jezzails

» 1 Warp-Lightning Cannon

* 1 Ratling Gun

ALSO INCLUDED IS A SPECIAL EDITION
SKAVEN BATTLE STANDARD BEARER!

These models require assembly.

These items are available from Mail
Order or the Battlegear.co.uk website,
which also offers mouse mats, wallets,
CD holders and paperweights.

ULTRAMARINES EAGLE
(Antigue Pewter)
Pendant D1096P

SKAVEN HORNED RAT
(Antique Pewter)

Products not shown at actual size,

ANGEL OF VENGEANCE

(Antique Pewter)
Pendant D1097P £6.00
Keyring K1052P £5.50

Megabadge A1529P £5.00
Keyring K1054P

SKAVEN HORNED RAT

(Antique Pewter)
Pendant D1096P  £6.00
Keyring K1053P

(Antique Pewter)
Dog tag T1025P

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

Prices correct at time of going to print.



ULLI & MARQUAND £7.50
Graphic novel published by the Black Library.

Never in the history of the Empire has there been
such a villainous pair of rogues as Marquand Volker
and Ulli Leitpold, as notorious for their treachery as
they are for their skill with blade and bludgeon. No
trick, no guile, no deceit is beneath these black
princes of the underworld in their nefarious
schemes to save their worthless hides and line their
pockets. They are as corrupt and rotten as the
cursed ruin that they call home — Mordheim: City of
the Damned, a place where death or glory can be
found in equal measure. Death for some, glory for
others and damnation for all.

HIGH ELF DRAGON PRINCES OF CALEDOR  £6.00

Any Warhammer army, other than Bretonnians, Dwarfs,
High Elves and Wood Elves, may hire Ruglud’s Armoured
Orcs, and they count as a Rare choice. Dogs of War and
Orcs & Goblin armies may choose Ruglud’s Armoured Orcs

RUGLUD’S ARMOURED ORCS REGIMENT £25.00

The boxed set contains enough parts to make 10 Ruglud's
Armoured Orgs, including Ruglud, Maggot and a Musician.

AVAILABLE NOW FROM GAMES WORKSHOP STORES, MAIL DER AND INDEPENDENT STOCKIS

Dragon Princes of Caledor are a Special choice,
with 5+ models in a unit.

This blister pack contains one Dragon Prince
model, either a Champion,

» Standard Bearer, Musician or a
/ Dragon Prince warrior.
P

These models require assembiy.

ZARAGOZ £5.99
The first in the Tales of Orfeo
trilogy by Brian Craig.
Fublished by the Black
Library.

A moment's kindness
plunges the wandering
player Orfeo deep into a
web of intrigue within the
grim walls of Zaragoz,
where his life is imperiled
by tyrannical ministers,
secret police, black
magicians and wayward
saints. This is the first in
the classic trilogy of
macabre tales related by
Orfeo of the struggle
against the dark powers
that threaten the
Warhammer world, written
by noted sf-author Brian
Stableford (writing as
Brian Craig).

[WARHAMMER

as a Special choice, with 104 models in a unit.

RUGLUD’S ARMOURED ORCS £6.00
The blister pack contains 2 assorted Ruglud |
Armoured Orcs, allowing you to add to the l
size of the regiment box. |
Thase models require assembly.




EMPEROR’S CHILDREN, LORD £6.00
Lords are Independent Characters and
use up an HQ choice.

This blister pack contains one

Emperor’s Children Lord model.

This model requires assembly:

|
|
|
L

WARHAMMER MONTHLY 53
Comic published by the Black Library.

overwhelmed by the Tyranids, only to be rescued by
mysterious strangers who bear the mark of Fenris!

WORDS OF BLOOD £5.99

Warhammer 40,000 stories.
Published by the Black Library.

‘Words of blood’ is packed full of
stories of the Imperium’s heroic
defenders, and includes
adventures of characters such as
Inquisitor Eisenhorn (Xenos,
Malleus), Captain Uriel Ventris
(Nightbringer) and Kage and the
Last Chancers (13th Legion,

Kill Team).

INQUISITOR SCENIC BASES £6.00
This booster pack contains four different
scenic bases.

Introducing a new bolt-blasting strip, 'Lone Welves’, which tells ‘
the story of Imperial Guardsmen freezing on ice-plains and
|
|
|
|

WARHAMMER

ADDDD

EMPEROR’S CHILDREN SQUAD £15.00

Emperor’s Children Chaos Space Marine squads are a
Troops choice, with 5-10 models in a unit.

This boxed set contains enough parts to make eight Emperor’s
Children Chaos Space Marines, including an Aspiring
Champion and Chaos Space Marines with a Blastmaster and a
Sonic Blaster.

£2.50

IMPERIAL GUARD CONVERSION PACK £6.00

This booster pack contains five different
Imperial guard components.

Both these booster packs are available from
Mail Order or at the online store on our website.

OR VISIT OUR ONLINE STORE AT WWW.GAMES-WORKSHORCOM

Prices correct at time of going to print.



CHAOS INCURSIONS AT HQ

Here at Games Workshop HQ, work on the
Warhammer Hordes of Chaos Armies book
is proceeding at a breakneck pace. Our
artists have produced some of the best art
ever to be seen in a Warhammer Armies
book, as you can see from the sketch
shown. The sculptors have been extremely
busy and have just finished sculpting a new
range of daemons and characters. As ever,
we'll endeavour to keep you as up to date
as possible.

WARHAMMER 40,000 CCG NEWS

Even now the guys are working on
the first expansion.

Sabertooth Games released the
i Warhammer 40,000 Collectable Card
Game last November and it's gone
down a storm. In fact, we liked it so
,i much we bought the company!
i Games Workshop now owns 85% of
ﬁ. Sabertooth, making this a wonderful
] opportunity to work with a
] remarkable team of people.

THE CORONIS CAMPAIGN

Soon to be released are two new
races: the vicious Tyranids and the
valiant Imperial Guard. Starting at
the end of February these two new
armies, along with the existing

i Line

| Invulnerable: 5+
Assaali: 4 i
R Discard a card with o die or 5+ After
your enemy destroys ane of your units,

g lallv this wnlt,

__ While this uni is locked, all of your
line units pot +1 Hrepuuer

o don gy |- 10 4 gy
TULRERL LY

6 THE NE

DEATH FROM THE SKIES

The busy people at Forge World
have excelled themselves this month.
They have completed the new
‘Hunter’ variant of the Eldar Vampire
Raider, as well as the Imperial
Stormsword super-heavy siege tank
and the Tau Tiger Shark. The
Vampire Hunter is £200 and the
Stormsword £140; both are

available now.

The Tau Tiger Shark is a large drone-
carrying aircraft. Its normal tactical
use is to deploy gun drones from its
internal racks at low altitude. It is
priced at £120 and
is available now.

The Tau Tiger Shark

Space Marines, Orks, Chaos Space
Marines and Eldar, will be battling
over Coronis IV, an Imperial world
overrun by the Tyranids. You can join
in this campaign by signing up to the
Astronomican at:
www.sabertoothgames.com

Each existing race receives new
units and characters, allowing them
new deck types and strategies. A
new mechanic has been introduced
for Imperial Guard artillery, allowing
for mass bombardment of their
enemies, while the Tyranids benefit
from huge bio-engineered warriors
and monstrous creatures. Check
them out at your local CCG stockists
or Games Workshop Mail Order. You
can see some of the cool art or learn
more about the game at

www.sabertoothgames.com
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STORES GET IN THE RING

Secently Games Workshop HQ
olayed host to our National Store
Managers Meeting. As part of the
ensuing festivities all the managers
were asked to bring The Lord of The

“Cut!!” painted by the
Veadowhall store staff.

PLAGUE-RIDDEN

This month we have a treat in store
for all Warmaster fans with the release
of the Daemonic Hordes. The first
Chaos Power to appear will be the
o'ague-ridden forces of Nurgle. The
range will include a new Daemon
=rince of Nurgle and a gibbering
norde of putrid daemons to bolster
your Chaos force.

EASTER IN-STORE
HOLIDAY CAMPAIGNS

Over the Easter holidays all the stores
zround the UK will be running both
Warhammer and Warhammer 40,000
~arrative campaigns. Don’t miss out
on the opportunity to take your army
~to0 battle. Pop into your local store
“or more details.

Rings miniatures painted by their store
staff. The standard was fantastic and
we'll be bringing you more in future
issues.

ALIEN TEXT

Ever since the Black Library was
created, fans have urged them to
release a novel based around the
enigmatic alien race of the Eldar.
None other than veteran GW author

William King has stepped forward with

plans for not one but a series of
novels based around these
mysterious aliens. The first, entitled
Farseer, will be released in May.

Also coming soon is the next book in

the Gaunt's Ghosts series, “The Guns

of Tanith”. To accompany this will be
the rules for Gaunt’s Ghosts in White

Dwarf, a special Gaunt's Ghosts issue

of Inferno!, and a fantastic set of
miniatures sculpted by Michael Perry
and Alan Perry.

PAGES FROM THE PORTAL

VERMIN ON THE WEB

Over the next couple of months, our
web team will be adding a number of
pages to the Games Workshop
website in support of the newly
released Skaven Armies book.,
Amongst these will be features on
collecting and painting a Skaven
army, an interactive map of the
Skaven realm and a revisit to
Warhammer 40,000 Overfiend Andy
Chambers’ Skaven army.

BULLET POINTS

@® Trish Morrison has just finished work on
the new Chaos Dragon and is now
starting to sculpt new pieces for the
Greater Daemon of Slaanesh.

® EBrian Nelson is currently adding the last
few spikes to a new model of Archaon.
This one we're all eager to see!

@® The first batch of the new Rhino frames
have reached the Studio. Space Marine
commanders are now frantically painting
them up in order to use them in thair
games.

@® Having finished work on the Hordes of
Chaos Armies book, Paul Dainton is
keeping with the Chaos theme and
currently creating artwork for the
forthcoming Cedex Chaos.

@® Games Development's Anthony Reynolds
is putting the finishing touches to a
Studio campaign featuring Warhammer
Chaos warbands. If all goes well, you
should be seeing the rules in White
Dwarf some time in the future.

@ Alessio Cavatore is hard at work writing
and playtesting a new scenario for The
Lord of The Rings Strategy Battle Game.
It will be appearing in a White Dwarf

so0n.

DETAILED EVENTS

A new set of pages covering events
being run across the UK and abroad
are currently under construction.
They will feature details of all
forthcoming events as well as
reports on past events that the web
team have visited.

www.games-workshop.com



This month the Skaven are
unleashed on the Warhammer
world. White Dwarf tracked down
the author of the new army book,
Alessio Cavatore, and asked him
about his ideas behind the
Skaven.

Alessio Cavatore started work for
Games Workshop as an Italian
translator. His gaming skills soon
led to bim joining Games
Development as part
of the Warbammer
team. Recently be
bas been turning
his attentions to
the teeming,
JSurry bordes of
the Skaven.

8 ARCANE LORE

ARCANE LORE

The new Skaven armies book

I JUST LOVE THOSE RATS!
Life is strange. Seven years ago [
discovered Warhammer (its fourth
edition to be precise) and one army
immediately attracted my interest: the
Skaven. I decided there and then that
those evil rat-men were going to be
my army. I asked a friend travelling in
Britain to buy me a Skaven book and
some models in a GW shop, and that
was the beginning of my gaming
career. I still remember my

enthusiasm the first

through the original Skaven armies
book (the red one, written by Andy
Chambers) and how I immediately
started to think of army lists and
tactics most of the time instead of
studying for my degree...

After slightly more than one year of
‘training’ in Turin’s gaming clubs, my
Skaven were ready to play in the
Italian national tournament and, to
my surprise and joy, I won! It was a
e ue .




my employment with Games
Workshop. ; r )

The Skaven have really been that
important in my life and, even if other
have now joined them in my
ven have always
. 1 find their appetite
for destruction extremely amusing
appetite so limitless that their overly
complex schemes always turn against
them in an inevitably hilarious series
of catastrophic mishaps. I've read the
original book over and over again,
imagining more and more stories,
rules and tactics that would lead
the Skaven to inevitable victory!

41 the time how could 1 have
imagined that a few years later I
would be the one writing the next
incarnation of their army book?




THE PROJECT
AND THE PEOPLE

You can well imagine the great
excitement I felt while working on
this army, and I have to say that it has
been the most fun project I've worked
on as yet. First of all I had to limit my
enthusiasm a little bit — I had to
concede that warped gigantic mole
rats from hell were not the best
models we could have released, and 1
was forced to be a bit more
conservative. On the other hand, I've
managed to include in the list a few
new toys for Clan Skryre, helped by
the fact that we decided to make the
Warlock Engineers and their weird
techno-magic the focus of this new
Skaven book.

In the early stages of the project, Andy
Chambers and Jes Goodwin, the two
main champions of the Skaven in the
Studio, were invaluable sources of
material and ideas. I also have to
thank William King, whose books
offered me a unique insider’s view of
Skaven culture through the eyes of
Grey Seer Thanquol and his minions.
Later on Anthony Reynolds, the latest
member to join the Warhammer
design team, helped me a lot by
writing the short stories that

introduced each of the four greater
clans as well as the new incarnation of
Throt the Unclean. He really enjoyed
writing about the rat-men and I think
that this shows in the quality of his
stories (my favourite is the Clan
Moulder one). Anthony has done a
very good job indeed, and so has Phil
Kelly, Warhammer 40,000 team
member and passionate Skaven
general, who provided me with a vast
amount of feedback derived from his
extensive playtesting. I was really
impressed by his string of victories
with the new Skaven list and so I
asked him to write the Skaven tactics
in the book, a mission that he was
more than pleased to undertake.

But now let’s look in detail at the new
list and the reasons behind some of
the decisions I've made.

THE SPECIAL RULES

Well, the Skaven need a few more
special rules than your average army
to make them work, as otherwise all
you have left is an army made up of
mediocre infantry with poor
equipment. From the last version, I've
kept the rule of adding a Skaven unit’s
rank bonus to its Leadership, which is
perfect for representing how
confident Skaven are when things are

fine and

there are a lot of
them around, but
also how difficult it is
for them to keep on fighting if
the tide turns. In other words,
once they start running, they're not
very likely to stop!

And, speaking of running away, I've
added a new rule that gives Skaven a
+1 on the dice when fleeing. This
simulates their scuttling speed and
great affinity for flight, and makes
them better in gaming terms, less
likely to be caught by pursuers. On
the other hand, it also makes them
more likely to run right off the
battlefield once they've broken ranks.
I've also allowed Skaven characters to
lead units from the rear rank, a very
characterful difference from other
armies. Not very effective in gaming
terms, but it can lead to the amusing
situation of a Skaven character leaving
a unit in trouble. I can just imagine
his parting words: “Hold them up, I'll
find help!” Just too funny! But my
favourite has to be the new °Life is
Cheap’ rule. I have been lucky,
because in this edition of Warhammer
you are not allowed to shoot at
troops engaged in close combat.
Skaven now can, and it’s a perfectly

ARCANE LORE




—

acceptable tactic for them. This has
allowed me to make the Skaven
different with a rule that so perfectly
represents the total lack of respect the
rat-men have for the lives of their
fellows. Slaves have their uses after
all!

Finally, I've tried to have one choice
from each greater clan in each level of
the army list, from Heroes to Rare
choices. Let’s look at Clan Pestilens
for example: Plague Priests are their
Heroes, Plague Monks are Special and
Censer Bearers are Rare, so I needed
a Core troop type as well. Since we
could not expand the range of models
any more, | had to cheat and allow
the choice of upgrading the Rat
Swarm (Core choice) to Plague Rats,
giving them the Poisoned Attacks
special rule for extra cost. Clever
generals will certainly realise how
nasty this new troop type is! This nice
symmetrical plan for the structure of
the list almost worked, but I ended up
with two vacant places: the Rare
choices for Clan Eshin and Clan
Moulder. Unfortunately my ideas for
these positions have not made it
through the approval process, but it's
just that they don't understand my
artistic creativity (what’s wrong with
gigantic mutated mole rats popping
up from the ground like daisies
anyway?)!

I've also created Lord level characters
for the greater clans, but since the
book’s army list represents a Warlord
clan army and not a greater clan’s, |
iclt that they, along with some
additional spellcasting characters were
hetter suited to the alternative greater
clans lists in the book’s appendix.

! have also considered the problem
that some people, tempted by the
many interesting choices in the
skaven list, sometimes don’t take any
Clanrats. | disagree with this, because
Clanrats are a very good troop choice,
and 1 feel that Warlord clan armies in
sarticular should have a reasonable
=umber of them in. I've therefore
=ncouraged people to take Clanrats by
& ving them the ‘Mainstay’ rule. This
s=mply means that, if you have one
_anrat unit, you can have up to one
¢ anv other unit (within the normal
sz restrictions); if you huve two units

of Clanrats, then you can have up to
two units of anything else, etc. This
way the army keeps in character
without limiting the amount of
choices available to the player too
much. In greater clan armies the
Mainstay unit would be different
(Giant Rats for Clan Moulder, for
example), still allowing people to field
themed armies if they want to.

THE UNITS

Let's begin with the ones that have left
us. First and foremost: the Vermin
Lord. The general feeling is that a
Greater Daemon does not really fit
with the theme of this horde army and
is a bit ‘too Chaos'. 1 really like the
model though and I'd like to keep it
in the range as a special character, so
keep your eyes peeled. The other
missing model is the Doomwheel. In
this case, the reason is that we felt we
had stretched the parody a bit too far
by making a war machine that so
obviously resembled a pair of hamster
wheels!

Still, it may be that in the future we’ll
do for the Wheel what we have done

for the Steam
Tank (no

promises here, it's
only a possibility).

But now the new stuff!
The first new model to be

created was the Ratling

Gun. I thought that the

Warlock Engineers, always obsessed
with the creation of the deadliest
weapon, would certainly be trying to
imitate and ‘improve’ the war
machines deployed by other races. In
particular I figured that in the past
they would have stolen their ideas
from the Dwarfs and that, more
recently, they would have directed
their attention to the innovative men
of the Empire with their ‘advanced’
weapons technology. They would have
captured volley guns, repeater
handguns and pistols, learning about
the impressive rate of fire of guns with
revolving barrels. With the addition of
a few clever-clever warpstone-




powered gizmos, there you have it:
rats with miniguns!

This weapon is basically a repeater
handgun with a huge fircpower, but
like all Skaven weapons it 1 towally
uincliable and its rules arc quite
damusiug. | wanwed a weapon that
preseuted players with a riddle: how
many shots would they be prepared to
tire if increasing the rate of fire would
also mean increasing the chances of a
disastrous malfunction? When you fire
a Rading gun, you first roll a D6.
That's the amount of shots that hit the
target. Easy, no problem. But do you
stop there or do you turn the crank
for another D6 hits to add to the first
burst? If you say “yes!” (as any
respectable Skaven player should!),
then roll another dice and add the
result to the total of hits caused. And
then you can roll another one, and
another and another, up to a
maximum of six dice. Cool, isn’t it?
But where’s the catch? Well, the
problem is that if any of your dice
turn up with the same result as one
you've already rolled (ie, if you roll a
double), you're in trouble - the gun
has misfired. The double you rolled
also indicates the severity of the
mishap, so if you roll a double 2 the
incident is not that bad, but a double
is a nightmare — check the Misfire
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table if you don’t believe me! In
practice, this evil mechanism often
presents the Skaven player with a
dilernma: how greedy is he going to
be this tne? 1 leave the answer to
you.

‘The next weapon developed by the
warlock Engineers is the mighty
self-propelled Warp-lightning Cannon.
The rules for firing this weird
contraption are simple: it fires a bolt
of warpstone-fuelled lightning 8D6"
forward and this hits everything in its
path (friend or foe!). The Strength of
the beam is determined by an Artillery
dice, making the gun able to shoot
anything from an 8" long Strength 2
bolt of lightning to a 48" long
Strength 10 one... and it always
causes D6 wounds! Oh, and try not to
roll a Misfire. Trust me — having this
thing firing in a random direction
(maybe along your own line...) can be
very painful.

Now to characters: your army’s Lords
are Warlords and Grey Scers.

With a Leadership of 7, Warlords muake
the best Generals (they can reach Ld
10 in a large enough unit!). I've made
the Seers poorer fighters and leaders
than they were, in line with the new
policy on wizards, but they are still
mighty Level 4 spellcasters. Speaking
of magic, I have also written a new
Skaven spell list, taking from the old
deck of thirteen the six spells I think
are most characterful — Warp
Lightning, Skitterleap, Vermintide,
Pestilent Breath, Death Frenzy and,
.\ of course, Plague. 1 kept the

dangerous warpstone munching rule
(except that your Wizards now take
wounds instead of turning into Chaos
Spawn when they blow it) and I have
also decided that Skaven don’t get
Irresistible Force when they roll two
or more sixes; they get it when they
roll a total of 13!

Of course, this kills the chance of
getting an Irresistible spell on 2D6,
but it's actually more likely on three
dice, and it's very characterful.

Going back to the list, the Heroes
include the generic Chieftains as well
as the ones related to the greater
clans:

= Clan Eshin’s Assassins, stealthy,
lethal murderers with poisoned,
€xotic weapons.

* Clan Pestilens’ Plague Priests,
frenzied Toughness 5 nutters.

* Clan Moulder’s Master Moulders, a
new addition to the list, perfect to
control your ferocious Rat Ogres.

¢ Clan Skryre's Warlock Engineers are
the ones that have changed the
most. I have turned them into
Level 0.5 Wizards, but I've given
them enough gizmos in the
equipment list for them to be
made effectively into Level 1.5
Wizards. This represents the fact
that they are not proper
spellcasters, but rather techno-
mages that use their arcane science
based on warpstone to create
powers similar to those that the
gifted Grey Seers are born with.




The massed ra

The Core troops include mainstay
lanrats, 0-1 Stormvermin, (-1 Rat
swarm (upgradable to Plague Rats),
_lanrat Slaves, Night Runners (Clan
=shin’'s skirmishing base troopers),
=osoned Wind Globadiers, packs of
~ant Rats and finally Ratling Guns
2nd Warpfire Throwers that can be

s—zched to Clanrats and Stormvermin.

= unit for each greater clan plus
“=e generic units. The Special troops
s Plague Monks, packs of Rat Ogres,
% aplock Jezzails (which now have
sevises!) and Gurter Runners (they
c2n use the Tunnelling special
Seolovment rules!). Once again,

ks of a Skaven horde take up position on the hattiefield

one unit per greater clan The Rare
choices are a bit less comprehensive
featuring the Plague Censer Bearers
the Warp-lightning Cannon and, of
course, the Dogs of War (and what
about a gigantic tunnelling mole rat,
then?).

IN CONCILUSION

The rest of the book is packed full of
useful material that T haven’t
mentioned yet, such as more

background, an armoury with specific

equipment for each clan, the new
rules for the Screaming Bell, a list of
dangerous temperamental magic

items 2 rich colour secrion and rhe
most (in)famons rar oy walk the
underground of the Warhammer
world: Grey Seer Thanquol and his

new mechanical Boneripper.

Finally I feel the need to thank the Art
department for the splendid job they
have done with the book, bringing the
Skaven back to their darker and
crueller imagery. Even John Blanche
has honoured the Skaven wirh a new
piece of art, that I find positively
disturbing!

After all, let’s face it, these rat-men are
not that funny - if they get you, they’'ll
eat you alive!
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This month we show you how to
paint the backbone of the Skaven
army, the plastic Clanrats. Using
this guide you can quickly paint a
unit of these warriors to be

PAINTING SKAVEN
CLANRATS

y0.u how to model Clanrat Slaves How to paint Skaven Clanrat plastic regiments
using the same boxed set. ,

lanrats play an important role in
the Skaven army. They form the
backbone of Core troops and can be

that is unified by a simple colour
scheme looks particularly impressive
when arrayed on the battlefield.

your Skaven, dark colours work
particularly well. Colours such as
black, dark blues, greens and reds are

armed with either spears or hand particularly suitable.
weapons, and shields. The minimum
number of Clanrats per unit is 20 and
the Skaven Clanrats regiment set is
the box that will get you started.
Clanrat Slaves are Skaven captured
from defeated Warlord clans who have
been pressed into service. The Skaven

as this will give the whole force a

unified appearance. :
Clanrat set can also be used to make a - -
unit of such slaves and in this article oo ““‘5’

we showyou SKAVEN COLOUR SCHEMES

Undercoating your models with Chaos
Black is a good idea, as Skaven tend
to be fairly dark, and this gives a good
base to work up from.

After painting your models, the final
stage is to base them. Whatever
method you choose to decorate your
bases, it looks best if you use the
The Skaven are an evil race that live in same method across the entire army
tunnels beneath the surface of the
world. For the clothing and armour of

paint both of the
Skaven army.

FIRST STEPS

Skaven are a furry lo
mastered a few simp;
paint the fur of your
you will quickly be
force that is ready
Before painting
worthwhile con:
would like the

. Snakebite Leather

. Bestial Brown
. Chestnut Ink

. Scorched Brown . Snakebite Leather

. Bubonic Brown

. Chestnut Ink

O Bleached Bone

The Clanrats of our Studio army,
Grey Seer Thanquol's Verminhorde,
have been painted a mid-tone brown
using Bestial Brown, with slight
variations in the tone of the fur

to give them a rag-tag appearance
without losing uniformity. Dark
Angels Green was chosen for the
clothes of the Skaven in the
unit, a unifying colour that
carries across the force. This
colour, combined with
using similar detailing on
shields and bases, makes the
army look like a cohesive
force when it is deployed on
the battlefield.

[ e .
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- MODELLING CLANRAT SLAVES

To make a unit of Clanrat
Slaves, use the Skaven Clanrats
Regiment set. If you have
two Regiment sets, you
can split the pieces

up to make a unit of
Clanrats and a unit

of Slaves. As Clanrat
Slaves are poorly
equipped compared

to other Skaven, you
can show this by using
the less armoured
bodies and heads

from the Regiment -
frame for the Slaves, saving
the other pieces for your
Clanrats. If you want to give

Clanrat Slaves

shields to your Slaves, you Metallic paints were kept to a been painted to appear rusty and
might like to leave them plain, minimum on this unit, as the Slaves old, which you can achieve by
not attaching any icon to would not have much access to such applying Brown Ink washes over
them, to emphasise the Slaves materials. Armour and wristbands the metallic colour. Their fur is
being of low standing, and were painted brown to appear like painted a lighter shade than the
only given the worst leather. The metal that the Slaves do Clanrats to further emphasise
battlegear. have, such as their weapons, has their low status.

| B T BT 1 ) 0 ] + o

TECHNIQUES FOR PAINTING FUR

As most Skaven models are covered in fur, it is important to learn bow fo paint this. Drybrushing and ink wasbing are
simple techniques which, with practice, will enable you to paint the bulk of your force quickly and effectively.

Ink washing is another technique
for quickly painting the fur of your
Skaven. First paint the basecoat
in your desired colour. When this
is dry, paint a darker tone of
Citadel ink or watered-down
Citadel paint over the base colour

To drybrush, dip your brush in a
lighter colour than the one you
chose for the basecoat. Next,
wipe most of the paint off the
brush onto a paper towel, then
drag your brush lightly over the
model. A small amount of

paint will adhere to the of the model. The ink wash
raised areas, picking out Chaos Black undercoat settles in the crevices and
; drvbrushed 1with i Chaos Black undercoat with
the texture and creating i recesses of the model and, b ial Br
highlights Bestial Brown. when dry, provides shadin o et
1ZIgLS, Y P B 8- and a Brown Ink wash.

The techniques of drybrushing and ink washing can be combined to bring out the detail of the fur even more. After
giving your model its basecoat, apply an ink wash over the model to provide shading. When this is completely dry,
lightly drybrusb the model with your chosen colour.

Scorched Brown Bestial Brown Brown Ink over Vermin Brown Flesh Wash over Bubonic Brown

drybrushed over drybrushed with Bestial Brown, drybrushed over Skull White drybrushed over

Chaos Black. Bubonic Brown. drybrushed with Chaos Black. undercoat. Chaos Black with
Snakebite Leather. Brown Ink wash.

K.'\
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PHIL KELLY’S CLANRATS

Using some of the techniques illustrated earlier in this section and bis own style, Phil shows bow be painted the core
troops for bis own Skaven army and bow he made them look unified on the battlefield.

Phil Kelly is a member of the
Games Development team, and
has been playing Skaven since he
[irst joined Games Workshop,
leading bis army to many
successful victories.

As my army is predominantly Clan
Skryre I decided on an overall
colour scheme of dark red, black
and brown. To achieve this, (1) I
undercoated the Clanrats in Chaos
Black. I then drybrushed their fur
with Vermin Brown, followed by a
little Snakebite Leather. (2) I then
added highlights of Vomit Brown
to the hands, faces, tails and feet,
and painted the cloth and armour
in Scab Red. (3) I highlighted the
red areas with Red Gore, painted
the blades in Chainmail and added
further highlights to the faces and
leather straps with a 50/50 mix of
Vomit Brown and Skull White. The
teeth and eyes were picked out
with Skull White, and the studs in
the armour with Chaos Black. (4)
Finally, I added Chainmail to the
studs and added some Black Wash
to the metal areas before basing
the models and adding shields.

Soulgnawer’s Ratkin

Bl
L2

PAINTING SKAVEN BANNERS & SHIELDS

Skaven banners and shields can be as simple or as elaborate as you like. Painting the wood of your shields brown
and attaching an icon painted a rusty, metallic colour is a quick and easy way of making a striking shield. Using
similar designs or colour schemes across all of your regiments is a good way to unify your Skaven force.

You might like to make the banners and shields of your elite regiments and characters more intricate than those of
your regular troops to make them stand out,

L it o [
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° 'GARETH HAMILTON’S CLANRATS

Gareth Hamilton’s Skaven Army appeared in White Dwarf 230. He showed us bis great techniques for painting
Skaven Clanrats quickly and to a good standard, so we bave presented them bere.

STAGE 1: THE SKIN

The face, hands, feet and tail are first painted in Scorched Brown. This is
the basecoat and will provide the colour for the deepest parts of the skin.
Next a mix of Scorched Brown and Dwarf Flesh is painted over the
basecoat, avoiding the areas you want to remain dark. Highlights are built
up by adding more Dwarf Flesh to the mix and again painting the areas you
want lighter. Keep adding more Dwarf Flesh to the mix until you are
satisfied with the end result. A final highlight of Dwarf Flesh and Skull
White mix can be used for the lightest areas such as knuckles, eyebrows
and around the mouth.

Stage 1 — Skin

STAGE 2: THE FUR

The fur is painted in Bestial Brown then given a Brown Wash to darken the
colour and pick out the detail of the fur. Next drybrush the fur with Bestial
Brown and for final highlights drybrush again but add just a smidgen of
Skull White. Easy!

STAGE 3: THE CLOTHES, POUCHES, BAGS ETC.

As with the other stages, the first step is to paint the base colour. Use black
for armour, otherwise use the darkest shade of whatever colour you want
the clothes to be. For my Skaven I used mostly Snakebite Leather, Bubonic
Brown and Camo Green. This was highlighted by mixing with Skull White
and produced a dull, faded look that [ am very pleased with. The armour
was painted with a mix of Chaos Black, Boltgun Metal and Dwarf Bronze.
This gave a very dark and slightly rusty look to the metal. I usually paint the
pouches with a base of Snakebite Leather washed with Brown Ink and then
highlighted with Snakebite Leather and finally a Snakebite Leather and Skull
White mix.

STAGE 4: WEAPONS AND SHIELDS

I always paint the weapons last as they give you a part of the model to hold
other than the base. Any metal parts are always given a black basecoat, then
painted with the same mix of colours I used for the armour. The edges are
highlighted with Boltgun Metal. Wooden handles, spears, etc. are painted in
Bubonic Brown and washed with Brown Ink. For the highlight, just
drybrush with Bubonic Brown.

Shields are painted separately and fixed to the model when finished. The
basecoat is Bestial Brown washed with Brown Ink. The highlights are
applied by drybrushing, first with Snakebite Leather, then with a Snakebite
Leather and Skull White mix.

STAGE 5: FINAL DETAILS

These include eyes, teeth, nails, whiskers and the muddy effect on the
clothes. I paint the eyes black first, then paint over with white, leaving the
black just at the edges. The white is then painted over with a bright green
to give a glowing warpstone look.

Teeth and nails are first painted black, then picked out with Bleached Bone.
The whiskers are just small dots of Brown Ink. The muddy effect was
achieved by painting the base of the clothes with Flesh Wash, then again,
lower down the clothes, with Brown Ink.

STAGE 6: THE BASE & VARNISH

The base of a figure can have a dramatic effect on the final look and so
needs a little thought. To maintain the theme of my Skaven I decided
brown was the best colour. The small patches of static grass are just enough
0 help the army blend in when fielded on a green gaming table.

In order to protect my models I always varnish them. I prefer a matt varnish
0 a gloss one but it does have the effect of ‘dulling down’ a figure. This is
especially true of any metallic parts. However in the case of my Skaven this
s exactly the effect [ wanted so my models have been given a matt varnish
with some exceptions, notably the Poison Wind Globadiers. To get the glass
cifect on their poison globes each globe was given up to four coats of gloss
varnish. I now have a fully painted Skaven Clanrat ready for battle.




upon an Empire col

A Crr:y Seer launches an am|




T

;\.'l'h%‘Scrcammeﬂ rir;\gs out"j
doom for the High Elves |

Beleaguered Dwarf. defenders are

swamped by a vicious Skaven horde,




20

The awesome new Skaven war machine,
sculpted by Colin Dixon, Dave Andrews
and Mark Bedford, is unleashed on the
world this month. Before Martin Foofitt
left the “Eavy Metal team to become one
of our trainee miniature designers, we
asked him how he went about painting
this new model for the Skaven army.

ASSEMBLING THE MODEL

The model was first pieced together
on a dry run assembly to get an
idea of where each part fitted.
Leaving the Engineer and the sights
to one side, the chassis of the
cannon and main barrel were glued
together. The Skaven Engineer
needs to be in position in order to
get the final bits in the right place,
so the model was temporarily fixed
to the platform before gluing the arm
on to him. Finally, the sights of the
gun were fixed into place. The
Skaven was then removed so it
would be easier to paint. An
undercoat of Chaos Black spray was
then applied, before any areas
where the paint had failed to catch
were given a coat of thinned down
Chaos Black paint.

PAINTING THE MODEL

The wooden sections on the cannon
were painted with three different
variations to represent the
haphazard construction of Skaven
war machines.

A basecoat of
¥ Scorched
Brown was
painted on the
chosen
sections,
followed by h|ghhghts with Dark
Flesh. Vermin Brown was then
added to the Dark Flesh in equal
quantities with a small amount of
Bleached Bone added to this mix for
the final highlight stage.

For the
second
wood effect,
Scorched
Brown was mixed in equal parts with

’EAVY METAL MASTERCLASS
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Snakebite Leather. More Snakebite
Leather was added for the first
highlight stage followed by a small
amount of Bleached Bone added for
the final highlights.

An equal parts mix of
Scorched Brown and
Bestial Brown was
used for the final wood
effect. More Bestial
Brown was then added
to the mix for the first
highlights, then a small
amount of Bleached
Bone was mixed in for
the final highlight
stage.

All of the wood sections were then
given a wash with a thinned down
mix of equal parts Brown Ink and
Black Ink.

A basecoat of
Tin Bitz was
used to paint
the main metal
sections of the
cannon. Each
of the highlight
stages was
then stippled
onto the
sections. To
create the
stipple effect, most of the paint on
the brush was wiped off onto a
tissue in a similar manner to
drybrushing. Then the brush was
dabbed rather than wiped onto the
selected areas. A highlight of Beaten
Copper was first stippled on
followed by Brazen Brass and then
an equal parts mix of Brazen Brass
and Dwarf Bronze. Mithril Silver was
then added to the highlight

mix for the final stage in the

process. The edges of the copper
sections were then painted with
Scaly Green. Finally, each area was
given a wash with a thinned down
mix of equal parts Black Ink and
Flesh Wash.

The other metallic
sections were
painted with a
basecoat of Tin
Bitz. This was then
highlighted with
Boltgun Metal
followed by an
equal parts mix of
Chainmail and
Mithril Silver. A
wash of thinned,
equal parts Brown ink, Chestnut ink,
Black ink and Flesh Wash with a
small amount of Dark Angels Green
added was then applied over these
sections.

The lens on the
cannon’s sight
was painted with a
basecoat of Regal
Blue. An equal
quantity of
Lightning Blue was
then added to the basecoat followed
by adding equal parts Ghostly Grey
for the final highlight stage. A small
dot of Skull White was painted onto
the lens to finish it off.

} The warpstone
l was painted
with a
basecoat of
# Chaos Black
and Dark
Angels Green.
Dark Angels
Green was
then used for the first highlight stage
followed by adding Scorpion Green.
Normally, warpstone is left at this
stage, but as the piece is so large
some more highlight stages were
added. Bilious Green was first
added to the mix followed by a small
amount of Skull White to finish off
the highlights. The stone was then
given a glaze of Yellow Ink followed
by a glaze with Green Ink, evenly
over the whole area.

-



PAINTING THE CREW

The skin of the Skaven cannon
crew was painted with a basecoat
of Dark Flesh. This was then mixed
in equal parts with Dwarf Flesh for
the first highlight, followed by a
second highlight
that was created
by adding a
small amount of
Elf Flesh to the

L mix. A small
amount of Pallid
Flesh was
added to the
mix for the last
highlight stage.

The fur was
. painted with a
basecoat of
Bestial Brown.
An equal parts
mix of
AL Snakebite

. Leather and
\ Bubonic Brown
was used for the

first highlight. Bleached Bone was
then added to the mix for the final
highlights.

The cloaks were left with the
undercoat of Chaos Black to which
a highlight stage of Fortress Grey
was then applied.

The robe of the Skaven Engineer
was given a basecoat of a mix of
equal parts Chaos Black and Scab
Red. This was then highlighted with
Scab Red
followed by
Red Gore and
Fiery Orange
to finish. The
robes were
then given a

@ wash of Red
Ink and Purple
Ink.

For all of the
metal sections
a basecoat of
Boltgun Metal
was highlighted
by Chainmail,
followed by

Mithril Silver. This was then given a
wash with Black Ink and Brown Ink.

. "7 Snakebite Leather
m highlighted with
Bleached Bone
and a final

highlight of Skull White was used
on the teeth.

The Engineer'’s
eyepiece was
painted with Red
Gore followed by
Blood Red and a
final highlight of Fiery Orange. A
small dot of Skull White was then
painted onto the lens.

Once the model had been given a
spray of varnish, gloss varnish was
applied to the eyepiece, the lens
and the warpstone.

The model was then based by
gluing sand to the base with PVA.
This was painted with Bestial
Brown and drybrushed with
Bubonic Brown. It was then given a
final drybrush with Bleached Bone
and lastly static grass was applied.



Warhammer Starter Set £50 ..

The game of fantasy battles, Warhammer is set in a fantasy world where you control
a mighty army to crush your foes. Knights in shining armour crash into regiments of
bloodthirsty warriors, while archers darken the sky with arrows. Powerful war
machines belch forth death with earsplitting fury, while heroes on fantastic monsters
sweep into combat, turning the tide of battle.

This boxed set contains: 1 Empire General = 1 ruined building

+ A 288-page rulebook =1 Orc Warboss = 3 weapon templates
*+ 38 Empire Soldiers * 35 Orc Warriors » 8 assorted dice

=1 Empire Cannon =1 Orc Boar Chariot e 2 range rulers

INARHAMMER | . e _ | _
4.0 Warhammer Rulebook £25 |

This 288-page rulebook contains all the rules you need to create exciting fantasy battles in the Warhammer world. |
In addition to the core rules of the game, the rulebook includes advanced rules for deadly war machines and
powerful characters. The section on magic provides powerful spells to crush your enemies and enhance your own
troops, turning the tide of battle at critical moments. The rulebook also includes background for all the races, a 32 |
page introduction to the hobby, scenarios and supplemental rules. In all, the Warhammer Rulebook is an essential
purchase for any dedicated hobbyist interested in Warhammer.

TS % B Y r A ST o
Al o VARHAMMER
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Warhammer Armies Books - £10 each

The Warhammer Armies books each contain the background, rules, army lists, painting guides, magic items and |
special characters for one race in the Warhammer world. They are an essential tool for starting an army, and an
inexhaustible guide for further army building, painting and modelling.
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ll % e Skaven Regiment Boxed Set ~_ £15 each

S AVEN KLANEATTENRECEMENT .
{ BA 7 - _]R i g The Warhammer Regiment boxed sets to
J Bl loricn new army or build up an existing force. Each Regiment baxed set
T AN FEAVEN £ 5

| e contains a core unit for one particula C
variants, thus allowing you to get the essential troops you requin
to build your forces.

This month sees the release of Warhammer Armigs Skave
complement this new army book we have the Skaven C
Regiment boxed set. This boxed set is a perfect way to start
Skaven army, allowing you to build your core units quickly and
with minimum fuss.

This boxed set contains twenty Skaven warriors, which can be
armed with either hand weapons or spears, Also included are
special parts needed to build a Champion, a Standard Bearer, and
a Musician.

The Skaven warriors regiment boxed set is one of the most versatile plastic regiment boxed sets available. It allows you to create warriors for several
| different units, so building your Skaven army will be simple and efficient.

Anather benefit of this highly detailed piastic kit is that there are a wealth of conversion opportunities available. As well as the parts on the sprue
| itself, you can combine this kit with other plastic regiment kits to really personalise your army. This level of customisation allows you to build your
own units of Clan Moulder, Clan Pestilens, Clan Eshin or even Clan Skryre Clanrats.

warriors has been built with the
basic parts from the Skaven
Clanrats boxed set. They are |
armed with spears and shields,
and have used shield icons
available in the box to give the
unit a unified look.

$‘ (Left) This regiment of Clanrat

(Right) Here the Skaven Clanrats
regiment boxed set has been used to
create a unit of Clanrat Slaves armed
with hand weapons. A careful choice of
modelling options and a simple paint
scheme have transformed the vicious
Skaven into desperate Glanrat Slaves.

AVAILABI;E FROM YOUR LOCAL GAMES WORKSHOP STORE, INDEPENDENT STOCKIST,
GAMES WORKSHOP MAIL ORDER (0115 91 40000) OR www.games-workshop.com



The Thousand Sons were born of Magnus, the changeling Primarch.
A physical giant possessed of coppery skin, fiery red hair and a
single, baleful eye. Some say his massive size reflected his
enormous intellect; his cyclopean eye his single-minded strength of
purpose. At the height of the Great Crusade, Magnus was amongst
the most imposing of the Primarchs and was always the one most
suspected of taint. He would endure the whispers of Chaos

throughout his life...

Origins

When the Primarchs were
mysteriously scattered from their
incubation on Terra, the infant Magnus
fell upon the remote colony world of
Prospero. He could hardly have been
more fortunate: a grotesque cyclopean
mutant who might have been feared
and shunned on any other world came
instead upon a hidden planet of
kindred spirits: a commune of outcast
human psykers. It would not be the

last time Magnus’s destiny would be
so conveniently manipulated.

The original settlers of Prospero had
chosen the world for its remoteness
from Terra, and had gone to great
lengths to sever contact with
Humanity. Their single citadel was
situated deep in the planet's ventral
mountain range. Nourished by vast
underground hydroponics for
sustenance and techno-psychic
collector arrays for sustainable energy,
it was a construct of extraordinary
beauty. The so-called ‘City of Light'
glittered amidst the desolation of
Prospero, all gleaming silver towers,
soaring obelisks and majestic
pyramids. Within this carefully-artificed
reclusium, far from the sight of Man, its
commune of human refugees devoted
themselves completely to the pursuit
of knowledge and the mastery of the
nascent mutation which had set them
apart: their developing psychic
powers,

Legend tells of Magnus arriving like a
portentous comet, streaking through
the thin atmosphere of Prospero and
coming to rest in the central plaza of
the city. The wvulnerability of their
sanctuary to approach from above
was something the adepts of Prospero
failed to recognise: a failure for which
they would suffer greatly in times to
come,

Magnus became a ward of the
scholars of the commune. Perhaps
they recognised their kinship in a
mutant cast out among mutants.
Perhaps they recognised his potential.
What is known is how quickly the
young Primarch himself began to

manifest the sort of powers which had
caused his mentors to flee into
isolation; and how utterly he brought
those powers under his control.
Magnus mastered every psychic
discipline, quickly surpassing the
abilities of the greatest adepts in the
commune. By the time he approached
physical maturity, Magnus had grown
into a giant in the psychic and
intellectual, as well as the physical,
sense. Then came the day that
Magnus opened his cyclopean eye
upon the Empyrean, and instead of
channelling power from the Warp,
Magnus instead saw into it, and life on
Prospero was changed forever.

The instant his single enormous eye
saw into that place of power, Magnus
the Red went from student to absolute
master.

The Warp is no more a lifeless place
than the physical world, and the arrival
of so prodigious a psychic presence as
Magnus did not go unnoticed. More
than one consciousness sensed the
new life across the Immaterium and
more than one recognised him for who
he was.

More than one came to find him.

The Apocrypha of Skaros records the
day the Emperor and his host arrived
upon Prospero.

‘It was as though they were friends of
old; of many years acquaintance.
Magnus's mutant visage disturbed not
the Emperor of Man, who embraced
his lost Primarch and proclaimed him
his own.’

It has been suggested that the face-to-
face meeting of Emperor and Primarch
was a virtual afterthought, their minds
having long since found each other
across the Warp.

The Emperor had chosen as his
vanguard force for the expedition his
fifteenth Legion, the Space Marine
progeny infused with Magnus’'s own
gene-seed. The Apocrypha records
the moment Primarch and Legion
were united.

‘The Warp-lost Primarch heard his
Emperor, and”spoke but a simple




s=sponse, “As | am your son,-they shall
secome mine.” Then he knelt and in
sat moment accepted Primacy of the
“feenth Legion: his Thousand Sons.’

The discovery of their lost master
=ould not have come sooner for the
Thousand Sons. Formed from
Magnus’s own gene-seed, the Legion
was disposed toward psychic mutancy
n disproportionate numbers; a
crcumstance the fledgling Imperium
was ill equipped to handle. Deep
factionalism divided those who
recognised the benefit of stable
mutations such as the so-called

‘Navigator Gene’ of the Navis Nobilite.
The Navigator Houses' ‘third eye'
allowed them to steer a course
through the Immaterium making warp
travel possible, but some perceived
the increasing and seemingly random
nature of human mutation as a
destructive internal threat. An entire
Legion of potential mutants was seen
as a dangerous development. The
fifteenth Legion had suffered terribly
from the spontaneous, uncontrolled
manifestation of psychics amongst
their ranks, and those who survived to
receive training became amongst the

\

most powerful librarians of the epoch.
Many more did not. Moreover, the
increasingly vocal anti-mutant ‘witch
hunting’ crusades within the Imperium
had seized upon the out-of-control
Legion as evidence of the danger of

psychic  mutation. Cries that
demanded purging the Imperium of
psykers completely were not

uncommon, and those directed at the
remote and superhuman Space
Marines of the Thousand Sons were
among the most strident. Magnus
came just in time to save the Legion
from the threat of destruction.
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Pre-heresy pattern
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Relocating its entire depleted strength
to Prospero, Magnus turned the might
of his intellect to their instruction in the
ways of the psyker.

There are scholars, especially among
the Librarians of certain Space Marine
Chapters, who suggest it was during
this time that another threshold was
crossed. They believe that the crisis
of controlling an entire Legion’s
destructive psychic mutancy caused
Magnus to seek shortcuts, or explore
more perilous paths. There are others,
including prominent members of the
Inquisition, who suggest no such
‘threshold’ ever existed; that the
original commune of psychic adepts
were already students of darker arts
before Magnus came amongst them.
Thus his initiation into similar rites was
inevitable. Still others postulate it was
the magnitude of the Primarch’s own
insatiable hunger for knowledge that

made what followed inevitable. When
it happened will never be known, but at
some point, Magnus the Red and his
Thousand Sons Legion pursued
knowledge beyond scholarship and
psychic discipline, and began to
practice sorcery.

The difference was not universally
noticed at first. Magnus joined the
Great Crusade with vigour. He led the
Thousand Sons alongside the
Emperor, the other rediscovered
Primarchs with their Legions and all
the fighting forces of Man. They fought
in a grand campaign radiating outward
from Terra, liberating colonies long
isolated and claiming new worlds for
the glory of the Emperor. That the
Thousand Sons accomplished their
victories through guile and deception
as often as by strength of arms did not
initially draw concern. Victory was
victory after all. However, the further

the Emperor's realm expanded, the
more tenacious grew the opposition.

Increasingly, Legions of Space
Marines or regiments of Imperial
Guard would make planetfall

expecting to find lost colonies of men,
only to discover the thralls of
mysterious powers utterly inimical to
them. These slave cults resisted with
sorcerous powers granted them by
daemonic beings from across the
Warp, powers few could fail to notice
were akin to those wielded by the
Thousand Sons of Magnus. There
were those amongst the Imperial court
suspicious of the Thousand Sons’
methods. Paramount amongst them
was Mortarion, sepulchral lord of the
Death Guard who knew too well from
his own dark past that sorcerous
power never came without a price.
Leman Russ, Primarch of the Space
Wolves, for whom any battle fought
through sleight of hand and clever
deceit was by definition dishonourable
also lent his voice to the critics of the
Thousand Sons. The schism grew so
great that it threatened the very
foundations of the new order, and so
the Emperor of Man himself decreed a
council to resolve the issue for all time.
The mightiest proponents of both
sides convened on the planet Nikaea
to debate, with the Emperor himself
enthroned above the dais as arbiter, in
an ancient amphitheatre that seated



tens of thousands. There, beneath the
glittering starlight, the witch hunters
presented their case. They recited a
litany of human misery inflicted upon
the Emperor's own subjects by
sorcerers enslaved by Chaotic
monstrosities; of mutants unable to
control what they had become, and
despots who turned their psychic gifts
to dark and selfish purpose.
To speak against these charges came
Magnus himself. He climbed the dais in
silence, his own visage seeming to
confirm everything the witch hunters
asserted. But when he began to speak,
it was clear none of his accusers could
match the charisma or presence of a
Space Marines Primarch and least of
all this particular Primarch’s certainty of
conviction. Magnus told the assembled
throng that no knowledge was tainted
of itself, and no pursuit of knowledge
ever wrong so long as the seeker of
that truth was master of what he
learned. And, Magnus decreed with
finality, there were no secrets the
Thousand Sons had not mastered, no
ways too labyrinthine for them to know.
When he stepped from the dais, the
council was divided more sharply than
ever: the witch hunters had made their
case collectively with great impact, but
with insufficient power to blunt the
persuasiveness of the Primarch of the
Thousand Sons. The assemblage
openly wondered if even the Emperor
could decide against one of his own
SOons.

The tension had reached the palpable
xnife-edge of violence when a
contingent of Space Marine Librarians
approached the dais. The Emperor
acknowledged them with a nod and all
ell silent, for visible amongst the
sbrarians were the chiefs of some of
the greatest Legions in the Imperium,
These mystic warriors formed a
semicircle about the podium to
ndicate they spoke with one voice, but
« was a young Epistolary who stepped
‘orward to deliver their words. Though
=s identity has been lost to history, he
= said to have spoken with a passion
“hat bordered on ferocity, and offered
‘o the assembled council a third
aiternative. A psyker, he proposed, like
2n athlete, was a gifted individual
whose native talent must be carefully
surtured. Psykers were not evil in
“emselves. Sorcery was a knowledge
2t had to be sought, even bargained
“or, and neither man nor paragon could
2e certain they had the best of such
cargains. The other Librarians united
2round him, and proposed that the
education of human psykers to best

serve Mankind be made an Imperial
priority. The conduct of sorcery would
be outlawed forevermore as an
unforgivable heresy against Mankind.

The compromise presented by the
Librarians offered both factions
something, and appeared to be what
the Emperor himself had been waiting
for. The Emperor ruled it law without
allowing any rebuttal, and the Edicts of
Nikaea stand to this millennium as
Imperial policy regarding human
psychic mutation. But it was not the
decision favoured by Magnus. The
Grimoire Hereticus records the fateful
face-to-face confrontation between
father and son when the Emperor
himself barred Magnus's attempt to
storm from the hall in protest. He bade
Magnus cease the practice of sorcery
and incantation, and the pursuit of all
knowledge related to magic. It is
said the cyclopean Primarch’s face
appeared brittle as aged stone as he
received his father's command. Brittle
enough to crack, but the Primarch of
the Thousand Sons bent his shoulder
and pledged himself and his Legion to
obey. Neither Emperor nor Primarch
knew that this moment would be the
last time they would meet, and that
events had been set in motion that
would climax in treachery, bloodshed
and pain.

The Betrayal

The threat to the fledgling Imperium
resolved by the council served to mask
other, darker betrayals already in
motion. On Davin, events were
reaching their tragic climax as Horus,
first among equals, Warmaster and
right arm of the Emperor fell victim to
the manipulations of Chaos. This
threat would not be resolved by debate
or decree. Enthralled completely by
the dark powers, Horus emerged from
the events on Davin intent on nothing
less than the complete destruction of
the Imperium. Suborning brother
Primarchs and their Legions to join his
own, Horus intended to take the rest of
the Imperium and indeed the Emperor
himself by complete surprise. He was
a brilliant strategist; he believed he
had manipulated every possible factor
to ensure his success. He had
miscalculated in only one regard.
Despite the decree of his Father and
despite his own sworn promise,
Magnus had not turned from the
pursuit of the dark arts.

Seeing into the depths of the Warp
from his sanctum upon Prospero,

&
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Magnus beheld a vision of Horus'
pledge of fealty o Chaos upon the
fields of the feral world of Davin.
Horus' treachery was revealed, every
detail made known with total clarity.
Magnus saw the too-human foibles of
Fulgrim of the Emperor’s Children and
Angron of the World Eaters played
upon masterfully by Horus, and
greater forces veiled by the Warp. He
saw the fterrible trap being laid for
Ferrus Manus of the lron Hands,
Vulkan of the Salamanders and
cautious Corax of the Raven Guard on
Istvaan V. He saw the Emperor's
mightiest bastion of unalloyed loyalty,
Guilliman’s  Ultramarines, being
cleverly decoyed to the far side of the
galaxy, where they could play little part
in the drama to unfold. Alone in the
entire galaxy, more clearly than even
Horus himself, Magnus was given to
understand the events at hand. He
saw it all and understood each
consequence and every role, except
his own.

There are generals, tacticians and
great military minds who say that had
Magnus acted upon his knowledge
and taken ship with his Thousand
Sons he could have changed the
course of the Heresy. Others point out
that the Warp is an imprecise place,
and Magnus could not be sure he
would arrive in time to prevent
Horus's treachery. Instead of direct
intervention, Magnus embarked upon
a more perilous path. The Primarch
had never accepted the Emperor's
belief in the peril of sorcery, and had
broken his oath to turn from the pursuit
of such knowledge.

In his precognitive vision of the coming
war, and the warning it provided,
Magnus was certain he had found
proof of the value of his studies. With
the combined power of his fellow
sorcerers he set about casting a spell
across time and space. Breaching all
the protective hexes and wards of the
Imperial Palace on Terra, he projected
his warning of impending revolution
into the presence of the Emperor
himself, naming Warmaster Horus as
its chief architect.

It was to be his moment of triumph and
vindication, the occasion of his self-
righteous justification. Only the power
of Magnus’s sorcery had revealed the
viper within. Surely the Emperor would
at last see its value. Instead, the
Emperor named Magnus's sorceries
themselves as the viper. He judged
Magnus's accusation of his brother
Primarch heretical and his blatant

.
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deception evidence of the worst sort of
oath breaking. Magnus's pursuit of
forbidden knowledge was deemed
tragic proof that he had fallen under
the sway of the very powers the
Emperor had warned him against. The
Emperor's worst fears for the soul of
his cyclopean son had been realised.

The content of Magnus's warning was
ignored completely. It is said the
Emperor broke contact with such force
that psychic wards throughout the
Palace arced with lightning and
shattered. At the Emperor’s side stood
Russ, quaking with barely-contained
wrath at Magnus’'s actions. The
Emperor turned to him, for he knew he
could be counted upon to prosecute
his next orders without restraint. He
ordered the Space Wolves to be
unleashed upon Magnus and the
scholar-soldiers of Prospero.

Only those who witnessed those
distant days will ever truly know what
happened upon Prospero when the
Space Wolves attacked, as extant
accounts often contradict each other
dramatically. The epic, ‘Prospero’s
Lament’, describes a lengthy orbital
bombardment by the Space Wolves,
followed by a systematic campaign
across the planet that took many days
and nights, with a death toll of horrific
proportions on both sides. On the
other hand, one of the Space Wolves'
strongest oral accounts of the battle,
‘The Edda of the Hammer’, asserts the
Space Wolves took the Thousand
Sons completely by surprise. The
Space Wolves fell upon the City of
Light from above (as Magnus had, so
many years before) and reduced it in
one terrible, bloody night of violence
and carnage. The single night of
burning libraries, crashing towers and

THE SACKING OF THE ETIAMNUN RECLUSIUM |

{ The Thousand Sons will often employ guile and trickery where other Legions |

| would engage the enemy head-on. These tactics were illustrated when Mordant Hex.
a Sorcerer Lord of the Thousand Sons led a raid on a distant world in the Eastern
Fringe called Etiamnun IIL This airless, barren planet was home to a small |

community of hermits who for milleania had lived out a simple life of {

contemplation and study.

. This peace was to be shattered forever when the Thousand Sons drop ships fell
from the skies above the mountain retreat. Recovered fragments of the facility’s |
sccurity vid-log record the scenc as soon after the landings the passes were filled

with relentlessly advancing armoured warriors. Records indicate that the hermits’

reaction to the attack was one of calm acceptance. As the Space Marines filed up

the mountain paths to the gate of the hermitage, its occupants showed no signs of {

the panic one would expect faced with a Chaos attack.

A brightly robed and armoured figure reached the great adamantium doors of the

monastery and stood before them for several minutes before striking upon them

nine times. A party of beguiled monks had gathered in the air-lock, and at the

ninth stroke thcy activated the depressurisation ritual. The air-lock camera clearly

shows the looks of serenity upon the faces of the occupants as the atmosphere |

rapidly bleeds from the ‘chamber. The camera shows the monks™ noble struggle to |

stand as their oxygen supply is cut off. Then the great doors part and for a single |

second the old men stand open to the airless expansc with the silhouette of the

armoured warriors visible beyond. An instant later the hermits” legs give way and |

thcy are swept from the chamber by the last venting gases, to be dashed upon the |

statuesque warriors’ armoured forms.

The remainder of the assault was little more than a massacre. The Thousand Sons |

gained entry to the reclusium and gunned down any who stood before them. Little |

or no resistance was offered.

Hex and his force penctrated deep into the mountain complex. and at its heart

found what they had come for. The central chamber housed a long forgotten

entrance to the Eldar webway: whether this portal had been forgotten by the Eldar,!

or had been cut off from their main routes is unknown. What can only be gﬁcsscdi

at is the potential for damage now a Thousand Sons Sorcerer Lord has gained

entrance to the secret paths of the Eldar.

&

feral mayhem is a potent image and
the action described in the Edda
matches the popular image of the
Space Wolves. But the Edda is oft-
criticised; for how could a planet of
sorcerers, able to see across time and
space and into the future, be so
completely surprised as to face
destruction in the course of a single
night? How indeed, unless the dark
powers which granted them their
visions did not mean for them to see?
However it occurred, the sack of
Prospero was the ultimate horror for
the scholarly Thousand Sons, as Russ
and his Space Wolves smashed their
way through the sanctuary of the City
of Light. Russ's warriors built pyres
from Magnus’s libraries of books,
parchments and ancient ftexts,
destroying artifacts unique in all the
galaxy with a stroke of the chainsword.
Though they differ in their specifics,
most accounts suggest Magnus
himself met Leman Russ in hand-to-
hand combat, Primarch against
Primarch, berserker against giant in
the ruined heart of the City. ‘The War
of the Giants’, committed to print by
Inquisitor Bastalek Grim from Space
Wolf oral tradition, describes the titanic
duel that followed:

‘Magnus the Red did take to the field of
battle, causing the ravaged ground to
liguefy ‘neath his mighty stride. Russ
charged bodily the crimson behemoth
and did lift the Cyclops off the ground,
The Wolf-King broke the back of the
Cyclops, and the last Thousand Sons,
seeing their Primarch broken and cast
down, did turn and flee. But as Russ
raised Frostblade Mjalnar to deliver the
killing blow, Magnus spoke a word of
power, and did sink away into the
iridescent ground.’

In accounting what took place at the
last, claims of what occurred on
Prospero’s final night contradict wildly.
Somehow, in the City of Light's dying
moments, Magnus cheated Russ of
total victory, and in so doing, paid the
very price the Emperor had warned
him against all along.

Everything that mattered to him was
burning to the ground, and Magnus
turned to what he knew best to save it.
Magnus was swept upon the currents
of the Warp, and there he found the
knowledge he sought. His sorcerers,
his beloved Legion, all the precious
knowledge they had accumulated
within the silver spires of the City of
Light could still be saved. He
discovered the solution looking back at
him,"as if it Wad always been there,
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watching his way, and'subtly changing
him to its own purpose. He beheld
sorcery incarnate, promising
knowledge, power and salvation. But
this time it was on its own terms.
Magnus was no longer the master of
the way as he had believed himself,
but servant to it. It is said that even
then Magnus hesitated, but as he
thought back to his city, his works, his
knowledge and his brethren, reduced
to fiery ruin at the command of his own
father, he changed his allegiance for
all time.

And in that instant, the City of Light, its
silver towers and vast libraries and its
Legion of Thousand Sons vanished
from the face of Prospero, and the
Imperium, forever. When Magnus and
his Thousand Sons were seen again, it
was above Istvaan V, fighting
alongside Horus. Magnus had become
a Daemon Prince of the Chaos god
Tzeentch, Lord of Sorcery, and
Changer of the Ways. The battle for
their souls and their fate now so
complete, it leaves one wondering
whether it was ever truly in doubt.

The Rubric of Ahriman

The Thousand Sons had nearly been
destroyed by the threat of uncontrolled
mutation in their earliest days before
their reunion with their Primarch. Even
the salvation presented by Magnus'’s
nstruction was imperfect, requiring
constant and vigilant oversight. The
terror of it never left some of the
Legion's most veteran members, and
the rampant corruption they beheld
amongst other Traitor Legions as the
Heresy ran its course appalled
them. They dedicated themselves
exclusively to their new master, and for
= time Tzeenich seemed to shield
them from a similar fate. Even when
the Heresy ultimately failed, and the
Thousand Sons were forced to fall
cack to the Eye of Terror with their
comrades in rebellion, Tzeentch's
‘zavour seemed unilateral. Their patron
2od provided a new planet, rich in
magical power for them, a haven from
e madness within the Eye for them to
sontinue their research. But the way of
e Master of Sorcery is capricious,
znd no sooner were the Thousand
sons ensconced upon their new home
world than the Changer of the Ways
s=gan to alter them. Grotesque
=utations in images favoured by
Tzeentch appeared spontaneously
“roughout the Legion. Many
=mbraced these manifestations as
wxens of their new destiny, but to the

senior members of the Legion it was
as if all they had been through
counted for nothing. All their sacrifices;
the loss of Prospero, the bloodshed of
the Heresy, all was rendered
meaningless. Their valiant pursuit of
knowledge had resulted in the very
madness and abomination they had
always feared.

An inner cabal of the mightiest
sorcerers, led by their Chief Librarian
and Magnus's most trusted advisor,
Ahriman, determined to counter the
warping corruption. They laid the
foundations of a mighty spell, and
protected their workings with wards of
secrecy, for they doubted Magnus
would bless so risky an enterprise.
They would dispel the violent
mutations washing over their battle
brothers and render the Thousand
Sons immune to the warping effects of
Chaos. The Grimoire Hereticus
describes a spell of such
unimaginable power that even
daemonic  horrors  fled
before the singular roaring
maelstrom of magic
unleashed by Ahriman and
his cabal. The Planet of
Sorcerers was enveloped
in impenetrable storms
of blue and yellow
lightning, forks of the
titanic energy arcing

across the planet to

strike down corrupted

Thousand Sons one

after another until it is
said Magnus himself was
forced to intervene.

The aftermath was nothing like
what the cabal had hoped for.
Across the breadth of the world,
the fighting strength of the
Thousand Sons Legion had in a
single stroke been destroyed
utterly — and preserved
for eternity. The reviled
mutations were no more,
because the flesh of
the affected Space
Marines had been
reduced to dust, sealed
forever inside armour
mystically welded shut.
Every clasp, joint and seam had
been sealed as though by
infernal fire, trapping the
animate  spirit of the
Thousand Sons irrecoverably
within. Virtually the entirety of
Magnus's Legion had been
transformed into little
more than implacable %

&
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automata for all time. Magnus was
enraged. The Legion he had sacrificed
everything for was no more. The
pursuit of knowledge that had always
been foremost to each of his brethren
was now denied them for all time. By
their own hand, the majority of this
Legion of scholars could no longer
even think.

Everything he had done, all he had
sacrificed, every critical decision he
had made in his life had been founded
upon two sacred beliefs: that
knowledge was pure, and that he was
its master. With his home world
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AHRIMAN, CH]EF LIBRARIAN OF THE THOUSAND SONS |

The Iranbmutmg »p:ll which rendered the Thousand Sons a Ltgmn |
of closed armoured automata was the construct of the Legion's |
greatest sorcerer after Magnus  himself: its Chicf Librarian,
Ahriman. Before the events of the Heresy, Ahriman had shared
' his Primarch’s obsession with arcanc mysterics, and had come to

be keeper of the now mythical ‘Book of Magnusi. a tome of |

incalculable sorcerous power. It may have been knowledge gleaned

from that very tome with which Ahriman conjured his now

infamous master spell.

The result of his Rubric, while imperfect. is said to have satisfied
Ahriman in its consequence. A veteran Thousand Son from before '

the coming of Magnus. Ahriman’s revulsion at the corruption of the Legion was so great

that cven the terrible price of reversing it was not too high. Magnus was not of like

mind, however. So great was his wrath when the cabal was discovered that the Primarch

threatencd to obliterate them utterly, but the very patron who had worked the mutations

upon them in the first P].uc was said to have intervened. Who can say what the most |

enigmatic and capricious of entities intended? In any cvent. the Dacmon Prince stayed his |

hand, instcad banishing Ahriman from the Planct of Sorcerers and condemning him to |

wander the Eye of Terror and beyond in a hopeless quest to understand the Chaos god

Tzeentch.

For his part, Ahriman refuses to acknowledge Chaos as his master. Across the ensuing

millennia he has become a scourge, raiding ancient muscums, librarium. scholaria and

reclusia, places of learning, religion and
P B B

contemplative thought. He seeks to acquire

artifacts, data, or cven persons he believes can lead him to mastery over the way of the |

sorcerer. He fosters cults on dozens of worlds at a time, providing cult magi with

sorcerous power until such time as they have acquired some antiquarian trinket or satisfied

another of Ahriman demands before turning the wrath of his warband wpon them.

It is rumoured that Ahriman has of late turned his relentless predation wpon the Eldar, |
determined in his belicf that the lost knowledge he secks can be found in that darkest |

of halls of :n’Iighltm‘n:nI, the vast rcpositor).' of arcana referred to in whispcrs as the

Black Library.

destroyed, his father his sworn enemy,
and his Legion in ruin, Magnus of the
Thousand Sons ascended his tower in
despair. Casting his bitter gaze out
upon the war-weary and fragile
Imperium of Man, Magnus vowed, as
Horus had at the height of the Heresy,
that he would see the galaxy burn.

Home World

Prospero was chosen by its original
seitlers for one reason: its
remoteness. Isolated from the most
common Imperial travel lanes and
boasting virtually no independent
resources of any value, Prospero had
only one redeeming quality: it was a
good place to hide. In the end, it was
not even that. Today it is a blasted ruin,
declared Purgatus by the Inquisition.

Through the millennia of endless
raiding since, it has been discerned
the City of Light survived its transit
through the Immaterium intact. It came
to rest within the Eye of Terror, upon a
world that has come to be known as
the Planet of Sorcerers. That

&

daemonic place is a seething cauldron
of magical power, reflected across its
breadth in the form of infernal
volcanism and tempestuous skies
saturated with magical vapour. Towers
jut from craggy fists of rock thrust up
from plains of lava, ftwisted and
obscene mockeries of the spires and
pyramids of learning which were the
hallmarks of the City of Light before its
fall. Mightiest of them all is the
obsidian monolith that is the Tower of
the Cyclops, said to be so massive it
can be discerned from space with the
naked eye. More obscenely, the Tower
of the Cyclops looks back, as the
pinnacle of the obelisk is a glowing
warp eye, through which Magnus
watches the paths of the future. The
Silver Towers of the City of Light have
been transfigured by the sorcerous
might of the Thousand Sons into
space-faring fortresses in which
psyker lords set out from the Planet of
Sorcerers to traverse the cosmos,
launching vengeful assaults upon the
Imperium of Man.

Combat Doctrine

The Thousand Sons were well known
for preferring to avoid close combat,
instead relying upon their mastery of
psychic power and sorcery to carry the
day. Guile, feint, confusion and
misdirection were their hallmarks; all
stratagems better used at range.
Many were the occasions a Thousand
Sons detachment would accomplish
through illusion or trickery what a
brother Legion would pay for dearly in
blood.

Whatever else it may have changed,
the Rubric of Ahriman affected that
doctrine very little. The sorcerer lords
of the Thousand Sons still use
their ghost-brethren as implacable
bulwarks of gunfire, around which they
construct elaborate plans of guile and
misdirection to achieve victory, all
driven home with a tlmely application
of potent magic.

Organisation

Magnus placed great faith in his
subordinates, believing he had taught
them well, that their powerful sorceries
gave them the necessary tools to
function independent of him. Before
the Heresy, individual Thousand Sons
squads were not led by veteran
sergeants but by those who showed
the most psychic promise. These
‘thrall-wizards’ were apprenticed to
more experienced sorcerers for their
cabalistic training, but at the same
time gained experience leading men
in small units. While this practice
meant it was rare for a Thousand Son
who did not possess some measure of
psychic talent to become a ranking
officer, it also meant those sorcerers
who did gain prominence had
considerable combat experience. As a
result, the Thousand Sons, a
numerically small Legion to begin
with, rarely took to the field en masse.
Instead they campaigned in smaller
detachments under the command of
sorcerers who often acted with much
more authority independent of their
Primarch than the officers of other
Legions. This command experience
has stood them in good stead as
independent leaders of warbands
since the Heresy, to the Imperium's
considerable and continuing
misfortune.

Beliefs

For the anarch Magnus, knowledge
was power. Hé believed there was no

=

30 INDEX ASTARTES



discipline his - intellect could- not
master, no secret he could not unlock
and make serve his purpose. For the
Thousand Sons, knowledge was
salvation, the means to controlling the
psychic legacy of their Primarch’s
gene. Every book was sacred, every
writing worthy of study, every
document a resource to be drained.
The ultimate knowledge was sorcery,
the way to final enlightenment, the key
to the universe. Before the Heresy, the
Thousand Sons were publicly
dogmatic, swearing oaths of loyalty
and singing the Imperial hymns. They
fought for the expansion of the
Emperor’s realm with diligence, but as

their oath-breaking illustrated, their
final loyalty rested not with the
Emperor, but with their Primarch.
When Magnus's reach for intellectual
mastery exceeded his grasp, Tzeentch
was waiting for him, and the Space
Marines who believed as he did could
do nothing but fall with him.

Gene-seed

Magnus was unquestionably the most
profoundly mutated of the Emperor’s
Primarchs, both physically and
psychically, and the Legion imprinted
with his gene-seed reflected that with
a high percentage of Thousand Sons
manifesting some level of psychic

&
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ability. Early in the Legion's history a
small, but significant percentage were
prone to physical mutation, but in the
wake of falling thrall to Tzeentch that
percentage escalated wildly. The
Rubric ended that forever for the battle
brothers of the Thousand Sons, but
the sorcerers who command those
armoured shells still carry the gene-
seed of their Daemon Prince, and
wear their grotesque mutations
proudly as tokens of their mercurial
patron’s favour.

Battlecry

A ghostly whisper of: “All is Dust!”

USING A THOUSAND SONS ARMY IN WARHAMMER 40,000

e

The Thousand Sons use the following units from Codex Chaos Space Marines:

HQ Chaos Lord or Daemon Prince, Lord of Change, Sorcerer.
Elites Tzeentch Cult Terminators, Possessed Chaos Space Marines.
Troops Thousand Sons, Tzeentch Daemon pack, Chaos Cultists.
Fast Attack Tzeentch Daemonic beasts.

Heavy Support Chaos Predator, Chaos Land Raider, Thousand Sons Dreadnought.

The following rules and Codex changes apply when
using a Thousand Sons Chaos Space Marine army.
The entire army must be Thousand Sons, not just
one or two squads.

The Chaos Lord of a Thousand Sons army may only
have a retinue of Thousand Sons, unless he is wearing
Terminator armour in which case he may have a retinue
of Tzeentch Cult Terminators.

Special Rules
* All Thousand Sons Lords and Sorcerers are Fearless
{immune to Morale and pinning checks).

» All Thousand Sons characters must take the Mark of
Tzeentch, and this is the only Mark they may bear.

» Thousand Sons Lords must take the Sorcerer Lord
upgrade and must purchase the Mark of Tzeentch.

» All Lords, Sorcerers, Daemon Princes and Lords of
Change may make use of minor psyker powers in
games where both players have agreed to their use.
There is no upper limit to the number of minor powers
that may be purchased for Daemon Princes and Lords
of Change.

* Thousand Sons squads and Tzeentch Cult Terminator
squads may upgrade one member to a Thousand Sons
Sorcerer for +15 points, or for free if the squad numbers
exactly nine models, nine being the sacred number in
Tzeentch's magic and ceremonies. He has the same
stats as the Chaos Space Marine Sorcerer and is not
subject to the All Is Dust and Slow and Purposeful

special rules. The upgrade includes a Mark of Tzeentch
and further equipment may be taken from the Chaos
Armoury.

Note that a Tzeentch Cult Terminator upgraded to a
Sorcerer retains his Terminator armour, combi-bolter
and power weapon.

If the squad forms the retinue of a Thousand Sons Lord
then any number of its members may be upgraded to
Thousand Sons Sorcerers.

* Any single member of a retinue may be designated an
Icon Bearer, even though no Aspiring Champions may
be purchased.

s [f any Thousand Sons in squads are upgraded to
sorcerers, the special rules published in the Chapter
Approved compilation allowing Greater Daemons to
possess Thousand Sons Space Marines are not used.
Use the standard Daemonic Possession rules instead.

» Thousand Sons Dreadnoughts do not roll on the Fire
Frenzy chart so long as they take the Daemonic
Possession vehicle gift. Thousand Sons Dreadnoughts
pay only 25 points for this gift.

» The only vehicle gift allowed to a Thousand Sons
vehicle is Coruscating Warp Flame, other than the
Thousand Sons Dreadnought, which may also take
Daemonic Possession.

» Possessed Chaos Space Marines automatically
receive the Demonically Fast ability in addition to two
rolls on the Ability chart.
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The Thousand Sons have been
covered in this month’s Index
Astartes, so we thought it would be
a good idea to showcase them.
Joining their brethren from the
most mysterious of the Traitor
Legions are several other Chaos
Space Marines.

"EAVY METAL SHOWCASE
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Many of the models on these pages are suitable for use in a
Thousand Sons Chaos Space Marine army.

Lord of Change -
Greater Daemon of
Tzeentch £25 boxed set

The Lord of Change is a powerful
master of the ever changing
energies of the warp. Capable of

| : blasting the enemy with
' Chaos Space Marine Sorcerers £5 each BB e s
The disciples of Tzeentch are amongst the most powerful of across the battlefield to rend the
all Chaos Sarcerers. Leading squads of Thousand Sons Chaos | enemy in close assault, this

Space Marines, they use their mighty psychic powers to reap | Greater Daemon s a truly s
more souls for their patron deity. fearsome opponent. :

- Chaos Terminators £6 each |
Ahriman £8 each . o = Sk |
= e The most savage and worthy warriors amongst the Chaos Space Marines will sometimes be
Ahriman is the greatest Sorcerer of the gifted with a suit of Terminator armour, turning them into even more awesome combatants.

' Thousand Sons. Deadly beyond belief, he is Protected by thick ceramite armour and armed with a variety of archaic weaponry, Chaos

| a dedicated servant of Tzeentch. Terminators have been the bane of the galaxy for countless millennia.

Chaos Space Marines £15 boxed set

Chaos Space Marines are deadly warriors, combining the skill
and genetic engineering of a Space Marine with the bloodthirst
and cruelty of Chaos.

They wage an unremitting war against those who remain loyal ;
to the Emperor, who they see as an undeserving usurper to the |
rulership of Humanity. Well armed and armoured, Chaos Space
Marines are amongst the most deadly warriors in the galaxy.

This boxed set contains eight Chaos Space Marines, |
including heavy bolter, plasma gun, Aspiring Champion, and |
Mutations frame. {

' Daemon Packs — ' Daemonic Beasts - ;
| Pink and Blue Horrors  £5 for a hlister pack of two = = Flamers of Tzeentch £5 for a blister pack of two |
| These gibbering daemon foot soldiers of Tzeentch are capable of These bounding daemonic entities spurt sorcerous flames from the |
| igniting their foes with magical flames. Each blister pack contains one ends of their arms, incinerating-any swho sfand in their way. Each

Pmk Horror, and one Blue Horror. | bl|ster pack contains twa Flamers of Tzeentch



' Chaos Predator

The Chaos Predator is a modified version of the Chaos Rhino transport |
. vehicle, fitted with extra armour and upgraded to carry an assortment
- of heavy weapons. Some Chaos Predators have survived over
thousands of years, their armoured hulls and weapons mutated |
beyond recagnition.

Chaos Land Raider

£18 boxed set |

' Chaos Rhino

£30 bhoxed set

Many vehicles used by the Chaos Space Marines date back over 10,000 years to the founding
of the Imperium. Of these, the Land Raider is the most deadly, able to transport a squad of
Chaos Space Marines or Chaos Terminators into battle within its near-impenetrable hull.

£12 boxed set

The Rhino is one of the most common of all Space Marine vehicles. It
has been in service since long befare the Horus Heresy, and machines
taken into the Eye of Terror by the Chaos Space Marines following
Horus's defeat are still in use thousands of years later.

Chaos Dreadnought £25 boxed set

The Chaos Dreadnought is one of the most |
homicidal and dangerous foes to plague
the Imperium.

Chaos Space Marine '
Battle Force £50 |

The Chaos Space Marine
Battle Force contains:

10 Plastic Chaos
Space Marines

12 Khorne Berserkers

4  Chaos Space
Marine Bikes

1 Rhino

1 Chaos Spiky Bits frame

Mail 'ﬁrdé'r Exclusiuei Chads S'h-oulldér Pa'ds |

1 set of Gothic Ruins

Sﬂp each

Mail Order has an extensive range of &5 = e g {
£ ; PN S it L ¢ :
Chaos Space Marine shoulder pads. )-;@4 ;% i}ﬁj @ ¢ ¥ fﬁ
They are the perfect way to : : s— : g : ' a e
personalise your army, allowing you Thousand Chaos Space  Chaos Space  Chaos Space  Chaos Space  Chaos Space  Chaos Space  Chaos Space
t0 create unique models. For more Sons Marine 3 Marine 4 Marine 5 Marine 6 Marine 7 Marine B Marine 8
details on the entire range of shoulder P A i <o -
= ; i ; : It e 7 M e, h
nads available, give Mail Order a ring ;?&l . g’@.‘ m & iiﬁ'a @
on 0115 91 40000. T 5 i il .
Chaos Space Chaos Space  Chaos Space  Chaos Space  Chaos Space  Chaos Space  Chaos Space  Chaos Space |
Marine 10 Marine 15

Marine 11

Marine 12

Marine 13 Marine 14 Marine 16 Marine 17

ALL THE MODELS SHOWN ON THESE PAGES ARE AVAILABLE FROM YOUR LOGAL GAMES WORKSHOP
STORE, INDEPENDENT STOCKIST, MAIL ORDER (0115 91 40000) OR AT www.games-workshop.com

Medels not shown at actual size.



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 prodliccd
inspired, well thought-
out and exciting
additions to the game.
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arhammer
chronicles

Presented by Gav Thorpe

This month’s Warbammer Chronicles, written by Anthony Reynolds,
unearths the fearsome Ruglud’s Armoured Orcs, a rutbless band of
Greenskin mercenaries. Some of the veteran gamers out there (well,
very veteran to be bonest) may remember Ruglud and bis lads as
one of our early Regiments of Renown, and we thought it was about
time that we dusted them off, made some brilliant new models for
them and set them loose on the Old World once again!

RUGLUD’S
ARMOURED ORCS

uglud Bonechewer is a powerful
R.md wealthy Orc mercenary who
sells his services all across the
known world, from the treacherous
Badlands in the south up through
the realm of the Border Princes and
throughout the mountains
surrounding the Empire. Rumours
suggest that even the Empire itself
has hired his services on occasion.
Ruthless to the core, Ruglud’s only
loyalty is to himself and he has been
known to change sides during battle
if offered more payment and, more
importantly, more opportunity to
loot and pillage. Over the years the
band has equipped itself with a
motley assortment of equipment,

stripping scraps of armour from
countless defeated foes, and always
taking the crossbows and bolts that
they prize so highly.

Ruglud Bonechewer was once a
mighty Orc warlord, leading the
Crooked Eye tribe to countless
victories. Uniting the local tribes, his
army stormed through the Grey
Mountains and World's Edge
Mountains. He staged numerous
successful raids on Dwarf
strongholds and Empire towns, as
well as upon various Goblin tribes
that refused to grovel before him.

Ruglud suffered one devastating
defeat, many miles to the east of the




Ruglud's Orcs prepare to unleash death from their crossbows,

©id World, and in that defeat he
also lost his position as warlord of
the Crooked Eye. Caught in a
cunning and well implemented
ambush by a powerful Chaos Dwarf
force, his tribe were cut down in
their hundreds by the withering
hail of missile fire that the Chaos
Dwarfs sent into their midst. The
Orcs return fire was unsurprisingly
fnaccurate, The heavy armour worn
by the Dwarfs deflected the few
arrows that found their targets.

A5 Ruglud fled, many of his tribe
rurned on him, blaming him in
svpical Orcish manner for the
defeat. Ruglud bullied a small
group of the Orcs into staying by
5is side and fled with them to the
south, pursued by the arrows and
- wmsults of his former tribe.

They came across an ancient,
seemingly impenetrable stronghold
Sailt into the mountainside. It
sopedared to be deserted, and the
sunerstitious Ores cowered at the
sound of the wind howling over its
Slackened battlements. As they
sicked their way around the huge

~ Boulders at the base of the
stronghold walls, the smallest
member of the group, the runt

known only as ‘Maggot', tripped
and fell. Ruglud blinked in surprise,
for the Goblin had disappeared
from sight. Moments later, he stuck
his head up through a hole in the
ground, exclaiming that he had
found a tunnel.

The Orcs refused to enter the
tunnel, scared of the ‘bad spirits’
that inhabited the stronghold.
Ruglud pushed the Orcs aside
roughly, determined to show them
that he was not afraid. Besides, he
thought, there might be something
worth looting inside. Ruglud
grabbed Maggot by the scruff of his
neck, forcing him to walk in front of
him into the low tunnel.

They came upon a scene of
devastation, the aftermath of a
titanic battle in the tunnels and
grand halls of what must have been
a Dwarf stronghold. Dwarf bodies
lay strewn across the floors in
unbelievable numbers, and at first it
looked to Ruglud as if Dwarf had
been fighting Dwarf. As he looked
closer at the bodies, he saw that
some were the Chaos Dwarfs that
he had suffered his great defeat
against.
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Bloodied armour and weapons
were scattered across the stone
floor. At Ruglud’s feet lay a Dwarf
crossbow, which he picked up
absently in one huge hand. His gaze
lingered on the weapon as a
sizeable lump of masonry suddenly
fell on his thick head, and a
moment of inspiration washed over
him. The unexpected thought filled
his cunning Orcish mind: “If ya
can’t beat em, join 'em!” He began
to strip the armour off the Dwarfs’
bodies, haphazardly strapping the
plates to his oversized frame.
Climbing unsteadily out of the hole,
he stood before his Orc followers
who fell back before him. With a
strange, determined look in his
eyes, he growled at the Ores: “We'll
show 'em how it’s done.”

And so Ruglud’s Armoured Orcs
were formed, the only known band
of Orcs to implement the
combination of armour and
crossbow. They are still disliked and
distrusted by other Orc tribes, but
their fighting qualities are
grudgingly accepted. Wherever the
band travels, it fights for gold and
for food, and for the chance to strip
the enemy of anything worth taking,




Ruglud was pleased. He had heard

rumours of much activity on the
other side of the great mountains, and had
managed to bully the Black Spider tribe
info hiring his services when he heard
they were making the journey. Ruglud and
his mercenaries had travelled beneath the
great mountains with the tattooed Goblin
tribe, though the forest-dwellers disliked
being so far beneath the earth. The
superstitious Goblins had cowered at the
slightest noisc in the darkness, and stared
in wide-cycd, bewildered wonder at the
crosshows strapped to the backs of
Ruglud and his company. Since cmerging
into the twisted forest on the other side
of the mountains, the fighting had been
almost constant. The crazed Goblin
Shaman Stikrit had paid Ruglud well.
giving him first pickings of the bodics,
And there had been lots of bodies in the

last week.

A savage, braying roar cchoed beneath the
dark canopy of trees. Ruglud slapped 2
crosshow bolt into place, his huge hands
working the mechanism with surprising
dexterity. His massive frame
was covered 1n scraps
of armour stripped
from defeated foes;
some pieces were
black and spiked,
others were

painted in

coloured

lacquer,

while still other picces were long rusted.
Attired similarly in an assortment of
mismatched armour, the Orcs around him
mirrored his actions, readying their
crosshows.

Dark, hunched shapes raced through the
trees towards the lines of Goblins. Cloven
hoofs pounded the wet soil as twisted
Beastmen ducked under branches and leapt
over fallen logs. Their faces were
contorted masks of brutish hatred, lips
flecked with foam curling back to expose
sharp tecth. Tall horns rose from their
brows, and they carricd huge, crude axes
in their hands.

Maggot, the small Goblin that stood at
Rugluds side, looked up at the large Orc,

“Third lot this weck. Good for business,
ch boss?” Ruglud merely grunted in
response.

The Black Spider Shaman Stikrit turned
his gaze towards Ruglud. His eycs were
glazed behind the spider tattoo covering
his face, a result of self-induced toxins
racing through his body.

“Kill them,” the Shaman stated flatly.

Ruglud grinned menacingly at the Goblin
leader, huge broken teeth protruding at all
angles from his maw, and swung his
crosshow up towards the rapidly
approaching Beastmen. A bolt sliced
through the air from the crossbow of one
of the Orcs, embedding itsell harmlessly

in a tree.

“Not hefore my signall”
bellowed Ruglud,
\ turning and

punching the Orc in the face with a
huge, balled fist.

Grumbling, Ruglud rassed his crossbow
once more, squinting an cye to focus on
one of the approaching creatures, a twisted
beast with bloody, swirling patterns
painted on its fur. As the Beastmen got
rapidly closer, the drugged Shaman looked
at Ruglud in alarm. Concern for his
personal well-being pushed through the
mind-altering toxins that coursed through
his veins. Ruglud's large, fleshy tongue
protruded from the side of his mouth as
he concentrated on his target.

“Nail ‘em!” Ruglud shouted at the last
moment.

A flurry of black bolts hurtled through
the air, many thudding into trees along
the way, but still more finding their
mark. The first wave of Beastmen fell to
the ground, their cries of pain sounding
strangely Human. The target Ruglud
himself had picked out rolled on the
ground, blood frothing around the bolt

protruding from its throat.

Waving a bundle of bones wrapped in

hair, the Shaman screeched an incantation.
A pair of Beastmen running towards him
fell to the ground as if pole-axed, bload
pouring from their cars and broad noses.
As his vision shifted and shimmered

before him, Stikrit grinned maniacaﬂy at
the fecling of power, and spittle dribbled

down his chin.

The Orcs quickly began to load more
bolts in their crossbows as another herd
of Beastmen raced towards them. The
smell of blood seemed to drive them into
a frenzy, and they lcapt. snorting and
bellowing, over their fallen
comrades. On cither
3 ‘.-—- side of Ruglud's
g | Orcs, the Beastmen
S had reached the lines
of Goblins, and had
begun to butcher the
diminutive
Greenskins,
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3 Shaman Stikrit smiled to himself, pleased

that he himself was stan&ing with his Orc
hirelings.

Great black spiders dropped from the
darkened canopy ahove, tattoocd Goblins
.l:f!_ihgi'ﬁg onto their bristling backs. They
fell on the Beastmen, latching into their
muscular forms with spindly black limbs
before biting downwards with vicious,

. venom-coated Eaugs.

~ Ruglud and his Orcs loosed another volley

of holts into the chaotic mass of creatures.
~ At such close range, many of the barbed
crosshow bolts punched right through the
wnarmoured bodics, and another line of the
ul beings: fell screaming into the
crgrowth Ruglud noticed that the
creatures were not all the same, as he had
st thought. Some of them did not lock
ke beasts at all. but more like Humans,
albeit particularly malformed ones. One of
shem had a series of barbed tentacles

ting from its bare chest, cach one

RUGLUD'S ARMOURED ORCS

Captain: Ruglud Bonechewer

Battle-cry: “Gobbos fer dinner! Gobbos fer teal Gobbos when u want em!
Gobbos for me!” (Note: the Orcs will substitute the word ‘Gobbos™ with
something appropriate to the oecasion, eg, ‘Stunties', "Umies’ or “Ratsies™ )

For Hire: Any Warhammer army other than Bretonnians, Dwarfs, Fligh Elves
and Wood Elves may hire Ruglud’s Armoured Ores, and they count as a Rare
choice, Dogs of War and Ore & Goblin armies may choose Ruglud’s Armoured
Ores as a Special choice.

Points: Ruglud, Maggot, a musician and seven armoured Ores costs a total of
190 points. This is the minimum size regiment you can hire. The size of the
regiment may be increased at the cost of 12 points per model.

BS: S
Ld

Ruglud

Armoured Orc

Weapons: Choppa, crossbow.
Armour: Heavy armour.
SPECIAL RULES

Ignore Greenskin Panic: Ruglud and his Armoured Orcs have great disdain

for their own kind. When a friendly Greenskin unit is destroyed, breaks or
flees past their unit, Ruglud and his Ores (including Maggot) do not need to
test for Panic.

ithing uncontrollably, making Ruglud feel
y queasy. The creature's face was a
~mask of agony and despair.
_‘Ccl ‘em!” roared Ruglud. His Orcs needed
encouragement, and they swung their
crosshows over their shoulders, drawing

Choppa: Ruglud’s Armoured Orcs carry brutal cleavers and clubs, and add
+1 to their Strength in the first round of combat if they charge (note that
Maggot does NOT carry a choppa, just a normal hand weapon).
Maggot: Mageot the Goblin accompanies Ruglud wherever he goes, actin,
*I c_rudc but bruta]iy effective cudgcls aatﬁ% standa%g bearer. He has survivrc)d countlf::s battles and is 1'§gar_'(lt:d as ﬁ
~22d cleavers. They leapt to meet the lucky mascot. His presence encourages the Orcs to fight all the more fiercely.
‘Bessimen and motants head on, and the two The banner that Maggot enthusiastically waves adds +2 to combat resolution
.ﬁu:s clashed with terrible force and SAthcr hAantd
_' gery. Ruglud swung his huge blade with
mmense power behind the blow. The
-zgon sank deep into the shoulder of a
I y muscled creature, nearly severmg the
" 5=b He bashed his crosshow, held in his
hand, into the creature’s face. Before it
2 chance to retaliate, Rug]ud puIl:d his
Hﬂt free, and swung it again, this time
ing deeply info the creature’s neck.

In addition to this, Maggot seems to lead a charmed life, and as a result has
a 3+ Ward save. He may not accept challenges, for he is not in effect a
character, just a particularly lucky Goblin. If Maggot dies, the banner is lost
with him, and no other Orc can pick it up.

Although Maggot doesn’t carry a crossbow, an Ore standing behind him
may shoot over his head, as if the Orc were standing in the front rank. The
range is measured as normal, from Maggot's base (the Ore behind leans the:
crossbow on his head.)

Animosity: Ruglud’s Ores suffer from Animosity like any other Greenskin
unit, and must test each turn so long as the unit is not engaged in hand-to-
hand combat, is not fleeing, and numbers at least five models. In the Start
of the Turn phase roll a D6 for Ruglud’s Armoured Ores —on a 2+ the unit
passes the test and moves/fights normally this turn. On a roll of 1 the unit
fails the test. To determine what happens, roll a D6 and consult the table
below (note that this table is different from the table of other Greenskin
units).

Ruglud’s Animosity Table

1-2 Let’s show ‘em what these crossbows can do!

Ruglud’s Armoured Ores shoot at the closest unit, friend or foe. All models
in the unit can fire without movement penalty at the nearest target in any
direction, ignoring the usual restrictions for line of sight and fire arcs — this
is an exception to the normal rules for shooting. The shots are worked out
immediately, not in the Shooting Phase, and the models themselves are not
moved. The unit cannot do anything else that turn. If there are no units
within range, the unit Squabbles instead (see the next entry).

5= Orcs and creatures of Chaos cxchanged

both groups ignoring infuries that
d have instantly felled 2 Human. Blood
d frecly, the Orcs relishing the fight
st such fough opponents. Almost as

as Orcs, Ruglud thought with
sing respect as he hammered another
sent to the ground with: several

il blows.

h the press of bodies he could scc a
shape pushing to the front of the
etting. The Beastmen and mutants drew
ek from this figurc and lowered their
== 2= it passed. This new enemy worc 2
ey fur cloak over comp]dciy enclosed,
2 black armour. A pair of wickedly
-4, serrated swords were held firmly in
Sick gauntleted hands. Ruglud stared at the
ot s fincly wrought armour in wide-

4 greed.
Lers, RN

3-6 Squabble

An internal squabble amongst the ranks soon grows into a minor riot with
fists and curses flying. This throws the unit into disorder and prevents all
moving and shooting this turn, The unit can do nothing this mrn while
Ruglud cracks heads together to restore order.

st onc’s minel”
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| Warhammer Armles .

Models shown at actual size.

| Orcs & Goblins S 1 [1 B _

| The essential guide for putting | | Ruglud’s Armoured Orcs £25 hoxed set |

| together an Orcs & Goblins army. | | = T ' =]

{ Inside you will find a complete army ' Mercenanes for hire, Ruglud’s Armoured Orcs are willing to fight anywhere, for anyone. Uncharacteristically for |
| list with troop types, special rules, | Orcs, Ruglud's lads use crossbows, believing that if you can’t beat 'em, you should join ‘em and do it better! Led |

, background information, parnhng ‘ by the mighty Ruglud and accompanied by Maggot, their lucky banner waver, Ruglud's Armoured Ores have fought |

{ tips, and more. aII over the Emprre and beyund and are even rumoured to ha\re worked fur Humans

|

| | |

'_ £ i 1 .:. 1 ki

| Grimgor Ironhide  £7 || Wurrzag £8 | | Orc Shaman £4 |  Gohlin Shamans  £4 each

| | ¥ \ 1 1 % E e . i

One of the most powerful Black | | Savage Orc shaman Wurrzagis | | Orc Shamans channel the I | Much like their larger cousins, the Orc |

'r, Orc Warbosses in the world, | | the chosen emissary of the Orc | ‘.uncontruiled surges of Waaagh! | | Shamans, Goblin Shamans channel the |
| Grimgor has cuta bloody swathe | | gods. He travels the Badlands, | | magic that builds up around | | Waaagh! magic of Orc & Gablin armies |
through the lands of Dwarfs and | Jmnrng large Orc & Goblin | | Orcs and Goblins. They can | | to great destructive effect. Usually less |
Men Almost unstoppable in | armres in search of the future | shape and direct this power to | | powerful than Orc Shamans, Goblin |
battle Grimgor is the bane of | | leader of all the Orcs. =] ' assail their enemies with | Shamans supplement their powers with |

| civilised lands. i { | magical power. i | various enchanted items.

¥

Ores enjoy nothing more than violence and will happily face death

all aver the Warhammer world.

ne a

in battle just as long as they get a chance to fight beforehand, Even |
the smallest Orc packs a great deal of bone, muscle and bloody-
mindedness into a body as tall as a man and substantially broader. |
Orc Boyz make up the bulk of the Orc & Gablin army and are found |

Orc Boyz Regiment ) £15 boxed set |



Black Orcs b £6 for two Savage Orc Boyz £6 for a hlister pack of three

| Black Ores are the strongest, most disciplined Orcs in the Warhammer | | Savage Orc Command &1 for a blister pack of three
! world. Their size and brutal nature makes them natural leaders and awesome i | Even more primitive than normal Orcs, Savage Orcs carry crude weaponry |
fighters, while their strict discipline means they are unaffected by the { | and wear no armour, trusting in their magic tattoos to protect them. |

infighting and animosity that. commonly affects Orc & Goblin armies

3
|
i

| Goblin Regiment ~ £15 hoxed set |

Night Goblin Regiment £15 boxed set |

Night Goblins dwell in cave systems deep beneath the earth, living on the | | Sneaky, cunning and vicious, Gablins are frequently found in the armies of g
strange mushrooms that grow in the dark. They only venture above ground { | theirlarger cousins, the Ores. While individually weak, in large numbers tney l
1o fight, and are often found accompanying Qre armies to war. ¢ i can cause problems for even the most expenenced Warriors.

Goblin Doom Diver e £15 boxed set | | Goblin Spear Chukka £7 blister pack |
The Doom Diver catapult launches its insane pilot into the air to crash down | : While crude in design, the Goblin Spear Chukka is still capable of causing L
on enemy units or war machines causing terrible casualties. ¢ | horrific damage to enemy units.

Orc Boar Boyz ¥oE ~ £5 each

Riding huge and dangerous boars, Orc Boar Boyz can deliver a
devastating charge into the heart of the enemy. Some of the most
powerful shock troops available to the Orc army, Orc Boar Boyz are
an essential choice for any Orc general.

AVAILABLE FROM YOUR LOCAL
GAMES WORKSHOP STORE,

- INDEPENDENT STOCKIST,
GAMES WORKSHOP MAIL ORDER
(0115 91 40000) OR
www.games-workshop.com

Models shown at approximately 60% actual size.



GAMES WORKSHOP

A trip to Warhammer World in
Nottingham has always been a
popular destination for eager fans.
Now this pilgramage will be a truly
eye-opening experience. Space
McQuirk reports on the
re-construction of Games
Workshop’s fantastic new hall.

ver since Warhammer World was
EcUnerucl:cd in 1997 thousands of
enthusiastic gamers have toured
around the museum and gazed in awe
at the fantastic dioramas and life-size
displays. Dozens of tournaments have
been held in the hall and thousands
of gamers have enjoyed the legendary
jovial atmosphere that a trip to
Bugman’s Bar involves.

However, we're not content to merely
satisfy the gaming community’s
demand for a great gaming venue,
Games Workshop have now
constructed a new hall that will
astound every visitor to our
Nottingham HQ...

Mark Chambers was tasked with
organising this mammoth project.
After much discussion, the plan was
that from now on the Warhammer
World store should feature displays,
our finest painted miniatures and, at
the same time, educate visitors on the
process that goes into designing the
games and figures that we sell.
Everyone who visited the new shop
should leave with the best possible
impression. To this end work started
in earnest.

With this amount of development on
the shop, thoughts naturally turned
towards how we could improve the
gaming hall. Whilst the hall proved
very functional it really didn’t do
justice to the creativity and innovation
that Games Workshop is renowned
for. A medieval theme was decided
upon and what had started out as a
simple cosmetic refit now turned into
a full-scale construction project. Mark
called on the expertise of Games
Workshop sculptors: Dave Andrews,
Michael Perry and Alan Perry who not
only have a wealth of experience at
Games Workshop but also an
immense love for all things historical.
In just a few hours they returned with
a cardboard mock-up of a medieval
courtyard. Roy Ball and his team of
builders set about bringing their
concepts to life and so, after a little
refining of the plans, work began on
the hall.

IN WITH

THE

The first stage was to construct the
wooden framework of a castle. A team
of carpenters spent fourteen weeks
constructing ramparts, towers, a
portcullis and, of course, a new
frontage to Bugman’s Bar. Whilst this
task was being completed, flagstones
were laid down to create a courtyard
for the keep.

Next, scaffolding was put into place
and for the following six wecks plaster
was used to line the walls. Using only

OLD..

mortar and trowels, they created the
effect of huge stone and brickwork
walls and archways. At various points
on the walls they even sculpted them
to appear as though plasterwork had
been damaged and cracked to reveal
the brickwork beneath.

Once again the talents of

Dave Andrews and the Perry twins
were called upon to help with the task
of painting the walls. They wanted to
create the appearance of ancient stone
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| The new construction required
L] a staggering:

* 32 tonnes of

il plywood and softwood

: ¢ Over 160,_000’ nails

* 10 tonnes of cement

+ 40 tonnes of sand

B 98 tonnes of flagstones
(weighing 54kg each)
. * 5 kilometres of
lighting cable

| INTERESTING STUFE... |

and so, using a large spray brush, they
tried a variety of colour schemes on
the walls. Once they had found a
suitable colour, all that was needed
was to recruit some help to paint the
basic colour onto the walls before this
talented trio applied their unique
finishing touches. They incorporated
small details which added to the
character of the castle, such as ivy
climbing the walls, birds’ nests and
sleeping cats. They even had time to
immortalise Mark and Roy — the two
project leaders as a pair of gargoyles.

So now the hall has been completed,
but whart does the future of the new
Warhammer World hold. Well firstly,
visitors to Nottingham can expect to
find the finest Games Workshop store
in the world. The Warhammer World
store will hold the full stock of
current range miniatures for each and
every system. As always they can order
older miniatures from Mail Order and
most of the Forge World stock will

 thing about this project is just how
" original concepts. We were very much

original ideas to get an dchievable end

Alan Perry: It was quite literally the
biggest project I bave ever worked on,
We were brought in very early as it was
clear that the development of the keep
needed to be kept in line with the
character of the Warbammer world.

Michael Perry: I bad never painted
anything on this scale before, but was
looking forward to the opportunity. 1
had painted a number of 25mm scale
castles and stone walls before and so
used the experience of painting these as
my starting point. As it turned out,
painting the castle was a very similar
process to painting a Citadel Fortress,
Jjust with bigger brushes and more paint!

Dave Andrews: The most amazing
faithful the construction bas been to our
expecting to have to compromise on our

result, but not at all - the end result is
quite superb.

also be readily available. Not content
with supplying this massive range,
there are plans to fill the cabinets of
the store with artefacts and archive
models which will be changed on a

regular basis. And, of course,
Bugman’s Bar will remain open for
the public to quench their thirst and
sate their appetites.

= )
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EVENTS AT THE NEW
WARHAMMER WORLD

A full schedule of exciting
events has been put together to
make the most of the wondrous
new facilities. Keep your eves
on the pages of White Dwarf
and our website (www.games-
workshop com) for details of

‘1tmu~pher¢:- of this remarkable
venue for yourself.

it
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1628179 FEBRUARY 2 2003

Tickets £35 (including Saturd n

Available from Mail Ofd:r a?rlds::eflll:::in:i;(m
ASK A MEMBER
e iy OF STAFF FOR MORE DETAILS

The entrance to Bugmean's Bar.
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. You have heen told that the Emperor’s

Inquisition is united in its ceaseless
purge of the wicked and the unclean,
that their sacred purpose remains
unsullied by personal vendettas or
internal politicking. These are lies of
the worst kind. Graham McNeill and
Phil Kelly look at the schisms and splits
that divide the Inquisition.

|t is said that a man could spend a
lifetime in the Library Sanctus on Terra
and still never know the full extent of the
differing philosophies within the Holy
Orders of the Emperor's Inquisition. Since
the days of legend when the Emperor
was first interred within the life-
preserving mechanism of the Golden
Throne, his divine will has been subject to
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FACTIONS OF THE INOUISITION

the all too fallible interpretations of his
mortal servants. Throughout the
centuries, differing interpretations of the
Emperor's word have grown in
prominence or fallen out of favour. As is
common with people of shared
philosophies, factions have formed to
espouse their beliefs and members of the
Inquisition are as prone to this as any
other group. Such division would, under
normal circumstances, be frowned upon,
but the men and women of the
Inquisition are trained from the very
beginning to always question, and it is
this very nature that gives them the skills
and strength to achieve the tasks before
them.

The belief structures of the various
factions have broadly polarised into two
main camps. The first of these it is
convenient to name Puritans,
and they enforce the letter of
the Lore, and are perceived by
the majority of Imperial
citizens as the ultimate
protectors of Mankind.
In-almost direct
opposition to the Puritans
are inquisitors known as
Radicals, who view their
exalted position within the
Imperium as license to
employ methods that most
Imperial organisations
would view as heretical.
The Radicals believe that
the means they employ
to achieve their goals
are secondary to its
achievement. In some
cases this can even
mean the use of Chaos
tainted knowledge and
artefacts, or
reprehensible methods
that skirt dangerously
close to outright
treachery.

Even within these broad definitions there
are many and varied splits, differences
and tenets, though this document shall
confine itself to those factions which
enjoy the favour of powerful supporters
and are currently in the ascendancy.

PURITAN FACTIONS

THORIANS

"The rewards more than outweigh the risks
should we succeed. Imagine it! The
Emperor reborn and walking amongst his
people as a living god. Who can say such

a thing is wrong?”
Inquisitor Crescere, From Inqulsltorlai Report

TH/21/36: "The Incunabla Incident’

The Thorian faction of the Inquisition
takes its name from Saint Sebastian
Thor, the hero who overthrew Goge
Vandire, the tyrannical High Lord of
Terra who plunged the Imperium into
the Age of Apostasy in the 36th
Millennium. The Thorians believe that
Thor was divinely inspired and that he
moved with the Emperor’s light burning
within him. To many inquisitors of the
day, it was obvious that Thor was
imbued with a measure of the
Emperor's will and charisma. They
believed that it was not the first time
that the Emperor had acted in such a
way, citing such figures as St. Capilene
and the hero Josmane as previous
vessels of the Emperor walking
amongst his people.

The Thorians believe that the Emperor’s
near-death at the hands of Horus
allowed him to break the final bonds
between the crude matter of
corporeality and ascend to assume his
true nature as a deity. His spirit
wanders the void, travelling as a
whisper in the warp, flitting from place
to place and perhaps even through
time. Thorian dogma tells that the
Emperor has manifested his spirit
through his chosen vessels many times
when his people needed him, but that
these bodies were able to contain only
the barest fraction of his power and
soon withered and died. They await the
day that He shall be reborn and lead his
people onwards in continuation of the
Great Crusade.
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To this end, the Thorians closely study
the interaction of consciousness, energy
and the warp, believing that if they can
manipulate these energies correctly
they can channel the Emperor's spirit
into a suitable vessel and effectively
resurrect the Master of Mankind. There
have been many attempts to create a
body suitable for such an important
ritual, including the disastrous events
on Incunabla, but so far none have
succeeded. Followers of the Thorian
philosophies constantly scour the
galaxy for beings they term Avatars’,
individuals of such power that they
may prove able to contain the
Emperor's soul once more — or be
turned to evil by the Ruinous Powers.

Many Thorian inquisitors are found
within the Ordo Malleus, where their
greater understanding of the
Immaterium grants them an insight into
how the rebirth of the Emperor could
be achieved. Others may be found
among the Ordo Hereticus, though
there are few within the Ordo Xenos,
save those who believe manipulation of
alien psychic-engineering, such as that
of the Eldar, may provide valuable
insights. Inquisitors of all orders foster
the growth of resurrectionist cults
throughout the Imperium, as they
provide useful foot-soldiers for an
inquisitor when he must raise an army
to achieve his ends.

Opponents of the Thorians claim that
were the Emperor to be reborn it would
cause a schism and civil war more
deadly than that begun by Horus,
Believers and unbelievers would fight to
the death and the galaxy would be
consumed in an apocalyptic holy war.
They cite the Thorian's naivete,
claiming that they cannot know what
would come back, that the Emperor
himself might be changed, altered by
his long absence from the flesh. And,
more importantly, what of the
Astronomican? The Imperium would
surely collapse without the Emperor'’s
guiding light to steer ships through the
Empyrean. The risks inherent in what
the Thorians propose are too great for
many to contemplate but, despite this,
the Thorians are determined upon their
course.

MONODOOMINANTS
“You ask why we must cleanse the xenos. |
will tell you. The filth of the alien and
the witch must bc exterminated to preserve
the purity of the Human race. lest we
degencrate into abomination.”

Witch Hunter T}trus at the Conclave of Vena

In the 33rd Millennium, Inquisitor
Goldo penned his seminal text
‘Monodomination — the Right of Man
to rule the Galaxy in the Emperor’s
Holy Name'. This multi-volume epic
drew upon the venerable inquisitor’s
vast experience of dealing with aliens

Inguisitors Tyrus and Covenant discuss a difference of opinion.

and came to the conclusion that the
only way that Mankind could rule
would be if every alien race was
exterminated, leaving humans as the
sole inheritors of the galaxy. At the time
it did not receive a great deal of
support — its overly pessimistic view
was seen as the last, bitter words of a
devout, but ageing inquisitor. It was not
until Inquisitor Jeriminus of Paelutia
brought the work of Goldo to light,
several centuries later, that the
philosophy finally found a growing
body of supporters among the new
breed of young, hot-headed inquisitors.

The goal of the Monodominants is a
simple one: the complete and total
destruction of every alien, heretic,
witch and non-believer in the galaxy.
They have absolutely no tolerance for
any form of aberrant behaviour and will
resort to drastic military solutions in
order to enforce their will. No other
faction of inquisitors will resort to the
use of Exterminatus so readily,
destroying entire worlds in their quest
for Human supremacy of the galaxy. As
would be expected of such a militant
group, the Monodominants are one of
the few factions who are open with
their beliefs, spreading xenophobia and
intolerance before them, inciting whole
populations to rise and purge
themselves of their wickedness.
Inquisitors who follow this path are
ruthless and unforgiving and frequently
leave untold devastation and slaughter
in their wake.

Witch Hunter Tyrus is perhaps the best
known among the Monodominants,
having purged countless worlds in the
name of the Emperor. By the time Tyrus
had completed his investigations into
the royal family of Epsilon Regalis, tens

of thousands had been burned at the
stake and many times that number
imprisoned. Many within the Inquisition
see the Monodominants as incredibly
narrow-minded and frequently doing
more harm than good, but it is a brave
inquisitor who would openly voice such
an opinion.

AMALATHIANS

“Who are you to second-guess the will of
the Emperor? His plans are for Him and
Him alone to know. It is enough for us to
know that his grand designs for the galaxy
unfold as he has foreseen, and the colossal
arrogance displayed by those who claim to
act in his name is both dangerous and
tantamount to heresy.”

Inquisitor Barzano, following the

Armageddon Schism i

The first days of the 41st Millennium
were days of optimism and promise, a
time of great spiritual and physical
rebuilding. It was decreed that there
would be a conclave held at Mount
Amalath on the world of Gathalamor,
where military, religious and political
dignitaries would gather to once again
swear their oaths of loyalty to the
Emperor. It is said that eight hundred
Chapter Masters of the Adeptus
Astartes journeyed from the far corners
of the galaxy to join in this renewal of
faith. After swearing his oath of loyalty,
Lord Solar Macharius took it upon
himself to launch a crusade in the
Emperor's name, leading his forces into
the galactic west and beginning the
campaign that saw over a thousand
worlds claimed for the Master of
Mankind.

Within the ranks of the Inquisition
there was a growing feeling that things
were once again proceeding to the
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Emperor’s plans, and that the
pervading sense of doom that had

i spread through the Imperium during
the Plague of Unbelief and Reign of
Blood was over. Many inquisitors were
I swayed by the numerous impassioned
| speakers on Gathalamor, and vowed
that none should threaten the strength
which the Imperium was slowly
regaining. This body of inquisitors
became known as Amalathians and
decreed that they would forever strive
to maintain the current order and
destroy those who would seek to
destabilise the Imperium. Less
concerned with the traditional heresies
of witchcraft and mutation, except
where they were being manipulated by
their enemies, the Amalathians sought
to keep infighting and politicking within
Imperial organisations to a minimum,
holding to the Inquisition's original
mantra of strength through unity.

Throughout the Imperium, the
Amalathians seek to calm volatile
situations and prevent rapid change,
should change even be necessary at all.
They claim events are unfolding as the
Emperor has foreseen and to force
change in his name is a supreme
arrogance. Who can truly claim to
know the will of the Emperor? It is their

GRS TR TR PR L T T B PR S e B

Eisenhorn corners Malicant in his quest for information.

sacred duty to protect the Imperium
from those who seek to plunge it into
anarchy, and allow the Emperor's
sacred plan to unfold at its ordained
time. To achieve their goals, the
Amalathians must often work closely
with agents from other organisations,
and its members have good relations
with bodies such as the Adeptus
Arbites, Order Famulous and the Space
Marines. On Pylades Il in the eastern
fringes, Inquisitor Barzano worked with
no less than three precincts of the
Adeptus Arbites, two orders of the
Adeptus Sororitas and a Battle
Company of Imperial Fists in his
investigations and eventual destruction
of the Cult of the Devoured.

Many vocal proponents of change
within the Imperium accuse the
Amalathians of burying their heads in
the sand, trusting events to unfold as
fate dictates rather than taking a
proactive stance in the defence of the
Imperium. However, the Amalathians
know that the Emperor is infallible and
to second guess his divine plan for
Humanity is to know the will of a god.
And what mortal would dare claim such
knowledge?

ARG
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RADOICAL FACTIONS

XANTHITES

"Eradicate Chaos? Hah! One might as well
try to exterminate one’s own shadow. Do
not presume to enforce a simpleton’s
philosophy upon the Emperor's Inquisition.
Bury your head if you must, but my eyes
arc open yet.”

Excerpt from the sixth trial of lnquisiml Lichtenstein
The principles governing the Xanthite
philosophy could be described as
heretical in themselves, for they
advocate the use of Chaos in
furthering the goals of the Imperium.
To know the enemy is valuable indeed,
but the Xanthites believe in taking this
one step further. Inquisitors from this
faction use the powers of the warp
whenever they can, fervently believing
that although Chaos can never truly be
beaten, it can be harnessed.

Xanthism was introduced to the
Inquisitorial ranks long before some of
the more puritan factions had begun to
coalesce, and has the support of some
of the most senior and powerful
members of the Inquisition. For this
reason, it is highly unusual for the
militant factions that oppose them to
try the Xanthites for heresy, though
many would dearly like to do so. The
most notable exception is Inquisitor-
Master Zaranchek Xanthus himself, the
founder of the faction, who fiercely
protested his innocence to a jury of
fellow inquisitors before he was
eventually burnt at the stake.
Interestingly, one of his most talented
pupils, Inquisitor Lethrai, famously
withstood a six-week series of gruelling
trials by his Monodominant
interrogators without showing a single
sign of guilt.

Xanthites by no means advocate the
furthering of Chaos and its dark works,
but see it as a tool that is already in
use by the Imperium, not yet realised
to its full potential. Warp travel,
astropaths, sanctioned psykers,
Navigators, Space Marine Librarians,
abhumans in the ranks of the Imperial
forces; all these bear the mark of
Chaos, but nevertheless further the
goals of the God-Emperor, himself one
of the most powerful psykers to ever
have existed. The Xanthites cite these
as examples that there is no question
as to whether Chaos can serve
Humanity, it is just a matter of to what
degree. As a result, inquisitors of this
faction often use daemon-weapons,
Chaos-tainted artefacts, psyker-
retainers, daemonhosts and forbidden
grimoires in their quest to understand
and exploit the boundless power of the
warp. Many have achieved mastery
over the psychic discipline they have
trained in, and it is unusual to find a
Xanthite with no psychic ability

whatsoever.
- o -
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One of the more notorious
contemporary advocate§ of the
Xanthian philosophy, Inquisitor
Lichtenstein, has incurred the wrath of
none other than Witch Hunter Tyrus in
his obsessive search for a hidden library
of arcane grimoires that can only be
reached through the warp. The enmity
between these two inquisitors
exemplifies the relationship between
the Xanthites and the Monodominants.
However, an interesting exception
exists to the Radical/Puritan divide. The
Horusians, a sub-sect of the Xanthites,
wish to create a new leader for
Humanity much like the puritan
Thorians. Both factions strive for a
powerful, god-like figurehead to lead
the Imperium into a new age. But these
extreme radicals view the might of
Horus as a wasted opportunity;
believing that should the limitless
power of Chaos be harnessed and
bound into a great leader of men,
Humanity could once more become
united and crush all before it. Needless
to say, even open-minded members of
the Inquisition view the Horusians as
dangerous in the extreme.

RECONGREGATORS
“Look around you! We must tear down the
rusty and ancient cage that we have built
for ourselves and replace it with a shining
tower that can once more touch the stars.
Without evolution, we are shorn of our
greatest strength.”

Inquisitor Laschia at the Oulan Symposium

To the Recongregators, the Imperium is
a waning, decaying thing, riddled with
corruption, and many of its galaxy-
spanning organisations are rotten to the
core. Inquisitors of this faction believe
that for the Imperium to return to its
former glory the shackles of the present
must be broken apart. Once they lie in
pieces, the imperium can be forged
anew, stronger and purer than ever
before.

Bureaucracy, politicking and stagnation
are the enemies these inquisitors aim to
fight, pulling down established
governments and replacing them with
free-thinking radicals.

Although wary of causing too much
unnecessary destruction, the
Recongregators’ methods have led
them to sponsoring uprisings, stirring
up civil unrest, sowing anarchy, causing
riots and advocating political upheaval
wherever they go. It is believed that
Recongregator inquisitors had a hand in
the Gobi Insurrections, the deposition
of Arch-Cardinal Greig on Hisiros VI,
the Sol Ridge Rebellions and even the
assassination of Luthus Dareo, Tetrarch
of Syllanis, whose stable and moderate
rule had lasted for five generations.
Although preferring to remain
anonymous and manipulate events
from the shadows, the Recongregators

are not above extreme action and will
involve themselves in covert operations
should the necessity arise.

Recongregators are often found in the
ranks of the Ordo Hereticus, though
rather than seeking to unmask and
destroy underground leaders, these
inquisitors actively aid these individuals
for their own ends. They work to
depose corrupt or conservative figures
and replace them with those dynamic
and open-minded leaders capable of
departing from the status quo.
Obviously, this is in direct conflict with
the Amalathian faction, who consider
some Recongregators no better than
the demagogues of the Alpha Legion.
Unbeknownst to those incumbent upon
their thrones, many a dynasty has been
upheld by an Amalathian whilst a
Recongregator works to tear it down.

ISTVAANIANS
“Would you have Mankind grow old znd
withered, running to fat on the fruits of
remembered glory whilst its enemies tfear at
its frail extremities? I think not. With cach
trial, we become stronger. My brethren and
1 will provide.”

Attributed to Inquisitor Vechorte

The Istvaanians see Humanity's evolution
as having slowed to a crawl,
degenerating and growing soft, and they
fear that it will ultimately fall to its
innumerable enemies. As a result, they
spread strife, hatred and confrontation
wherever they go. They believe the
Imperium will become stronger through
conflict, with only the toughest and most
worthy surviving.

The Istvaanians take their name from the
massacre which began the most terrible
conflict to have engulfed Humanity, the
Horus Heresy, initiated by the traitor
Warmaster's virus bombing of Istvaan |1l
What most Imperial historians view as
the worst disaster to ever befall the
Imperium, the Istvaanians champion as
the catalyst for many of its greatest
accomplishments. Despite their extreme
stance and drastic methods, history
seems to vindicate their beliefs, as from
the greatest periods of upheaval have
stemmed the most profound
developments within the Imperium. With
an objectivity borne of hindsight, they
claim that the Heresy weeded out the
weak-willed and traitorous from the
ranks of the Adeptus Astartes, and
ultimately caused the Emperor's
ascension, allowing the Master of
Mankind to ascend to godhood. They
point to the Age of Apostasy, when the
Imperium was devoured by a fever of
blasphemy, as the cause of the
Ecclesiarchy's reformation and the
coming of Sebastian Thor. Great
advances and leaps of faith are
undeniably possible when Humanity is
tested to its limit, and it is for this reason
that the Istvaanians actively cultivate war.

The modus operandi of the r\\
warmongering Istvaanians is sometimes \
so extreme that many of its most militant \
exponents have surpassed even the ;
uncompromising Monodominants. For

instance, the discovery of a hereditary |
blemish on the princess of Moia, a once- \L

beautiful planet that had previously
enjoyed six centuries without conflict,
was enough for Inquisitor Vechorte to
incite a pogrom of world-wide witch-
hunts that eventually erupted into a
vengeful crusade. In defence of the
Istvaanians’ methods, however, the
Moian 3rd have since gone on to garner

a fearsome reputation in the Imperial
Guard.

Interestingly, several well-respected
members of the Inquisition have recently
come out in favour of the Kiniel Proposal, \!
a motion proposed by the infamous
Istvaanian Inquisitor Gastus Kiniel. The
proposal seeks to enforce military service
upon all members of Imperial society fit
for conscription. Given the current
abundance of threats to the Imperium's
future, this may well be considered by
the High Lords of Terra, and has already
gained considerable support within the
ranks of the Inguisition. It is a testament
to the manipulative skills of Kiniel that he
has secured the support of a great many
Monodominant inquisitors with the fire
and passion of his xenophobic
sentiments. Needless to say, this
militarisation of untold billions of Imperial
citizens would be a great victory for the
Istvaanians, and possibly even Humanity
as a whole.
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Miniatures designer Mark Bedford gives
modellers a few tips on using Fanatic's new
Inquisitor ‘hooster pucks’. i
you like what you see here
U,  then check out Mark’s
regular modelling
column in Exterminatus
magazine, GW's
quarterly publication
for Inquisitor

fanatics.

CONVERTING
THE

MASSES

BOOSTER PACKS' FOR INOUISITOR MODELS

ver the last few months the
| first Inquisitor ‘booster packs’
have been released. These packs
include metal pieces that allow
expert modellers to convert existing
Inquisitor models into their own
completely unique creations. So far
seven booster packs have been

Inquisitor Scenic Bases
A pack of four different bases

released: the Alien booster pack,
Servo-Skull booster pack, Imperial
Guard webbing pack, Imperial
Guard conversion pack, Valhallan
Guardsman conversion pack,
Imperial model booster pack, and
the Scenic base pack.

Before | start, however, one word

Sergeant Black Caonversion

Imperial Guard
Conversion Pack
Five components

of warning: don’t attempt to use the
booster packs unless you are
already an experienced modeller.
All the booster packs require the
use of advanced techniques, and
are best not used unless you have
some experience of converting
models already.

Imperial Guard
Webbing Pack
Three components

on figures be aware of its function, ie,
in combat could a Guardsman reach
his ammo, etc, or would he have to
grope around for it. | use photos of
modern 20th/21st Century soldiers for
reference.

Sergeant Black before
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Tip: When placing equipment/webbing




Aliern B::'lu'h'tl:] Hunter Conversion

. |
Tip: A conversion does not have to be a project of epic proportions. Just a head Alien Bounty Hunter Booster Pack
swap can change a figure drastically and it also leaves you lots of spare parts for Eight components : 11‘11
future projects. dl

l\.;i

In the first issue of
Exterminatus magazine’
we have included rules
for using alien bounty

| . hunters in your games.

e &
P .r;ﬁwaa&x)zf - Iy =% \

Krashrak before* After

Cmvenan-l:'f Conversion

Tip: When putting toget er an Inquisitor scale figure, try to test it the parts Covenant Booster Pack
before gluing thﬂ ce.| usa blu tac as it aliows me to mav Q.ihe madef‘é Eight components:
s 5

ﬂgure to. Ju rr_m.l_ng
the model.
7%

Also in the pipeline are more alternative
head sprues, and more weapon sprues so
that you can start to use some of the other
weapons from the Inquisitor weapon lists.

packs to me at fanatic@games-
workshop.co.uk. I'd love to hear
from you...

Pictured here is : 5 Hopefully this article has whetted your
sneak preview _i: appetite for using the new Inquisitor booster
of a sprue of packs. If it has then you can order them ¥
‘mutant heads’ E_' from GW Mail Order, or at the on-line store | &
that I've made =8 on our website. They can also tell you how 1\|
for an [Vl to order the Exterminatus magazine. ,‘;}
upcoming Sl Last but by no means least, you can e-mail |
booster pack. Bl your own suggestions for useful booster e
A
T
L




€S WORKSHO
STORES

Find out what’s bappening near you!

Chaos Space Marine Lord
£7 from 1st March

IMPORTANT
NOTICE

- Please note that the prices on
“blisters marked C, D, E & G will
~ be changing in March. Now is
~ the time to get hold of these

|

Qhuts
WORRLHSp
MANAGER

i ::ur_e_a:r_jminigtu'rgs'!

A GREAT WAY TO START

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

your grasp.

/ Frnm'1.st:March znuz tne UK

You can command your resolute
spearmen and knights against the forces
of evil, lead hordes of Orks against heroic
Space Marines, or command the immense
firepower of the highly advanced Tau.

All Games Workshop stores offer a special
introductory service for beginners. As well as
offering advice on all aspects of the hobby,
you can try out a game in the store. Don't
worry, it’s totally free to play! In addition we
devote every Sunday to teaching newcomers
the various aspects of the hobby. From
painting advice and modelling tips, to special
tutorials and scenarios designed to teach
various aspects of playing the games, the
beginner is fully catered for at our stores,

DEVELOPING THE HOBBY

Games Workshop stores are dedicated to a
continued development of the hobby, and
our commitment to you is displayed in our
day-to-day store activities. We are always
available for advice on different levels of the
hobby, from rules and gaming queries, to
hints and tips on painting and modelling
your armies. We can give you ideas and

Learn to play Games Worksbup games — our staff are ready to show you how!

advice on converting your miniatures and
expanding your armies. In addition to this,
we run exciting battles every Thursday
evening for you to take part in, as well as the
special participation games that we run every
Saturday.

CONTINUED SUPPORT

We also cater for more experienced gamers,
with the whole of Tuesday evening set aside
for you to play whichever Games Workshop
game you wish. From the dark underhive
of Necromunda, to the ravaged battleficlds of
Warmaster, you can pit your armies against
gamers of similar standards to test your skills.
We also provide an In-store Mail Order
service, so you can order older models or
specific parts for your conversions.

STANDARDS OF EXCELLENCE

As well as all of this, Games Workshop stores
also provide a comprehensive range of
Games Workshop games, miniatures and
accessories. Every Saturday we have the
newest releases, with the latest games and
models available in the stores. We also
showcase miniatures, armies and terrain
pieces in our store cabinets, allowing you to
see some great miniatures painted to superb
standards. So what are you waiting for?
Come along to your local Games Workshop
store and join in!



This is a list of Games Workshop stores in the UK and Northern Europe. To find out what events are happening in the stores
just give them a call. We also have Games Workshop stores in 16 different countries across the world (and independent
stockists in even more). Call Mail Order on 0115 91 40000 to find out where they are. Most Games Workshop stores are

open seven days a week and open late for gaming evenings, but please contact your local store for more details.

=f= ENGLAND

ALTRIMCHAM: 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

BIRMINGHAN: 116 Corporation Street,
Tel: 0121 236 7880

BLACKPOOL: 8 Birley Street,
Tel: 01253 752 056

BLUEWATER: Unit 052B,
Upper Thames Walk, Bluewater,
Greenhithe, Kent. Tel: 01322 427880

BOLTON: Unit 13, The Gate Centre.
Tel: 01204 362 131

BOURNEMOUTH: 24 Post Office Road.
Tel: 01202 319 292

BRADFORD: 4 Piccadilly, Bradford,
BD1 3LW. Tel: 01274 739 430

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

BROMLEY: Unit 8, The Mall, Bromley.
Tel: 0208 466 0678

CAMBRIDGE: 8 Bridge Street.

Tel: 01223 313 350

CANTERBURY: Unit 5 lron 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 Strest,

Tel: 01244 311 967

COLCHESTER: 2 Short Wyre Street.
Tel: 01206 767 279

COVENTRY: Unit 39, Upper Level,
Cathedral Lanes Shopping Cenfre.
Tel: 02476 227 a1

CROYDON: Unit 35, Drummond Centre
(outside the back of the centre),
Keeley Road.Tel: 0208 690 4600
CRAWLEY: 11 Broadway.

Tal: 01293 552 072

DARLINGTON: 78 Skinnergate.

Tel: 01325 382 463

DERBY: 42 Sadier Gate.

Tel: 01332 371 657

DONCASTER: Unit 10, The Colonnades.
Tel: 01302 320 535

DUDLEY: Unit 36, Merry Hill Centre,
Brierley Hill. Tel: 01384 481 818
EALING: 52D St Saviours Mall,

Ealing Broadway Centre.

Tzl 0208 840 0171

EASTBOURNE: 13 Terminus Road.
Tel 01323 641 423

ENFIELD: 3/5 Genotin Road.

Tel: 0208 363 3238

EXETER: 12 Paris Street.
Tel: 01392 490305

GLOUCESTER: 35 Clarence Street.
Tel: 01452 505 033

GRIMSBY: 9 West St Mary's Gate.
Tel: 01472 347 757

GUILDFORD: Unit 1, 9/12 Tunsgate.
Tel: 01483 451 793

HAMMERSMITH: 161 King Street.
Tel: 0208 846 9744

HARROGATE: 29 Beulah Street.
Tel: 01423 564 310

HARROW: 296 Station Street.
Tel: 0208 861 2350

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

IPSWICH: 2nd Floor, Debenhams,
Waterloo House. Tel: 01473 210 031

KENSINGTON: Shop 7, Lancer Square,
Kensington Church Street.
Tel: 0207 937 7011

KINGSTON ON THAMES: 33 Fife Road,
Tel: 0208 549 5224

LEAMINGTOMN: 22 Park Street.
Tel: 01926 435 771

LEEDS (CENTRAL): 12-16 Central Road.
Tel: 0113 242 0834

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

LEICESTER: Unit 2,16/20 Silver Street.
Tel: 0116 253 0510

LENTOMN: Willow Road, Lenton.
Tel: 0115 916 8410

LINCOLN: Unit SUA, Saltergate
{on outside of Waterside Centre).
Tel: 01522 548 027

LIVERPOOL: 47 Lord Street.
Tel: 0151 258 1404

LONDON (OXFORD ST): Unit F10,

The Plaza Shopping Centre, 1st floor,
116-128 Oxford Street. Tel: 0207 436 0839
LOUGHBOROUGH: 22 Biggin Street.

Tel: 01509 238 107

LUTON: 12 Park Street. Tel: 01582 417 474

MAIDENHEAD: 2 Blandy House,
3/5 King Street. Tel: 01628 621 854

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

MANCHESTER (CENTRAL): Unit R35,
Mardsen Way South, Arndale Centre,
Tel: 0161 834 6871

MAMCHESTER (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 KEYMES: 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

NORTHAMPTOMN: 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

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

PETERBOROUGH: 3 Wentworth Street.
Tel: 01733 890 062

PLYMOUTH: 84 Cornwall Street.
Tel: 01752 254 121

POOLE: Unit 12 Towngate Centre,
High Street. Tel: 01202 685 634

PORTSMOUTH: 34 Arundel Street.
Tel: 02392 876 266

PRESTON: 15 Miller Arcade.
Tel: 01772 821 855

READING: 111 Broad Street Mall,
Tel: 0118 959 8693

RICHMOND: Unit & Westminster House,
Kew Road. Tel: 0208 948 6122

ROMFORD: 12 Quadrant Arcade.
Tel: 01708 742 140

ST ALBANS: 18 Heritage Close,
off High Street. Tel: 01727 861 193

SALISBURY: 1B Winchester Straet.
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 near 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
STAINES: 52D Elmsleigh Centre

(at back of M&S). Tel: 01784 460 675
STOCKPORT: 32 Mersey Square.

Tel: 0161 474 1427

STOKE: 27 Stafford Street,

Tel: 01782 205 287

SUTTON: Unit 24, Times Square
Shopping Centre, Tel: 0208 770 9454
SWINDON: 50 Fleet Street,

Tel: 01793 436 036

THURROCK: Unit 4158, Level 3,
Lakeside Shopping Centre.
Tel: 01708 867 133

TORQUAY: 12 Market Street.
Tel: 01803 201 036

TRURD: Unit 1, Bridge House,

New Bridge Street. Tel: 01872 320 047
TUNBRIDGE WELLS: 44 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
WATFORD: Unit @, 1A Queen Street,
Harlequin Centre. Tel: 01923 245 388
WINCHESTER: 6 St Georges Street.
Tel: 01962 860 199

WOKING: Unit 3 Cleary Court.

Tel: 01483 771675

WOLVERHAMPTON: Unit 28,
Mander Centre. Tel: 01902 310 466

WORCESTER: 4 Charles Street,
Tel: 01905 616 707

YORK: 13A Lendal. Tel: 01904 628 014

sl WALES

CARDIFF: 31 High Street.
Tel: 02920 644 917
NEWPORT: 25 Skinner Street.
Tel: 01633 256 295
SWANSEA: 45 Princess Way.
Tel: 01792 463 969

P2« SCOTLAND

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

AYR: 10 Arran Mall,

(behind Hourstons dept. store).

Tel: 01292 610 673

BRAEHEAD: 115 Braehead Shopping
Centre, King Inch Road.

Tel: 0141 B85 9440

DUNDEE: 110 Commercial Street.

Tel: 01382 202 382

EDINBURGH: 136 High Street.

Tel: 0131 220 6540

EAST KILBRIDE: 4 Righead Gate g
(at the back of M&S). Tel: 01355 224 680
FALKIRK: 12 Cow Wynd.

Tel: 01324 624 553

GLASGOW: 198/200 Hope Street,
Tel: 0141 332 5588

STIRLING: 14 Barnton Street.
Tel: 01786 448 263

NORTHERN IRELAND

BELFAST. 70A Castle Court
(towards back of the Centre}.
Tel: 02890 23 3684

LISBURN: 3 Smithfields Square.
Tel: 02892 634 150

BLANCHARDSTOWN: Unit 249a,
Blanchardstown Shopping Centre, Dublin.
Tel: 00 353 1 822 3868 i

DUBLIN: Unit 3, Lower Liffey Street.
Tel; 00 35 31 872 5791

BENELUX

AMSTERDAM: Rokin 36,

Tel: 020 622 3863

HAARLEM: Gierstraat 29,

Tel: 023 551 7677

MIJMEGEN: Stikke Hezelstraat 48,
Tel: 024 322 4700

ROTTERDAM:
Van Oldenbarneveltplaats 452,
Tel: 010 280 0268

= NoRway

05L0: Mollergata 5/9, 0179, Oslo,
Tel: 22332990

NN
mmm DENMARK

K@BENHAVN: Frederiksborggade 5 KI,
Tel: 33122217
e SWEDEN

STOCKHOLM: Regeringsgatan 30,
Tel; 8213840



FOR FEBRUARY HALF T

o
i

-

Take part in this historic campa1gn
recreating the bn’th of the colleges of

Help the H1gh Elves unite the races ofg
or attempt to rewrite history with the forces of

For more details.and to register your army for this campaign visit your local store now.
= 3 .




Dark forces are mustering on Spielman’s World.
Will the forces of the Imperium arrive
in time to save the planet, or will the
forces of Chaos seize control?

For more details and to register your army for this campaign visit your local store now.
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INDEPENDENT STOACKISTS

What your Independent Stockist can do for you!

Games Workshop products are also sold by a large number
of other shops spread throughout the UK. The best of these are
advertised here in White Dwarf magazine. Alternatively there is a
complete listing of all the places you can buy Games Workshop
products upon our web site (www.games-workshop.com).
Just to be sure they will have exactly what you want in

AVON

HOGGOSAURUS TOYSTORE: 3 West Walk,
Yate Town Centre, Yate. Tel: 01380 723 841
MAKIT: 20 High St, Portishead. Tel: 01275 844 751

BEDFORDSHIRE

CUDDLERS: 16/18 Peacock Market, Leighton Buzzard.
Tel: 01525 217415

BIRMINGHAM AREA
DIGITAL DRAGONS: Unit 33, Sutton Shopping Centre,
65 South Parade, Sutton Coldfield. Tel: 0780 854 7329

ROY'S HOBBIES & TOYS: 155 New Rd, Rubery.
Tel: 0121 453 3280

CYBERDYNE: 63a Northbrook Street, Newbury.

Tel: 01635 521211

HAMMICKS BODKSHOPS: 42/43 Princess Square,
Bracknell, Tel: 01344 488124

HAMMICKS BOOKSHOPS: 20/21 Peascod Street, Windsor,
Tel: 01753 B56 456

BUCKINGHAMSHIRE

TREATS (K.T. SALES LIMITED): & Culverton Hill,
Princes Risborough. Tel: 01844 274 785

CAMBRIDGESHIRE

CITY CYGLE GENTRE: 7 Market St, Ely. Tel: 01353 663131
SPORTS & FASHIONS: 51 High St, Huntingdon.

Tel: 01480 454 541

TOYMASTER KINGDOM: 15 Burleigh Street, Cambridge.
Tel: 01223 350386

WESTGATE DEPARTMENT STORE: High Strest, 5t. Neots.
Tel: 01480 473242

WESTGATE DEPARTMENT STORE: Church Street, Wisbech,

Tel: 01536 203525
WESTGATE DEPARTMENT STDRE: Park Road,
Peterborough. Tel: 01733 563151

CHESHIRE

ABC MODEL SPORT: 82 Nantwich Rd, Crewe,

Tel: 01270 505048

FUNFAYRE LTD: 5 Pillary Street, Nantwich.

Tel: 01691 670646

R G MARSH LTD / THE HOBBY SHOP: 25 Church Street,
Runcorn, Tel: 01928 573614

CLEVELAND

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

CORNWALL

BRICKNELLS: Bell Lane, Bodmin, Tel: 01202 277088
MAD FOR MINATURES: Linit 20, Market House,
Market Hill, St Austell. Tel: 01726 72259

COUNTY DURHAM

WINDSOCK MODELS: 5-7 Fore Bondpate,
Bishop's Auckland, Tel: 01388 609 766

CUMBRIA

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

FORCE GAMES: 114 All Hallows Lane, Kendal.
Tel: 01539739167

D'LOUGHLINS'S: 44 Finkle Street, Kendal.

Tel: 01539 723264

ROBINSON'S MODEL SHOP: 103 Duke Street,
Whitehaven.Tel: 01946 66525

DERBYSHIRE
D&E KNOWLES & SONS: 5 Market Street, Buxion,
Tel: 01298 24203
FREARSONS LTD: 10 Bridge St, Belper. Tel: 01773 823 244
SHAWES: 8 Bank Rd, Matlock. Tel: 01629 582482

DEVON

AUSTINS: Unit 8 Midas Court, Minerva Way,

Brunell Road, Newton Abbot. Tel: 01626 333444

DICE ‘N’ DUEL: 65 High Street, Totnes.Tel: 01803 863049
GAMEZONE MODELS: 32 Rolle Street, Exmouth.

Tel: 01395 267733

HONITON TOY SHOP: 85/87 Hight Street, Honiton.

Tel: 01404 43741

THOMAS MOORE: 102 Fore Street, Exeter.

Tel: 01392 255711

MAD GOBLIN MINIATURES: 7 Crosslane, Sidmouth.

P.J HAWKINS & SONS: 7 Orchard Court, Heron Road,
Sowton. Tel: 01392 20 39 .30

THE BATTLEZONE: 59 Boutport Street, Barnstable.

Tel: 01271 321344

W.G PILLAR & GO: 1 Lower Street, Dartmouth,

Tel: 01803 832139

MODEL SHOP: 30 Royal Pd, Plymouth. Tel: 01752 221 851
WINGS "N’ WHEELS: 4 Phoenix Lane, Tiverton.

Tel: 018384 242819

DORSET
BATTLE-SCAR: 551-553 Charminster Road, Bournemauth.
Tel: 01202 258194
PURSUITS: Dighy Road, Sherborne, Tel: 01935 816072
RAZZAMATAZ: 5 5t Albans Street, Weymouth.
Tel: 01305 780601
WONDERWORLD: 632 CHristchurch Road, Bournemouth.
Tel: 01202 394918
MERVYN'S TOYS & MODELS: 4 The Shopping Ctr,
Gillingham. Tel: 01747 823 888

ESSEX
B&M CYCLES: 13 High Street, Brentwood.
Tel: 01277 214342
GAME ON: 30 High Street, Saffron Walden,
Tel: 01799 506 070
MARQUEE MODELS: Unit 79b, The Harvey Centre, Harlow.
Tel: 01279 423334
TOYMASTER KINGDOM: Unit 37, The Meadows,
Chelmsford. Tel: 01245 493355
TOYMASTER KINGDOM: & Culver St. West, Colchester,
Tel: 01206 544344

GLOUCESTERSHIRE
CHELGAMES: 1 Chasely Crescent, Upper Hatherley,
Tel: 01242 269370
CYBERDYNE: 15 Union Street, Cornhill, Stroud.

Tel: 01453 767722
TOY ZONE: 7 High St, Tewkesbury. Tel: 01684 295 776

HAMPSHIRE

ALTON MODEL CENTRE: 7a Normandy Street, Alton.

Tel: 01420 542244

DARKSTAR: 155 Cove Road, Farnborough.

Tel: 01252 376050

ESDEVIUM GAMES LTD: 6 Wellington Street, Aldershot.
Tel: 01420 89900

FAREHAM TOYS AND HOBBIES: Unit 33,

Fargham Shopping Centre, Fareham. Tel: 01328 282183
FOLLY MODELS: Folly Arcade, Petersfield.

Tel: 01730 267 932

HOGGOSAURUS TOYSTORE: 20 Chantry Centre, Andover.
Tel: 01380 723 841

PAUL'S HOBBY SHOP: 34 Wellingtan Way, Waterlooville.
Tel: 01705 259186

SOLDIERING ON LTD: 103 Shirley High Street,
Southampton. Tel: 02380 778230

SOUTHSEA MODDELS: 69 Albert Road, Southsea,

Tel: 01705 733208

TOYS OF NEW MILTON: 71 Station Road, New Milton.
Tel: 01425 617805

stock, we recommend you give them a quick phone call before
visiting. If your still unsure as to where your nearest stockist is
located, why not give us a call on 0115 916 8200. Below is a
complete listing of all our Independent Stockists. Those stores
marked in green do not carry Games Workshop’s range of The Lord
of the Rings products.

TOYS DF RINGWOOD: 8 The Furlong, Ringwood.
Tel: 01425 479444

ROUNDABOUT: 17 The Hundred, Romsey.

Tel: 01794 521 027

THE GAMES SHOP: 6 Wellington Street, Aldershot.
Tel: 01252 311443

HEREFORDSHIRE

HEREFORD MODEL SHOP: 4 Commercial Road,

Union Street. Tel: 01432 352809

REVOLUTIONS: 48 Broad St, Ross on \'We

Tel: 01989 562 639

MARTIN'S MODELS & CRAFTS: 26 West St, Leominster,
Tel: 01568 613 782

HERTFORDSHIRE

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

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

COMICS UNLIMITED: Unit 11, The Arcade, Letchwarth,
Tel: 01462 480018

HAMLINS: 231 High Strest, Berkhamsted.

Tel: 01684 591 117

K § MODELS: 19 Middle Row, Stevenage.

Tel: 01438 746616

MAINLY MODELS: 56 Hermitage Road, Hitchin.

Tel: 01462 422204

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

TOYSHOP: 25 High Street, Royston. Tel: 01763 243270
TOYS TOYS TOYS: 47 Howard Centre,

Welwin Garden City. Tel: 01707 391319

ISLE OF WIGHT

FUN, FACT AND FANTASY: 1-3 5t Johns Road, Ryde.
Tel: 01983 617323

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

Tel: 01983 862454

KENT

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

DEAL PRAMS: 30 Mill Hill, Deal. Tel: 01304 366 080
KIT KRAZY: 303 The Broadway, Bexley Heath.

Tel: 0208 2987177

LITTLE SHOP FOR HORRORS: Unit 3, Harbour Galleries,
Ramsgate. Tel: 01304 379238

MANKLOWS: 44 Seal Road, Sevenoaks.

Tel: 01732 454852

TIME & SPACE: 80 High Street, Broadstairs.

Tel: 01843 866006

THE STAMP CENTRE: 45 High 51, Gravesend.

Tel: 01474 534166

WHITES: Stone St, Cranbrook. Tel: 01580 713298
BAZAAR 58: 58 High 51, Broadstairs. Tel: 01843 862425

LANCASHIRE

A & B GAMES: 57 Chapel Street, Chorley.

Tel: 01257 261833

ARTHUR BENN: 4 5t James 5t, Burnley. Tel: 01282 422 546
HAMMICKS BOOKSHOP: 46/47 The Spindles Centrs,
Oldham. Tel: 0161 6205643

MICROSHACK: 122 Whitworth Rd, Rechdale.

Tel: 01706 715938

MERCER & SONS: 21-27 Northgate, Blackburn.

Tel: 01254 52701

RICHARD LANCASTER: 35-37 Queen St, Marecambe,
Tel: 01524 410 304

ROSSENDALE MODELS: 3 Bank Street, Rossendale.
Tel: 01706 250007

TWIN SUNS: 125-127 Blackburn Road, Accrington.
Tel: 01254 386665 4



WIGAN MODEL CTR: 58 Market St, Wigan.
Tel: 01942 245683 a i
INTERGAMES: 64 Lord $t, Leigh. Tel: 01942 262 981

LEICESTERSHIRE

PUNCTILIO MODEL SPOT: 1-3 Waterloo Rd, Hinckley.
Tel: 01455 230 952

LINCOLNSHIRE AREA

ACCESS MODELS: 16 Market Place, Grantham,

Tel: 01476 592001

CASTALINE: 18-20 Upgate, Louth. Tel: 01507 602149
MASON'S MODELS: 20 New Road, Spalding.

Tel: 01775 722456

WESTGATE DEPARTMENT STORE: 7 Market Place,
Spalding.

MANCHESTER AREA

STEVE WEBB MODELS & HOBBIES: 80 Church Street,
Frodsham, Warrington, Tel: 01928 735225
TOYMASTER: 3/5 Silk Street, Leigh. Tel: 01942 6711186

MERSEYSIDE AREA

FIRESIDE MINIATURES: 206 Liscard Rd, Liscard, Wallasey.
Tel: 0151 691 1683

RS MODELS: 69 Telegraph Rd, Heswall, Wirral.

Tel: 0151 348 4363 ;

MIDDLESEX

A BOVILL WRIGHT LTD: 127 High Street, Uxbridge.
Tel: 01885 450 304

NORFOLK

AUTO LOCO BJ+MJ RIX: 10 Station Road, Sheringham.,
Tel: 01263 821777

EMPIRE: 121 Norfolk Street, Kings Lynn.

Tel: 01553 765 174

HUNSTANTOM MODELS: 24B High Street, Hunstanton,
Tel: 01485 533324 / 834466

WESTGATE DEPARTMENT STORE: Vancouver Centre,
Kings Lynn. Tel: 01553 760981

MEDLAND TOYS: 26-28 CHurch Street, Cromer.

Tel: 01263 512177

STARLINGS -TOYMASTER: 31/33 High Street, Sheringham.
Tel: 01263 822368

STARLINGS-TOYMASTER: 12 High Street, Holt.

Tel: 01263 713101

TOYMASTER KINGDOM: 15 Car Street, Ipswich.

Tel: 01473 253045

YOUNGSTERS WORLD: 28a High St, East Dereham.

Tel: 01788 562 372

BLACKFISH GAMES: North Walsham. Tel: 01692 403 372

NORTHAMPTONSHIRE
GREEN ANGEL CARDS & GAMES: 165 Mill Road, Kettering.
Tel: 01536 359 248
OSBORNE SPORTS & TOYS: 118 High Street, Rushden.
Tel: 01933 312415
TOYMASTER KINGDOM: 53 Newlands, Kettering.
Tel: 01536 512507
WESTGATE DEPARTMANT STORE: Elizabeth Street, Corby.
Tel: 01536 203525

NORTHUMBERLAND
FAIRPLAY: 1A Pudding Mews, Hexham. Tel: 01434 G0BG78

NOTTINGHAMSHIRE

ACCESS MODELS: 43-45 Castle Gate, Newark.

Tel: 01636 673116

GREENS SUPERSTORE: 43 Stodman Street, Newark.

Tel: 01636 611211

GREENS SUPERSTORE: 4/5 Spa Lane, Retford.

Tel: 01777 700330

GREENS SUPERSTORE: 9 Bridge Court, Worksop.

Tel; 01909 431330

GREENS SUPERSTORE: Broadmarsh Centre, Nottingham,
GREENS SUPERSTORE: The State Building, Church Street,
Gainsborough. Tel; 01427 676000

ILKESTON CO-0P: 12 South 5t, |lkeston.

Tel: 0115 932 7777

MODEL BASE: 19 Gateford St, Worksop.

Tel: 01809 501 752

MORTON'S MDDELS: 12 Bridge St, Mansfield.

Tel: 01623 22215

OXFORDSHIRE

DENTONS: 202 The Broadway, Didcot, Tel: 01235 816566
DENTOMS: 1 High Street, Witney. Tel: 01933 704 979
TRINDER BROS: 2-4 Broad Street, Banbury.

Tel: 01295 262 546

SOMERSET
BRIGHT SPARKS: 4c Kenn Road, Clevedon.
Tel: 01275 341819
GRIFFINS GAMES: 9 The Centre, Weston Super-Mare.
Tel: 01934 429799
G.W. HURLEY: 27 / 29 High Street, Burnham On Sea.
Tel: 01278 78928

JULIANS T/AS THE TOYCUPBOARD: 1 Pier Street, Burnham
On Sea. Tel: 01278 782960

JUST FOR FUN TOYMASTER: 4C Ken Road. Clevedan.

Tel: 01275 341819

KRACKERS: 5 Bath Place, Taunton. Tel: 01823 335057
THE ELLENBRAY PRESS: The Old Library, Westway. Frome,
Tel: 01373 462139

WELLS MODELS: The Oid Chapel Bakery, Union St, Wells.
Tel: 01749 675 262

YEOVIL COLLECTORS CENTRE: 16 Hendford, Yeovil.

Tel: 01935 433739

SHROPSHIRE

FUNFAYRE LTD: 30 Church Street, Oswestry.

FUNFAYRE LTD: 7 Claremont Street, Shewsbury.

Tel: 01743 233647

SANDA GAMES: 4 Albert Place, Donnington, Telfard.

Tel: 01952 676722

QUESTING KNIGHT GAMES: 5 Old Bakery Row, The Parade,
Wellington, Telford. Tel: 01952 417747

HOBBY HORSE: 62 Whitburn St, Bridgenorth.

Tel: 01746 766 659

STAFFORDSHIRE

ALASAGER TOYS & MODELS: 58 Sanbach Rd South,
Alsager, Stoke on Trent. Tel: 01270 882871

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

Tel: 01785 223349

THE OLD BELL: 9 Lower Gungate, Tamworth.

Tel: 01827 310 320

TOO FAT GOBLINZ: Unit 3, The Colonade, East Gate Street,
Stafford. Tel: 01785 244459

THE TOYBOX: The Maltings, Uttoxeter. Tel: 01888 565 357

SUFFOLK
HALESWORTH TOY SHOP: The Thoroughfare, Halesworth.
Tel: 01986 874270
MODEL JUNCTION: 10 Whitting 5t. Bury 5t Edmunds.
Tel: 01284 753 456
TOY BOX: 32 New Market, Baccles. Tel: 01502 712785
TOYMASTER KINGDOM: Gaol Lane, Sudbury.
Tel: 01787 372238
TOYMASTER KINGDOM: 62 Cornhill, Bury 5t. Edmunds.
Tel: 01284 761646
TOYMASTER KINGDOM: 56 London Rd (North), Lowestof
Tel: 01502 565688
TOYTOWN: 8 Church Street, Woodbridge
Tel: 01394 383170
WESTGATE DEPARTMENT STORE: 141 London Road
Lowerstoft. Tel: 01502 512444
WESTGATE DEPARTMENT STORE: Market Place, Diss.
ERIC BARTLETT MODELS: 70 High St, Lowestoft.
Tel: 01502 585 666

SURREY

DORKING MODELS: 12-13 West Street, Dorking.

Tel: 01306 881747

HAMMIGKS BOOKSHOP: 12-13 Belfry Ctr, Redhill.

Tel: 01737 770334

HAPPIGRAFT: 144 The Centre, High Street.

Tel: 0208 850 4211

NASEEM: 58 High Street, Walton on Thames.

Tel: 01932 252560

TAYLORS TOYS & SPORTS: 10 Chipstead Valley Road,
Goulsden, Tel: 0208 660 0710

THE TOY SHOP: 69 High Street, Reigate. Tel: 01737 245300

SUSSEX AREA

BIG KIDS TOY SHOP: 2 Clinton Place, Seaford.

Tel: 01323 895099

CHIGHESTER TOYS: 53 South Street, Chichester.

Tel: 01243 788055

GENTLE GALLERY: 2 Shelly House, Bishopric, Horsham,
\West Sussex. Tel: 01403 258567

GENTLE GALLERY: 94 High Street, Steyning, West Sussex.
Tel: 01903 812933

HEATH MODELS & TOYS: 25 Sussex Road, Haywards
Heath, Tel: 01444 459785

IDEAL FOR KIDS: 13 Guildbourne Centre, Worthing.

Tel: 01903 208203

K C’S GAMES SHOP: 31 West Buildings, Worthing.

Tel: 01903 237983

TYNE AND WEAR AREA
S.R. GLADSTONE & SON: 99 Bedford St, North Shields,
Tel: 0191 257 0335
COATS MODELS: 44 Market Place, South Shields.
Tel: 0191 427 7644

WILTSHIRE

BOURTON MODEL RAILWAY: Box Bush, High Street.

Tel: 01451 820686

CYBERDYNE: 15 The Shires Centre, Trowbridge.

Tel: 01225 775980

H DUCK: 114 High Street Marlborough. Tel: 01672 512170
HOGGOSAURUS TOYSTORE: 29-30 Maryport St, Devizes.
Tel: 01380 723 841

RAW MODELS: 3-5 East Street, Warminster.

Tel: 01985 215418

WARWICKSHIRE
JOTO RAILWAYS & MODELS: 7 Lawrence Sheriff St, Rughy.
Tel: 01788 562 372
NUNEATON BOOKSHOP: 24 Abbey Street, Nuneaton,
Tel: 02476 342000
WARGAMES WAREHOUSE: Queens arcade, Nuneaton.

WORCESTERSHIRE

ELECTROMIC DUNGEON: 4a Graham Road, Great Malvern,
Worcester. Tel: 01684 891619

MODEL MAYHEM: 51 Bridge St, Evesham.

Tel: 01386 421431

THE STRONGHOLD: 27 Unicorn Mill, Redditch.

Tel: 01527 60709

T.P AGTIVITY TOYS: Severn Road. Stourport on Severn.
Tel: 01299 872800

YORKSHIRE AREA

GREENS SUPERSTORE: £/8 Market Hill, Scunthorpe.

Tel: 01724 271020

GREENS SUPERSTORE: 49 Crystal Peaks Shopping Centre,
Sheffield. Tel: 0114 247 5749

GREENS SUPERSTORE: Meadowhall Shopping Centre,
Sheffield. Tel: 0114 256 9979

GREENS SUPERSTORE: 16 Market Street, Huddersfield,
Tel: 01484 544664

KITCRAFT: 46 Shambles St, Barnsley. Tel: 01226 206080
MAGAZINE WORLD: 2-6 Commercial Street, Halifax,

Tel: 01422 330547

MAYFAIR TOYMASTER: Wednesday Market, Beverly, Hull.
Tel: 0482 862777

SHERMANS MODEL SHOP: 19 Dunstall Street, Scunthorpe,
South Humberside. Tel: 01724 842433

SPACE MYTH & MAGIC: 39-40 Queen Street, Scarborough.
Tel: 01723 501821

WESTGATE DEPARTMENT STORE: Middleton Grange
Shopping Centre, Hartlepool.

WESTGATE DEPARTMENT STORE: 17-25 High Street,
Scunthorpe, South Humberside. Tel, 01724 281888
WHITEGRACE LTD T/AS KITCRAFT: 3 Kendray Street,
Barnsley. Tel: 01226 206080

COMPUTER & GAMES CENTRE: 34 St Nicholas Cliff,
Scarborough. Tel: 01723 500505

LONDON

FREDERICK BECK LTD: 22-26 Camden Passage, Islington.
Tel: D207 226 3403

HARRDDS: Knightsbridge.

J.H. LORIMER LTD: Satchwell House, Clifford Road.

Tel: 0181 656 6625

JOHN SANDERS: 77-79 High Street, Ruislip.

Tel: 11835 634848

LEISURE GAMES: 91 Ballards Lane, Finchley.

Tel: 0208 346 2327

N20 TOYS: 1348 High Road, Whetstone.

Tel 0208 445 7621

TOYSTOP: 377 Upper Richmond Road West, East Sheen.
Tel: 0208 876 5229

WESTGATE DEPARTMENT STORE: 145 High Street,

The Harlequin Centre, Watford.

ELYS: 16 St Georges Rd, Wimbledon. Tel: 0208 946 9191
ROSSIS OF LOKDON: 265 Chingford Mount Rd, Chingfard.
Tel: 0207 529 1920

CHANNEL ISLANDS

ALADINS CAVE LTD: Les Canus Road, Capelles, Jersey.
Tel: 01481 728469

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

THE LITTLE SHOP; 12 Conway Street, St Helier.

Tel: 01534 732187

WALES

ARTISTS CORNER: 7 Beaufort Sq, Chepstow.

Tel: 01291 627 393

BRITE IDEAS: Unit 1, Bank Street, Wrexham.
Tel: 01978 758451

CHARLIE'S STORES: Market St, Newtown.

Tel: 01686 625 313

COMIX SHOPPE: 13 Shoppers Walk, Swansea.
Tel: 01792 642097

J. CLARK TOYS & GIFTS: 13-15 High St, Brecon.
Tel: 01874 622 865
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Following the release of the superh

new plastic Chaos Space Marines our

designers have been working on two E M P E Ro R
of the Legions found in the first Index

Astartes compilation. This month we
bring you the Emperor’s Children, The favourites of Slaanesh have arrived!

sculpted by Aly Morrison...

Emperor's Children squad, including Aspiring Champion, sonic blaster and blastmaster.

om a patrol, the 122nd Ca
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Wiﬂ] a blow that would have killed &
oormal human outright. the Black Legion
Traitor Marine sent Evenus, champion of .
Slainesh, slamming into the hard grcund.
Exquisite pain flooded his scnses and for 2
bricf moment Evenus passed out in a hedonistic
fﬁgu_c,

Opening his eyes. Evenus marvelled at the
grandiose energics arcing across the vivid purple
sky above. An instant later and the peril of his
situation penetrated his consciousness. ln one
graceful motion he swung his power armoured
form from the pa‘th of the blade as it struck
the rock where moments before his head had
lain.

Serceching dn unearthly delight Evenus stood
and faced off against his assailant. The
two combatants: circled around the
power sword embedded in the
ground between them, cach
tensed for the other's move,

The thrill of combat
coursed through the
champion’s body. He

lived for moments

such as these; moments when one came so
deliciously close to death that the entire
universe stood balanced on a knife-edge. Evenus
licked his lips and regarded his opponent’s -
cxpressionfess, helmeted face, He took in every
subtle movement, every gesture, time slowed fo
a crawl as the champion fensed every super-
human muscle in cxpectation and anticipation.

In the sky above, warp lightning traced a.
]aggcd scar across the heavens and for a
moment the scenc before Evenus exploded in a
multi-hued display. His ultra-sensitive cyes
absorbed every tone and nuance of light
reflected on his enemy’s armour. ln that instant
of diversion the Black Legionnaire drew his:
bolt pistol ‘and pulled the trigger. Evenus.
focused on his opponent’s finger as it closed :
on the trigger; he watched the muzzle-flare
blossom and the angry bolt propel itself
towards him, cracking his archaic power armour
at his right hip and detonating 2s it buried
itself in his flesh.

Looking down at his wound. the slightest sigh
escaped the champion's lips.

1 thaok you, brother.”

In a single. fluid movement Evenus sprung

forward and gripped the sword in both hands.
Usi_ng. the momentum of his lunge to pull it
frec, he swung the weapon in a2 wide arc,
beheading the Black Legionnaire with 2

supernatural grace born of ten thousand years

incessant, and most gratifying conflict

As the headless corpse crashed to the
racky ground, Evenus surveyed the scene
around him. The desolatc landscape of
% Ethemicl played host to 2 sceae of
death and destruction that brought 2
smile to Evenus’s full lips. The

warriors of the Black Legion had
come under 2 flag of truce 10
parley with Evenus znd his
Emperor’s. Children warband. On 2
whim, the Slianeshi champion had
decided he would not homour that
truce: he would rather slay than
talk. Today at least

A squad of his Noisc Marines
stood atop @ mound of
Black Legion dead. Their

weapons singing i

chorus of discordant ruin that cut a swathe
through their enemics, who fell clutching their
heads as the psycho-sonic effects of the
weapons reduced them to pulp inside their
armour, Evenus inhaled dccp]y as he savoured
the atonal rcimus, aPPICCl.a.ﬁDs every Varxmou

screams of thc gibbcrmg victims,

The battle was fast approaching its conclusion,
and Evenus felt 2 pang of disappointment that
the delightful slaughter must soon end. He
watched his clitc veterans bear down on the
remnants of the Black Legion force, the
ca\rorting”SIaancshi fDllowc:rs:c_utti.ng down the
fast fow legionnaires until only one remained.
With a glint in his cyc, Evenus voiced 2
sibilant hiss. His warriors froze in mid strike,
chainswords roaring mere inches from the Black
L:gidnnaim'ﬁ body.

“Now we shall have our parléy."

The Emperor’s Children veterans dragged the
Black Legion warsior before their master and
forced their captive to kneel in the dust With
delicate grace, they removed the Chaos Space
Marine's helmet and tenderly but 'fifmly.. made:
him look up at Evenus The Black
Legionnaire’s eyes displayed an intensity of
hatred: the champion of Slaanesh bad come to
expect of the false Emperor's lackeys, but had
rarcly seen in a Traitor: Marine.

“Well? You arc the messenger of Abaddon, are
you not? What message would you deliver?”
Evenus moved close to the Blick Legionnaire
as he questioned him, anticipating the answer
before it came. i

The rencgade gasped through the pain inflicted
by his wounds, and with visible effort delivered
his master's missive. My Lord Abaddon calls
in your debt, Evenus, He commands you and
your forces attend him. Your serviees are once.
again required.”

“And if T have morc.. important distractions?”

“You don't.”

Evenus' eyes narrowed a8 he pondered the
meaning of the message. He had known the
call would one day come, when Abaddon the
Despoiler would exert the influence he had.
over Evenus, and so many other lesser
champions, of the Chaos powers who fought

ong mot]:icr ct:r-nally within the Ey: of Terror.

“I would far rather nail your head to the door

of my temple, my brother. but shall instead
alfow you to deliver my response. Tell your
master 1 shall attend him, Tell him I expect

payment though, in the fashion to which T have.

become accustom ed”

“Oh, you shall be paid, Evenus, as shall we all
You shall receive more payment than even yau
know what to do with” :

Evenus licked his lips, and smiled.
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This month we have the third
and final part of our series
focusing on the tragic War of
the Beard. Anthony Reynolds
takes a look at legendary Dwarf
and EIf heroes who fought in
the war.

Last month we decided to extend
the War of the Beard series to
include the special characters Lord
Salendor and Brok Stonefist.
Games Development have done us
proud and bave even created
anotber two characters!

As well as background and rules,
we bave come up with a few
conversion ideas for bow to
represent these supreme warriors
on the battlefield.

Mark Raynor bas recently put
aside his beloved Vampire Counts
army and embarked on collecting
the formidable High Elves. He
fought with theny in the battle
report in WD 260.

To make Lord Salendor, Mark used
the body from the Shadow Warrior
commander. He carefully removed
the bead, arrows, and bow. Then,
using Green Stuff covered up the
scalemail as Lord Salendor doesn't
wegr armouy, and made a bood
and scroll case. Salendor’s new
bead is from the Archer frame, as
is bis left band and sword.

Lord Salendor conversion

I 1

THE WAR OF
THE BEARD

Part III: Mighty beroes of this epic conflict

These characters have been
designed to be used in the War of
the Beard armies of Elves and

Dwarfs featured in WD265 and 266.

However, there is no reason why
you bave io restrict them to War of
the Beard games (although you
might find them a bit powerfull)
and with your opponent’s consent,
you might like to try them out
against different opponents (bow
would they fare against Grimgor, 1
wonder?).

LORD SALENDOR OF TOR ACHARE

Special characters are a great way
of capturing the feel of a race, and
if you bave never tried making any
yourself, give it a try! Even simply
naming your general and beroes
will add an extra level of depth to
your games.

We asked the renowned High EIf
general Mark Raynor to create
some conversions for the High Elves
and, when we were searching for
soneone to tackle the Dwarfs, Paul
Sawyer leapt at the chance.

Points: 345

Proud and noble, Lord Salendor was a skilled swordsman who was

well-versed in the magical arts. He had unnatural foresight and was a brilliant
tactician, as well as having near supernatural reflexes. The only Elven general to
have matched Brok Stonefist in terms of strategy and personal combat, the two
had a mutual respect and fought each other with ferocity on numerous occasions

throughout the War of the Beard.

Profile

M WS BS

e B I A Id

Lord Salendor 5 8 6

4 A Ty R L]

Lord Salendor was a famous and skilled strategist, as well as a masterful
swordsman. He may be taken as a Lord choice in a High EIf army, and will
always count ds the army general, with no need to roll for Intrigue at Court.

Weapon: Two hand weapons.

Magic:

» Lord Salendor is a Level 2 Wizard and will always use High Magic.

Special Rules:

» Master lactician: After deployment has finished, the High EIf player may
choose to redeploy one of his units. The unit can be moved to any area

within his deployment zone.

*» Unmatched Reflexes: Salendor will always attack first in close combat, even
if charged. If an enemy has the same power because of a magic item or spell,
hits are resolved in order of Initiative. If Salendor and his enemy have the
same Initiative, roll a dice to decide who attacks first. In addition, so swift are
his reflexes that he can avoid many attacks, his body becoming a blur of
movement. As a result, Salendor has a Ward save of 4+,

* Critical Strike: Salendor is adept at striking his ;g;ttaékq pﬂ% ‘his opponent’s
defences. As such, all hits by Salendor cenfcr -an addi tional -1 armour save

vl

modifier.
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BROK STONEFIST

Brok Stonefist was a mlghty warrior renowned for his knowledge of the ancient
tunnels that zig-zagged beneath the ground, linking the ancient Dwarf Karaks. He
fought with great success against the Elves during the War of Vengeance, leading
the army of Karak-Azgal with ingenuity and bravery. Relentless to the end, he met
his fate fighting his nemesis, the Elf Lord Salendor. Though neither could best
their opponent, the burning inferno of the doomed city Athel Maraya eventually
claimed these two mighty heroes. '

Points: 371

Profile M WS BS § T W I A 1d
i B AT

Brok Stonefist i3 7 4 4 5

Brok wds a mighty warrior who led the armies of Karak Azgul into battle
countless times during the War of the Beard. He can be taken as a Lord choice
in a Dwarf army, and will always count as the army general. ;

Weapons & Armour: Garaz Makaz, Rune Armour of Karak-Azgal,
Rune Items: ' i i

* Garaz Makaz _ '

An ancient and powerful weapon and mining tool, Garaz Makaz is a family
beirloom banded down from Brok's great grandfatber, who was a renowned
miner.

Garaz Makaz counts as a great weapon. In addition, the weapon is inscribed
with the Master Rune of Breaking (if Brok scores a hit against an enemy with
a magical weapon, the opponent’s weapon is destroyed immediately) and the
Master Rune of Alaric the Mad (no armour saves are allowed against wounds
caused by Garaz Makaz).

¢ The Rune Armour of Karak-Azgal

This is a revered suit of armour, intricately designed and wrought with the
finest runes. After Brok's death, the blackened armour was recovered and
carried with reverence back to Karak Azgul, where it bas remained ever
since, deep within its vaults.

The Rune Armour of Karak Azgul is inscribed with the Master Rune of
Gromril (giving him a 1+ save) and the Master Rune of Steel (opponents
must re-roll successful ro]ls to wound Brok).

* The Talisman of Stone

This talisman is an ancient rune item gifted to Brok by a Rune Lord of
Karak Azgul when Brok saved the Rune Lord's nephew. It imbues bim with
great power, bealing otherwise fatal wounds unnaturally fast.

The Talisman of Stone gives Brok the Regeneration special ability.

Special Rules: ;
* Lord r)f the Tunneﬁ's 0-2 units of Miners may be taken as Core choices in an
army led by Brok. In addition, when using the Underground Advance special
Irult:, these units may re-roll the dice each turn to see if they arrive on the
battlefield.

Paul Sawyer is a well known
Dwarf general. You cani see more.
pictures of his Kazad Bolg
Expeditionary Force on page 43 of
the Dwarf Armies book,

Paul used the Dwarf Miner.

Champion model 1o represeént Bf‘ok_ ;

Stonefist. As the modef isso
suitable, there was no need to
carry out any conversion work!
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Before attempting this conversion
Mark Raynor bad a root through
bis extensive bits box. Having just
constructed a High Elf army, this
was packed full of useful
components. He took a Dragon
Prince rider and chopped through
the waist, replacing the upper
torso with one with a more
feminine shape from the Dark EIf
crossbowman frame. The right
arm and lance came from the
same Dragon Prince whilst the left
arm was donated by a Silver
Helm. The new head came from
the Shadow Warrior champion
and then Green Stuff was used to
create the sashes and scarves that
Liandra wears to disguise berself.

LIANDRA ATHINOL

Liandra was the first and last girl-child born into the doomed Athinol family of
Caledor, Both her father and brother were slain in the war against the Dwarfs,
leaving Liandra as the last one to carry the Athinol bloodline. Distraught and
filled with anger, she donned her brother’s ornate Dragon armour and rode into
battle in the guise of a Dragon Prince astride the mighty dragon Borgash, the
steed of her father. Tragically, the Athinol line died with her, for she gave her life
defending the Phoenix King, her dragon’s heart skewered by an immense

bolt thrower bolt and her body hewn by countless axe-blades.

Points: 575

Profile M WS BS § T W I A Id
Liandra Athinol 5 6 (R Sy 2 i S )
Borgash 6 6 0 6 6 6 70N S

Liandra Athinol was a proud and strong warrior who fought with batred
against the Dwarfs when the last of ber family was killed. She may be taken in
a High EIf army, but will take up three Hero choices.

Weapons & Armour: Lance, hand
weapon, Dragon armour, Shield of
Ithinar.

Magic:
* Borgash is a Level 1 Wizard and
will always use Fire magic.

Magic Items:

* The Shield of Ithinar

The Shield of Ithinar is an ancient
family beirloom borne into batile
by Liandra’s father, and ber
brother after bim. The dragon
engraved on ils surface seenis to
be in constant motion, coiling and
spivalling, disorienting Liandra’s
opporents.

Anyone attempting to strike
Liandra in hand-to-hand combat
suffers a penalty of -1 to hit. In
addition, the shield provides a 5+
armour save. Note that this -1 to hit
does not affect artacks directed
against Borgash, her dragon steed.

* The Signet of Athinol
As the last of the family of Athinol,
Liandra bears the Signet of :
Athinol, a large and impressive
gemstone, A wall of force projects
outwards from the gem, reducing
the power of attacks mpde agelinst
Liandra. ;
Any hits fnade agamst Liah'dl.‘a,'

e a_nd maglcal attacks that

use a Smmgth ‘v“éki.ge are worked
: @@{rcngtﬁ ‘modifier of -2.

Liandra Athinol conversion
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CRAZED KHARGRIM Points: 266

Crazed Khargrim was a mighty Dwarf Slayer, desperately seeking his own demise
when the War of the Beard broke out. He threw himself recklessly into combat,
battling mighty Elven heroes and slaying a number of Dragons and young
Drakes, until he was captured and imprisoned by the Elves. In chains for years : :
and denied the chance to die in combat, he slowly lost his tenuous grip on -4 s =
sanity, and devolved into a mindless killing machine. Ripping the chains free of ;
his stone imprisonment, he went wild within the EIf fortress, slaughtering

countless warriors with his chains before escaping. He was directed into battle by i
his fellow Slayers for the remainder of the War of the Beard, unsuccessfully !
seeking his own doom. As the war drew to an end, he vanished into the
mountains, travelling notth, and his name was never recorded in the history
books again.

Profile M WS BS § T W I A Id
Fps i 10

Crazed Khargrim 3 7 e L

Crazed Kbargrim was a powetful and dangerous Daemon S!ayer driven mad
by bis imprisonment by the Elves. He may be taken as a Lord choice in a Dwarf
army. -

Weapon: Chains of Binding,.

Magic Items:
* Chains of Binding
These were the chains that the Elves used to bold Kbargrim, and they were
fashioned to resist magic, so that even sorcery could not break their bond,

The Chains of Binding give Khargrim Magic Resistance 2. In addition, the
chains count as a Great Weapon.

Special Rules:
* Unbreakable: (sce page 112 of the Warhammer rulebook).

» Slayer: (sec page 7 of the Dwarf Armies book).

* Unhinged: His years of imprisonment slowly eroded what sanity was left in
Khargrim. He may not join any unit, not even a unit of Slayers. In addition,
he can never be the army's general.

* Counter-charge: In the first round of any close combat, Khargrim will
always attack first, even if charged. If an enemy has this same ability, such as
by a magic item or spell, hits are resolved in order of Initiative. If Khargrim
and his enemy have the same Initiative, roll a dice to decide who attacks first.

* Frenzy: A result of his imprisonment, Khargrim is subject to frenzy. Note
that even if beaten in combat, Khargrim will never lose his frenzy.

» Hatred: After being chained for several years by the Elves, Khargrim has
developed an intense hatred of all Elves. As a result, he is subject to hatred
towards Elves (of all kinds). Note that this is'an exception to the normal
rules, and he is subject to hatred despite being otherwise immune to
Psychology. !

Paul Sawyer used the Blood Bow!
Star player Grim Ironjaw to make
his conversion of Crazed Khargrim.

He drilled above and below the
models fists, and then filled the
resulting holes with green stuff Paul
then took short lengths of the Forge
World Tank Chain and made hooks
from the end links of each section so
be could attach them to Khargrim’s
fists. Finally, be pressed:the books
‘into the green stuff-filled holes and
the conversion was finished.

Crazed Kbargrim conversion




he display tables at the
Golden Demon competition
have, over the years, become
an awe-inspiring spectacle, an
endless sea of stunning
Games Workshop miniatures
painted to the highest
standard. Thousands of
carefully painted models fill
every square inch of available
space, each model the result of
hours of painstaking care and
lavish attention. What a testament to
the skill and patience of the
competitors!

It is a source of great satisfaction
and excitement for those of us who
work for Games Workshop to see
how inspiring our labours have
been. We are equally inspired by
the remarkable range of the entries
each Games Day.

Year after year my heart is warmed
by seeing the delight, pride and
excitement the winners enjoy when
they are presented with their Golden
Demon trophies. Of equal
satisfaction is the sheer number of
entries we get each year. This
doesn’t make our job of judging very
easy but does show the huge
interest in taking part in the event,
which is really the point of the whole
thing after all!

As in past years we are running
three separate competitions;
Golden Demon itself, the Young
Bloods competition and the
Open competition.
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Veteran Golden Demon marshal, Alan Merrett, gives the
lowdown on the entry requirements for the Golden Demon
championships 2002 which, as always, will be held at the
- National Indoor Arena in Birmmghum durmg Games Day.
It's time to plan your entry and get painting in earnest!

The main event is Golden Demon,
and there are gold, silver and
bronze trophies to win in each of the
ten categories. The model judged to
be the best of all the Golden Demon
entries wins the coveted ‘Demon
Slayer Sword’, a uniquely forged
item that only the very best
possess.

The Young Bloods competition
showcases the very best efforts of
our younger enthusiasts.

The Open Competition is our
special ‘free-for-all’ tournament.
Anybody can enter, but beware —
even the Games Workshop staff can
have a go, so the standard is
always very high indeed!

Golden Demon veterans will be
more than familiar with the format of
the competition and how to enter,
but check out the categories
carefully, as some of them

have changed from past
competitions.

For those of you thinking of entering
for the first time, read these pages
carefully, especially the Competitor’s
Guidelines! Anyone coming to the
Games Day 2002 event can enter
Golden Demon. For full details of
the procedure on the day, check
White Dwarf 269.

In the meantime, good luck to all of
you who enter! See you there!




—

You can only enter gnce in éach
category, and all entries to Golden

Demon, Young Bloods and the Open
Competition must be painted Citadel

Miniatures, Forge World or Imperial
Armour models or scratch-built
models that you have sculpted
yourself.

We welcome conversions and
scratch-built models (ie, original
designs of your own making) in all
categories but these should be
consistent with the atmosphere of
the game worlds and spirit of the
miniatures ranges which we
produce. Overall, the judges will be
looking for well-painted models that
adhere to the imagery and ethos of
the worlds represented in our
fictional worlds of Warhammer and
Warhammer 40,000. All single
miniatures must be mounted on the
appropriate gaming bases.

Read the category descriptions
carefully. It is your responsibility to
enter a miniature in the correct
category. When models are being

COMPETITOR’S GUIDELINES

booked in, it is impossible for us to
check that every single entry has
been entered correctly. Whilst
judging, we may spot such
anomalies but we simply won't have
time to correct these and models will
be marked down or excluded
accordingly.

We reserve the right to refuse entry.

All entries must be personally
handed in and registered at the
National Indoor Arena, Birmingham,
on the 29th September 2002. All
entries must be collected from the
show stands at specified times by
the entrant in person. These times
will be published in White Dwarf 269
and will be announced over the PA
system on the day.

All competitors will be fully
responsible for the transport of their
own entries to and from the
competition, and for storing their
own transport and packing materials
on the day. Please don't ask us to
look after carrying cases and giant
cardboard boxes. We simply will not

have the room behind the stands to
store these kinds of things nor the
staff to look after them. We will all
be far too busy looking after the
entries themselves (rather more
precious, you'll agreel).

Once entries are booked in we will,
of course, undertake to look after
them as carefully as we can.
However, we can accept no
responsibility for loss or damage to
individual entries. Models are
entered at the competitor’s own risk.

Entry to any of the competitions
gives Games Workshop the right to
photograph and publish details of
models entered as we see fit.

Finally, remember that the point of
the painting tournaments is to
showcase the efforts of all those
who paint miniatures in our hobby
and to have some fun. You may not
agree with the final outcome, but
please bear in mind that the judges’
decisions are final and we will not
enter into any correspondence
regarding them.

GOLDEN

This year, in addition to the ten regular
categories of Golden Demon, we are
adding a special eleventh category. Due
to the popularity of Games Workshop's
The Lord of The Rings range of
miniatures, this category will allow these
denizens of Middle-earth to be entered
in the competition.

There are ten other categories in the
Golden Demon tournament. Read the
following category descriptions carefully,
even if you have entered the
competition before. In all cases, the
judges will be looking for models that
are, above all, well painted and well
presented. In addition, we will pay
attention to how well the model or
models fit in with the published concept
of our game backgrounds. That isn't to
say that we won't reward innovation and
creativity, but this must be demonstrated
within the atmosphere and spirit of the
worlds we present in our games.

Other useful things to think about are
the choice of models, the number of
categories to enter and each model's
base. Don't think that by entering every
category you will necessarily increase
your chances of winning. Most people
are better off concentrating on only one

DEMON 2002 CATEGORIES

or two categories and doing a really top
job with the entries rather than
spreading their efforts. Again the models
you choose can be an important factor.
The judges are all staff at the Games
Workshop studio and so are quite
familiar with the latest models and new
releases. In fact, we will have seen
these models many months before the
tournament. This means that we are
unlikely to be swayed by the novelty of
a new release miniature. We will be
swayed by superb new interpretations of
old favourites! Lastly, a brief note about
bases. Put some thought into the base
and how it can set off the colour
scheme of the model mounted on it. A
poorly finished base can ruin a perfectly
splendid paint job. Similarly, a base
completely stacked with mounds of
detail can overwhelm a model.

Remember that all entries must be
Citadel Miniatures, Forge World models,
Imperial Armour vehicles or scratch-built
models of your own devising.
Conversions are welcomed!
Warhammer 40,000 categories include
entries for Necromunda, Gorkamorka,
Epic 40,000 and Battlefleet Gothic.
Warhammer includes Mordheim,
Warhammer Quest, Warmaster and
Blood Bowl.

Inguisitor models should be entered in
the Large Scale model category.

CATEGORY 1
Warhammer 40,000 Single Miniature

CATEGORY 2
Warhammer 40,000 Squad

CATEGORY 3
Warhammer 40,000 Vehicle

CATEGORY 4
Warhammer 40,000 Monster

CATEGORY 5
Warhammer Single Miniature

CATEGORY 6
Warhammer Regiment

CATEGORY 7
Warhammer Monster

CATEGORY 8
Duel!

CATEGORY 9
Battle Scene

CATEGORY 10
Large Scale Model

CATEGORY 11
The Lord of The Rings film scene




CATEGORY 1: WARHAMMER

40,000 SINGLE MINIATURE
Any single Warhammer 40,000
miniature mounted on a standard
25mm round slottabase. Models
on larger bases should be
entered into another category.
Note that bike-mounted character
models must be entered in the
Vehicle category.

CATEGORY 2:
WARHAMMER 40,000 SQUAD

This category is for Warhammer
40,000 squads or squadrons of five or
more models. This is also the category
for Epic 40,000 detachments. In
addition, it includes gangs and mobs
from Necromunda and Gorkamorka.
All ‘'squads’ must be legal in game
terms. Judges will be looking for units
that best exemplify the gualities and
character of the army they represent.

This category DOES include
squadrons of bike-mounted models
provided they are organised into a unit
of five or more models. Larger vehicle
models should be entered into
Category 3. All models should be
mounted on their standard gaming
bases. Many entrants create
presentation bases on which the
squad can be displayed and this can
enhance the appearance of the
models. Please be aware that we
won't show display bases if space is at
a premium on the day.

CATEGORY 3:
WARHAMMER 40,000 VEHICLE

This category is open to single
Warhammer 40,000 vehicle,
Dreadnought and walker models. This
category includes single bike-mounted
characters if this is appropriate to the
army in question (eg, Space Marine
Captain on a bike). Battlefleet Gothic
spaceships can be entered in this
category as well. Although most of
these models tend not to be supplied
with a base, it is quite acceptable for
you to mount the vehicle on a modest
base (no more than 20mm larger than
the vehicle itself). Forge World's
Imperial Armour models may be
entered in this category.

CATEGORY 5: WARHAMMER
SINGLE MINIATURE

This is open to any single fantasy
miniature (Warhammer,
Mordheim, Warhammer
Quest and Blood Bowl).
This includes single
models on horses, boars
or wolves, but not mounted
on large monsters. All
models must be presented
on their standard gaming
bases. Generally these will be 20mm

and 25 x 50mm cavalry bases for
mounted models.

or 25mm square bases for foot figures




CATEGORY 4:
WARHAMMER 40,000
MONSTER

This category is for any single
large Warhammer 40,000
model mounted onto a 40mm
square, 50mm square or 40mm
round gaming base. This
covers models like the

Avatar, Ogryns, large

Tyranids, Ork
Warbosses, etc.

CATEGORY 7: WARHAMMER MONSTER
This category is open to all Warhammer monsters on
40mm and 50mm square bases and the really large
monster models that are not normally supplied with a
base or are simply too big for one! This covers
Dragons, chariots, war machines and all large ridden
monsters (eg, Orc Warlord on War Wyvern).

CATEGORY 8: DUEL
This category comprises
two single models
mounted on a single
40mm or 50mm square
base. The judges will be
looking for a dynamic
pairing of two
well-matched
opponents in
some kind of %
combat or other
dramatic situation.
Models may be from
the Warhammer or
Warhammer 40,000
ranges.

CATEGORY 6: WARHAMMER REGIMENT
This is for Warhammer regiments, Mordheim warbands, Warmaster
brigades and Blood Bowl teams. The entry must consist of a minimum of
A five models mounted on their standard gaming bases. Regiments
must be ‘legal’ units in game terms. The judges will be
looking for units that best exemplify the qualities and
character of the army they represent. In particular,
we will be looking for leaders, standard bearers and
musicians for Warhammer regiments. Some people
like to make a display base for the
whole unit. This is fine but
please be modest. If space is
tight on the day we cannot
guarantee that all display
bases will be shown.
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CATEGORY 10: LARGE SCALE MODEL

This is the category for large scale gaming or display models.
The entry should be a single model and it may be mounted
onto a plinth or display base. This category includes busts as
well as full models. Models from the Forge World Collector

series, Showcase series and scratch-built models may be

entered in this category, as should

Inquisitor models. Note that

Imperial Armour models should
be entered in Category 3.

CATEGORY 11: THE LORD OF
THE RINGS FILM SCENE

This category has been included to
commemorate the release of Games
Workshop's The Lord of The Rings range.

Using miniatures from The Lord of The
Rings game, this category is open to
dioramas depicting scenes from The
Fellowship of The Ring film. The display’s
base must measure no more than 15 x
15cm, with a maximum height of 30cm.

CATEGORY 9: BATTLE SCENE
Entries for this category consist of
a battle scene from either
Warhammer or Warhammer
40,000. The display must not be
larger than 30 x 30cm and the
maximum permitted height is
30cm. The battle scene should
have at least two miniatures
arranged in a combat pose,

but otherwise there are no
restrictions on the battle
scene’s theme or content.

68 GOLDEN DEMON 2002




THE YOUNG BLOODS -
COMPETITION 2002

The Young Bloods painting
competition is open to any
competitors aged 14 years or
under. Your entry should
consist of any single Citadel
miniature, either Warhammer,
Warhammer 40,000, Mordheim,
Necromunda, Gorkamorka,
Blood Bowl or Lord of the
Rings, on its standard plastic
gaming base.

Models must be single foot
figures — no mounted models or
groups/teams. The judges will
be looking for well-painted and
well-presented models. Paint
schemes should demonstrate
originality, imagination and
consistency with the spirit of
the game worlds.

THE OPEN  \
COMPETITION 2002 %

As always, the Open competition is your &
opportunity to let your imagination run riot! .
Anything goes! Your entry could be a single
model, a sweeping diorama or an artifact.
We are looking for well-painted and brilliantly
executed models that really capture the
essence of our fictional worlds, but also the
spirit of what fantasy and science fiction
modelling can be at its best. This year sees
the inclusion of Lord of the Rings miniatures
to this category adding an extra dimension to
the competition.

This is one of the hardest competitions to win,
not least because we encourage our own staff
to enter. Yes, Games Workshop painters and
modellers get to enter this as welll We want
the Open to espouse the very best aspects
of painting and modelling, and we want to i
give our very talented staff the chance to MRS
join in the event as welll

2. Decide which category you want the entry to be entered into
and mark it on the form; put the name of the category and the

HOW TO ENTER

1. Make a separate copy of the entry form shown here for each
one of your entries. You can photocopy this form as many
times as required. Remember to fill out a different form for

number of the category in the space labelled.
3. Fill in the rest of the form in BLOCK CAPITALS.

4, Bring all of these forms with you when you register the
models on the day of competition. Note: we will not accept any

each entry.

entries without these forms, so don't forget them!

Description of entry

Category Name & Number

FOR OFFICIAL USE ONLY:

For official use only

Entry
Number ..

OFFICIAL ENTRY FOR

IMPORTANT: Please fill in a
separate entry form for each entry!

Category Number

511678




Space McQuirk,
White Dwarf Roving Reporter

Starting a Gaming Club

Gaming 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
heginner?

You can get yours either by calling
‘Mail Order (0115 91 40000) or by popping
into your local Games Workshop store.

Join the Club Netwaork

If you're already running a Gaming Club, but
haven't got around to registering yet, here's
how:

Option 1: Log on to the Gaming Club
website and fill in the on-line form.

Option 2: Call Mail Order now!

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

Contact details

If you would like to send in your news and

photos, ask a question, or just drop us a

line, you can:

g-mail at;
clubguy@games-workshop.co.uk

or write to:

UK Gaming Clubs,
Games Workshop HQ,
Willow Road,

Lenton,

Nottingham NG7 2WS.

www.gamingclub.org.uk

The Andromeda

Sector Crusade

Space McQuirk was recently invited to Leeds
Gaming Club to attend one of the club’s events.

Whilst a one-off game of Warhammer 40,000 can
satisfy most players' gaming lust for a short
period of time, taking part in a well-run campaign
is something special. The problem is that most
campaigns require a great deal of time, effort and
organisation. Whilst they can be immensely
rewarding, each player often has to commit
themselves to weeks worth of games, and
this often proves difficult for even the
most ardent players.

Leeds Gaming Club recently found a solution to
this problem by organising a themed campaign,
which could be resolved in just a single day. To
start the campaign rolling, club secretary Laurie
Stewart asked each of the interested members to
propose their ideas for the event. Involving the
whole club meant that the campaign would take
into account each member's interests. They
decided that they could definitely play and
complete two games in a single club session, and
to keep things simple they would use the
campaign ladder system recommended in the
Warhammer 40,000 rulebook. This system
allows the organisers to keep track of the
campaign results and allocate games in a simple
and easy manner. With any campaign where a
large group of people will be playing, keeping the
format simple is essential to the smooth
operation of the campaign.

The club had decided to theme the gaming
around an Imperium Crusade to rid the
Andromeda sector of all alien races and heretics.
This allowed for two clearly-defined sides to fight
against each other in the campaign. One side

would be all Imperium troops; the other side
would be all the other armies.

Every member who wanted to take part would
have to put together two army lists for the day's
play. The first would be a 750 points list and the
second a 1,500 points list. This effectively meant
that should an odd number of players attend, or
for example more alien players appear than
forces of the Imperium, then some players could
join their 750 points forces together to fight a
single enemy force. Several rulings were made on
certain troops and vehicles that would be allowed
and the use of special characters was restricted.
This was all done with the club consensus, which
again meant that everybody was more personally
involved in the success of the campaign. Having
said this players were allowed to approach Laurie
with special requests for their armies, and at his
discretion a single unit of Deathwatch were
posted to the sector, as were Colonel Schaeffer
and the Last Chancers.

The campaign had been designed to run on seven
differently themed tables. Each table would have
the appropriate terrain to represent a different
planet. In the weeks before the event, scenery
master Paul Grace recruited some help from his
fellow members and under his tutelage they
designed some great pieces for the tables. There
were two desert tables, a jungle table, and even a
moonscape table complete with craters. Every
player had been instructed to bring only fully-
painted armies. This ruling proved to be very
productive as it forced each player to put the
finishing touches to their forces with the
end result of great looking armies appearing on
the tables.

L] N

No Campaign, No Gain!
The Leeds Gaming Club utilised the Tree Campaign
pattern from the Warhammer 40,000 rulebook,
In a tree campaign, battles are organised by

a pre-drawn flow diagram with the resuits of
each battle giving predetermined advantages
in following battles. Each time & battle is fought
the diagram will tell you which mission ta
fight next by following the correct path,
The longer the campaign the larger the
diagram will need to be. In this short
example there are only two battles to
fight, and winning or losing
determines whether you achieve a
major victory in the campaign or

are crushed by your foes,

W CLEANSE [}

Defender
wins

DEFENDER |}
VICTORY |
4

"\ Defender  Attacker Jf
wins wins
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Scehery Master
Paul Grace, the Leeds
Gaming Club’s resident expert
scenery maker, made some
excellent terrain for the event,
with the help of some of the
other club members.
Everyone helped to contribute
to the campaign, making it a
total Success.

The big day finally arrived and each gamer arrived
at the hall before being assigned to a table and
given an opponent. There was little if any
confusion due to the simplicity of the system and
within minutes of setting up the gaming room the
armies had been deployed. Laurie signalled for the
games to begin and in moments Space Wolves
were slaughtering Orks, whilst a force of Chaos
Space Marines advanced on the combined forces
of the Sisters of Battle and a small but elite unit of
Deathwatch. On a neighbouring table Blood
Angels fought off the firepower of the Tau and
against all odds the Kroot brought down a Furioso
Dreadnought in close combat. Nonetheless,
things looked decidedly grim for the alien forces
after the first game but, after a quick break, the
aliens regrouped to see if they could do better.
The second round saw the aliens fare slightly
better but after the results had been tallied
the Imperium had narrowly won and the
Andromeda sector was freed from the threat of
alien invasion.

Everybody involved thoroughly enjoyed the
campaign and as a result new rivalries and
alliances have been forged in readiness for the
next time these forces meet. Each gamer returned
home having not just enjoyed a couple of games
of Warhammer 40,000, but having played their
role in a fun and narrative event. Organising a
campaign will unite the members and so
strengthen the club. No matter how big or small,
a well-run campaign can break through the
barriers that competitive gaming constructs and
produce more personal depth to the rich
background of the Warhammer 40,000 universe.
Give it a try — it's easier than you think.

T

As the campaign continued each game became more and more important,
as key battles began to decide the fate of the Andromeda sector.

i =BT S L
A fully-painted army was compulsory for the event,
and everyone made sure their army was complete.




The infamous Orc Warlord,
Grimgor Ironhide has once again
emerged from his conflict with
the Skaven Clans beneath the Red
Eye Mountain to do battle
elsewhere. Space McQuirk
recounts his latest rampage of
destruction...

rimgor Ironhide is one of the

most feared names in the
Warhammer world. Dwarfs, Elves and
Men alike all have woeful tales to tell
of this monster of an Orc. At night,
mothers tell their children to be good,
‘lest Grimgor gets them.” The Dwarfs
have whole sections scribed within
their Great Books of Grudges holding
Grimgor accountable for innumerable
wrongs. The Wood Elves speak his
name in hushed whispers, believing
him to be a reincarnation of a terrible
daemon that once haunted the forests
of Athel Loren. Even the Skaven know
of this monster, and the musky scent
of fear can be smelled at a passing
mention of the great Orc.

For many years Grimgor has made his
home within the ancient ruined
mountain stronghold of Karak Ungor.
Much has already been penned by the
Empire scribes about the history of
this massive Orc, but a new chapter

THE GREEN
SLAUGHTERER

Grimgor Ironbide returns to wreak bavoc on the Old World

will soon be added to those pages, as
it is rumoured that Grimgor once
more walks the face of the Old World
in search of battle.

For many months the lands around
the mountainous regions to the south
of Kislev were spared the constant
threat of Orc attack. As the harsh
winter storms blasted the plains and
scoured the mountainsides, the Orc
and Goblin tribes retreated back to
their cavernous dwellings, even their
thick skins feeling the bite of one of
the harshest winters ever recorded.

For Grimgor, the confines of the
mountain stronghold meant that in
order to quench his huge thirst for
battle once again, he was forced to
seck out the swarming masses of
Skaven who had carved their lairs
deep below the mountains. Clan
Moulder are one of the most
numerous of the Skaven clans, and it

is good fortune that each year when
Grimgor returns to his mountain
ruins, their numbers are culled. For a
while Grimgor was content to hack
and slaughter countless numbers of
the rat-kin. At first he relished facing
these multitudinous adversaries. The
long, winding tunnels that the Skaven
had clawed out flowed with their
blood. It seemed that Grimgor had
found a foe that he could slaughter
with abandon, and yet one that would
still return to wage war against him
again and again. In an attempt to
drive away the threat of the powerful
Orc Warlord, Throt the Unclean, the
Master Mutator of Clan Moulder, sent
forth thousands of his own kin against
Grimgor. He hoped that the sheer
numbers would drive the Orcs out
from their tunnels, but the mass
slaughter merely encouraged Grimgor
to press forward to Hell Pit, the lair of
Clan Moulder.

Deep beneath the peaks of Karak Ungor, Grimgor Ironbide brings battle to the Skaven.

- P ]
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“Kill ‘em allt” he roared, chargin

machine. For a beast so large, his agility was surprisi
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Grimgor’s Orcs drove deeper and
deeper into the vermin-infested
tunnels, coming close to the heart of
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took the Black Orcs by surprise and
they succeeded in driving back
Grimgor’s force. As the Skaven
pressed home the attack, it was
Grimgor alone who stood defiant.
Despite his Black Orc guard fleeing
back towards the safety of their
caverns, Grimgor stubbornly held his
ground, blocking the passageway. The
first Rat Ogre leapt at Grimgor, who
brought down his axe on the
monster’s skull killing it instantly. A
second was cleaved in two by his
magical axe, followed soon by a third.
The passageway was narrow and the
size and bulk of the Rat Ogres
prevented them from using their
numbers against the Orc Warlord.
Hours later, Grimgor returned back to
his camp having dispatched over a
dozen of the strongest monsters that
Clan Moulder could throw at him.
There is little doubt that Grimgor
could have continued his attacks and
delivered a crushing blow right at the
heart of Clan Moulder’s lair, but
Grimgor had grown bored of killing
Skaven. Having single-handedly fought
off their strongest warriors, they no
longer provided him with a challenge,
and so it was that he and his tribe left
the confines of Karak Ungor to
venture out into the world in search
of fresh conquest.

Having spent years terrorising the
towns of the Empire, Grimgor craved
new enemies. Much as he had tired of
fighting Skaven, the pitiful wretches of
the Empire no longer interested him
and so, instead of following his usual
course of rampage, he turned his

attention elsewhere. He led his horde
to the north-east. No army had ever
succeeded crossing the treacherous
region where the Worlds Edge
Mountains meet the Mountains of
Mourn. For Grimgor, this challenge
was all the more reason to

attempt the crossing. No

sooner had his
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The infamous Orc Warlord,
Grimgor Ironhide has once again
emerged from his conflict with
the Skaven Clans beneath the Red
Eye Mountain to do battle
elsewhere. Space McQuirk
recounts his latest rampage of
destruction...

rimgor Ironhide is one of the

most feared names in the
Warhammer world. Dwarfs, Elves and
Men alike all have woeful tales to tell
of this monster of an Orc. At night,
mothers tell their children to be good,
‘lest Grimgor gets them.’ The Dwarfs
have whole sections scribed within
their Great Books of Grudges holding
Grimgor accountable for innumerable
wrongs. The Wood Elves speak his
name in hushed whispers, believing
him to be a reincarnation of a terrible
daemon that once haunted the forests
of Athel Loren. Even the Skaven know
of this monster, and the musky scent
of fear can be smelled at a passing
mention of the great Orc.

For many years Grimgor has made his
home within the ancient ruined
mountain stronghold of Karak Ungor.
Much has already been penned by the
Empire scribes about the history of
this massive Orc, but a new chapter

THE GREEN
SLAUGHTERER

Grimgor Ironbide returns to wreak bavoc on the Old World

will soon be added to those pages, as
it is rumoured that Grimgor once
more walks the face of the Old World
in search of battle.

For many months the lands around
the mountainous regions to the south
of Kislev were spared the constant
threat of Orc attack. As the harsh
winter storms blasted the plains and
scoured the mountainsides, the Orc
and Goblin tribes retreated back to
their cavernous dwellings, even their
thick skins feeling the bite of one of
the harshest winters ever recorded.

For Grimgor, the confines of the
mountain stronghold meant that in
order to quench his huge thirst for
battle once again, he was forced to
seek out the swarming masses of
Skaven who had carved their lairs
deep below the mountains. Clan
Moulder are one of the most
numerous of the Skaven clans, and it

eaks of Karak Ungor, Grimgor Ironbide brings

is good fortune that each year when
Grimgor returns to his mountain
ruins, their numbers are culled. For a
while Grimgor was content to hack
and slaughter countless numbers of
the rat-kin. At first he relished facing
these multitudinous adversaries. The
long, winding tunnels that the Skaven
had clawed out flowed with their
blood. It seemed that Grimgor had
found a foe that he could slaughter
with abandon, and yet one that would
still return to wage war against him
again and again. In an attempt to
drive away the threat of the powerful
Orc Warlord, Throt the Unclean, the
Master Mutator of Clan Moulder, sent
forth thousands of his own kin against
Grimgor. He hoped that the sheer
numbers would drive the Orcs out
from their tunnels, but the mass
slaughter merely encouraged Grimgor
to press forward to Hell Pit, the lair of
Clan Moulder.
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green bodies lying frozen where they
fell. Grimgor bellowed at his warriors
to march quicker; he was eager to
seek out new foes. Once, his cries
were so loud that they caused an
avalanche to descend, killing dozens
of the force. Most hordes would have
acknowledged defeat, but Grimgor's
army knew that to do so would mean
: incurring the wrath of their Warlord,
L e and preferred to risk death at the
Y hands of the mountains rather than
face the fury of their leader.
A week later, his army
succeeded in the
crossing and the
weary horde
reached the open
steppes. No sooner
had they set up camp
in preparation for a
night of welcome rest
than a sentry spied a
huge cloud of dust on the
horizon. As the cloud drew
closer the Orc scouts
reported that a massive band
- of marauding warriors,
mounted on horses, were racing
.. towards the camp. Grimgor
“tiquickly ordered his horde to
dvance to meet this new

force descended the steep passes of
the Worlds Edge Mountains than they
found themselves crossing a second
range. The storms of winter had yet to
be brokert by the warm rays of the
spring sun.

; many of the
erished, th&i

" beat out a tribal rhythm and
the weary Orcs wielded
their crude choppas high,
" chanting their guttural
challenges.

A Kurgan tribe known
as the Yusak, savage
and ferocious warriors
as much at home on
horseback as on foot,
~ had heard of
Grimgor's approach
and gathered to meet
L him. Their fine steeds
¥ raced across the plains,
and soon the two
hordes were within
~ sight of each other.
Neither army
paused in its
advance, both
seeking to
press home

a brutal and furious attack. The initial
charge of the Kurgan looked at first as
though it would break through the
Orc ranks, but the sheer numbers of
Orcs enveloped the horsemen and
soon they had been pulled down from
their saddles and hacked apart by the
crude choppas. The battle was
ferocious, both sides thirsty to spill
the blood of the enemy in hand-to-
hand combat. Grimgor stood on a pile
of bodies, each a victim to his mighty
axe. The crimson rays of the setting
sun bore down on the blood-soaked
soil of the eastern plains. Battle raged
on even as the sun disappeared over
the horizon, with both sides revelling
in the slaughter. As the first rays of
light broke over the mountains many
hours later, all that remained of the
Kurgan force were the broken bodies
of the dead. Orc and Kurgan corpses
littered the battlefield and at the
centre, standing triumphant on a
mound of the dead, was Grimgor. He
was truly a dreadful sight, bathed in
blood from head to toe, with his axe
raised high above his head as he
howled at the rising sun.

Since that glorious day Grimgor has
made his camp at the heart of the
Kurgan lands. Bands of marauders
gather to test themselves against the
might of the ‘Green Daemon’.
Grimgor’s camp lies on the shortest
and quickest route to the lands of the
Empire, so to raid and plunder the
lands to the west, the marauding
tribes of Chaos must pass through
Grimgor’s camp or face a long
diversion. Word has quickly spread of
his presence and each day the tribes
gather and unite to fight off the
threat. As the bands of Chaos grow
larger, so does Grimgor’s force. Many
of the Black Orcs to the east have also
heard of this mighty warlord and they
flock to his banner. A vast mound of
Orc and Human skulls towers above
the Orc camp, and with each battle it
grows larger still. There is little doubt
that soon he will turn his attention
elsewhere and, as suddenly as his
horde appeared, it will vanish to
terrorise some other land, but for the
moment Grimgor is content to meet
the forces of Chaos in open combat.
His position at the heart of the
steppes has given the Empire a brief
respite to rebuild and recoup its
losses. Yet the need for the armies of
the west to ready themselves is great,
for not only will Grimgor soon return,
but also his passing from these lands
will open up a route for the brutal,
nomadic Kurgan.
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- vigour and ferocity. In many respects the mountain crossing had hardened his warriors. Only the strongest were able to survive the
treacherous journey and this meant that there was no weakness left within his ranks,
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Warhammer 40,000 Overfiend

Andy Chambers has all sorts in store
for the Warhammer 40,000 universe,
and right now is busy overseeing work
- on Codex Chaos Space
Marines. This month
he brings us a
particularly Chaos-
flavoured

Chapter

Approved.

Back in White Dwarf 258, our illustrious
Overfiend revealed to us the various
disciplines of minor powers utilised by
certain warp-touched individuals. Well,
after enduring the whisperings of
Tzeentch for literally minutes, | set
about devising a set of minor powers
for the exclusive use of the fanatical
servants of the Ruinous Powers (you
know who you are).

CHAOS PSYKERS

Psychic powers work by tapping into
the Warp; they are therefore, by their

| very nature, chaotic. Those who do not
wish to fall foul of the Chaos gods use
these powers at great risk to
themselves, and only in the direst of
circumstances. The Eldar, the
undisputed masters of such matters,

BY ANDY CHAMBERS

Greetings, ever-loyal citizens, and welcome once more to that most revered of
tomes, Chapter Approved. This month sees arch-heretic Andy Hoare divulging
details of forbidden knowledge in the form of Chaos Minor Psyker Powers. All
citizens pure of heart are hereby ordered to read no further unless prepared to

face the full wrath of the Ordo Malleus...

CHAOS MINOR PSYKER POWERS by Andy Hoare

consider tinkering with these forces as
foolish and irresponsible in the
extreme. The followers of Chaos have
no such gualms; they will use any and
all methods at their disposal in their
quest for power, including using
powers forbidden by all sane
authorities under pain of death.

PURCHASING CHAOS

MINOR PSYKER POWERS

These powers are acquired as the
result of making a pact with a patron
power (that the individual pays for the
power at the cost of his very soul may
not become apparent to him until it is
too late). There are three disciplines,
those of Tzeentch, Nurgle and
Slaanesh (Khorne considers the use of

A Chaos Sorcerer leads an assault on an Ultramarine outpost.
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witchcraft weak, preferring instead to
gain power by force of arms). These
powers can be purchased by Chaos
Lords with the Sorcerer upgrade,
Daemon Princes and by Chaos
Sorcerers. In order to purchase rolls on
a chart, the sorcerer must bear the
mark of the patron god. For example,
in order to purchase rolls on the
Slaanesh Minor Psyker Powers table,
the sorcerer must first have the Mark of
Slaanesh.

Decide how many rolls you wish to
make on your chosen table; each roll
costs 10 points, the cost being paid for
from the Sorcerer’s wargear allowance.
Keep in mind that you may not like the
result of the roll: Chaos is a fickle and
dangerous force!

If a result is rolled twice, pick a Minor
Psyker Power chart (WD258), and
determine the second power by rolling
on that chart.

Chaos Sorcerers may also use the
normal Minor Psyker Powers tables if
you wish, using the rules in WD258.

Sorcerers bearing the mark of Chaos
Undivided may not purchase powers
on any of these new tables; they
worship Chaos in its entirety, and do
not follow or make deals with individual
deities. They can of course make use
of the normal Psyker Minor Powers.

USING CHAOS

MINOR PSYKER POWERS

A psyker can use up to one psychic
power per phase, either a major one or
a minor one. If a psyker is employing a
power which has an ongoing effect, he
must cease it before using another
power. To summatrise how the powers
work, the following characteristics are
used:

Phase
Psychic Test?
Effect
Range




The explanations of each characteristic

are as follows: @ .

Phase: Which phase the power can be
used in. Unless specifically stated, the
power can only be employed in the
player's own turn, not his opponent's.
Some powers are used before the start
of the game, representing psykers
scanning the enemy at long range,
casting auguries before the battle and
so forth, and using these powers does
not prevent the psyker using other
powers in the first turn of the game (or
whenever he turns up from reserve,
Deep Strike etc).

As with normal Minor Psyker Powers,
the psyker may not use a power if he
has performed another action in the
same phase, unless the description of
the power specifically allows otherwise.
For example, a power that is used in
the shooting phase is used instead of
the psyker firing a weapon. Also note
that powers may not be used if the
psyker is involved in an assault, unless
the power is one that is used in the
assault phase.

Psychic Test? Yes or no; if yes the
psyker must pass a Leadership test

to make the power work and is subject
to the Perils of the Warp if he rolls a
2or12.
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Effect: A summary of the power’s
effect. Powers which improve or lower
characteristics cannot take them over
10 or under 1.

Range: Where applicable, this gives
the maximum range of the power. A
psyker must have a line of sight to his
target in order to use a power on it.
Powers with a range may be used by
the psyker on himself, if applicable.
Powers with a range of ‘self’ can only
be cast on the psyker. Powers which
are noted as having a range of
‘battlefield’ can be used even if the
psyker is not deployed on the tabletop
for any reason, such as being in
reserve.

Players should agree before hand
whether these rules are to be used (if
normal Minor Psyker Powers are in
use, then Chaos Minor Psyker Powers
should also be allowed). As with the
powers presented in White Dwarf 258,
these rules should be considered
optional. However, as we intend to
include the Chaos Minor Psyker
Powers in the upcoming Codex Chaos
Space Marines, any feedback players
can offer at this stage will be most
appreciated.

Anyway, I'm sure you're keen to sell
your soul to the powers of the Warp, so
on with the rules...

WHAT’S CHAPTER
APPROVED ALL ABOUT?

Each month, Chapter Appros

a look at the Warhommer 40
game and its rules, introducing me
scenarios, weapons, rules and ormy
list entries of all types, frequenily
stolen from Codexes in progress here
at the Studio. It also acts as a forum
for dedicated players of Warhammer
40,000 who have produced inspired,
well thought out and just plain
brilliant additions to the game (as
reviewed and arbitrated by that

well-known model of fairness and
me). |If

balance - you've got
something good for Chapter
Approved then write to me at the
address given here.

Note: Please don’t include rules
queries etc, with your letters, as the
volume of mail means that in most
cases | won't be able to send
individual replies.

Andy Chambers
(Chapter Approved),
Games Workshop,
Willow Road, Lenton,
Nottingham,
NG7 2WS, UK

TZEENTCH MINOR PSYKER POWERS

1. NO USABLE POWER
Effect: Although far from being a masterful manipulator of the space-time continuum, the psyker has had more than his
share of good fortune. This isn't of much use on the battlefields of the 41st Millennium, though. »

2. PINK FIRE OF TZEENTCH Phase: Own Shooting Psychic Test? No Range: 12"
Effect: Calling on his patron god, the psyker unleashes a torrent of warp fire upon his foes. The psyker may make an
attack using the following profile, rolling to hit as normal: Range 12" Strength4 AP6 Assault2

3. PSYCHIC DUEL Phase: Own Shooting Psychic Test? No Range: Battlefield
Effect: Reaching with his mind across the battlefield, the psyker seeks to undermine the concentration of enemy
psykers. Any action by a specified enemy psyker in the next player turn that requires a Psychic test will be at -1 Ld. This
modifier is cumulative with the effect of the Talisman of Tzeentch.

: 4. RECKONING OF TZEENTCH  Phase: Own Shooting Psychic Test? No Range: Self
Effect: The psyker has received Tzeentch’s blessings, reading the strands of fate as they unravel before him. The
psyker and any squad he accompanies may re-roll failed rolls to hit this shooting phase. As ever, a shot may never be
re-rolled more than once, even if the weapon is master-crafted.

e T e e

Range: Battlefield _.:’

5. WEAVER OF FATES Phase: Not Applicable Psychic Test? No

Effect: Tzeentch is often called the Master of Deceit, and his followers will try to gain his blessings when planningan | i
attack. The Tzeentch player receives an extra dice when rolling to determine Strategy rating if this is relevant to the (B
mission. LA
6. WITHERING GAZE Phase: Enemy Assault Psychic Test? No Range: 6" (

Effect: The psyker's eyes burn with a small portion of Tzeentch's own baleful gaze, causing his enemies to avert their |
own eyes as they attempt to engage him. This power forces the enemy to make a Leadership test if they wish to assault J/{
the psyker or any squad he has joined. If the test is failed, they may assault an alternative target if one is within range. |
Units which ignore or automatically pass Morale checks are unaffected by this power. This power may only be used if the \\
psyker is not already fighting in an assault. j
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*\11 1. NO USABLE POWER

‘1 Effect: The psyker has an impressive set of facial boils, but has yet to gain Nurgle’s more useful blessings. L i

hi

i\__ 2. NURGLE’S DANCE Phase: Own Shooting Psychic Test? Yes Range: 12" |

i Effect: The psyker calls to the enemy, inviting them to reveal themselves and join him in Nurgle's exuberant i

cavalcade. If the target unit or model is behind cover, it must make a Leadership test or lose the benefits of that cover
for the remainder of the player turn.

3. NAUSEA Phase: Enemy Shooting Psychic Test? Yes Range: 12"
Effect: The psyker is able to invoke nausea and disorientation amongst his foes. An enemy unit or independent
character (but not a vehicle) within line of sight will be at -1 BS for this Shooting phase.

4. AFFLICTION Phase: Own Shooting Psychic Test? Yes Range: 12" |
Effect: Calling upon Grandfather Nurgle, the psyker bestows a particularly choice contagion upon his foe. If '
successful, the psyker may target an independent character or unit (the owning player may nominate the target model
within a unit, only one model is affected). If you roll over the victim's Toughness on 1D86, or roll a 6 regardless of '/’
Toughness then the target model takes a single wound with normal saves allowed. !

=2 eas

L R e e e T

f

5. MIASMA OF PESTILENCE = Phase: Own Shooting Psychic Test? Yes Range: 24" |
Effect: The psyker calls forth clouds of pestilent flies and choking vapours, through which few enemies have the [
stomach to advance. Place the small blast marker at any point within the psyker’s line of sight and roll the Scatter
dice and 1D6 to determine its final location (counting the target symbol as a hit). Any enemy unit with models under

the template must make an immediate Morale check or fall back using the normal rules. ‘ ]

1
6. AURA OF DECAY Phase: Either Assault Psychic Test? Yes Range: 2" %/‘
Effect: The psyker surrounds himself in an aura of corruption and filth to such an extent that his enemies have (\
difficulty engaging him. This power imposes a -1 A penalty (to a minimum of 1) on all enemy models in base contact.
_If the Psychic test is failed then the modifier will apply to all friendly troops within 2" instead. The psyker may fight as
. 'ri"é“rmai)'ﬂ:me_'_,bﬁgse.-this power is used. . P et e .
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§ 1. NO USABLE POWER
f Effect: The psyker has a disturbingly alluring aura, but has no real power over the psyches of his enemies. a3

2. FUELLED BY PAIN Phase: Either Assault Psychic Test? No Range: Self
{ Effect: Pain serves only to heighten the psyker’'s combat prowess. For every close combat attack that wounds the
i psyker, but is stopped by his Armour save, he may make an additional attack after all other attacks (including power
!

SLAANESH MINOR PSYKER POWERS ,,fgr
;

STl en )

e

fists) have been resolved, but before combat results are determined. The psyker may fight as normal in the phase this
power is used.

| 3. SIREN Phase: Enemy Shooting or Assault Psychic Test? Yes Range: Self |
| Effect: The psyker assumes the appearance of an individual important, cherished or attractive o the enemy, one they =
would never harm in any way. This power may only be used if the psyker has not joined a squad. The psyker may not

i be targeted by shooting attacks or assaulted this game turn. This power cannot be attempted if the psyker is already in

.i' base-to-base contact with an enemy model. .

i 4. BEAM OF SLAANESH Phase: Enemy Shooting Psychic Test? Yes Range: 18"

L Effect: The psyker unleashes a dazzling rainbow display that beguiles and disorientates his foe. The target model or /

| unit must make a Leadership test or count as having moved for the purposes of firing their weapons. Nominate the (.

l:i'\ target and resolve the effects of the power at the start of the enemy shooting phase. / \ |
i 5. TOUCH OF SLAANESH Phase: Own Assault Psychic Test? Yes Range: Base contact | |

i Effect: The psyker gifts each of his opponents with a delicate caress that renders them insensible and unable to avoid &
harm. All enemy models in base contact with the psyker suffer a -1 to their WS (to a minimum of 1) for the remainder of ‘

the phase. The psyker may fight as normal in the phase this power is used. (

| 6. SHE WHO THIRSTS Phase: Own Assault Psychic Test? Yes Range: Base contact rl}’J |
‘ﬁ Effect: The psyker reaches out and attempts to pluck the very soul from his enemy, leaving little more than a withered

| husk in his wake the sight of which may send the bravest of troops fleeing. Should the psyker kill any enemy models in =

| his own assault phase, the enemy will be at an additional -1 if they are forced to make a Morale check. The psyker may '%3

s'i ~ fight a8 normakin the-phase this power is used. 3 e e LR L] ‘i
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‘CHAOS MAJOR PSYCHIC POWERS PREVIEW

Next up is a bit of a treat for Chaos
players: a preview of the psychic
powers from the forthcoming Codex
Chaos. Pete Haines and Andy Hoare
have been slaving away on this
project for a while now, and these
powers are just a small taster of the
plans which these two heretics have
in store for Chaos.

CHAQS PSYCHIC POWERS

Any Sorcerer may take a single major
psychic power and as many minor
psychic powers as desired. Abilities
are used following the rules in the
Warhammer 40,000 rulebook.

A Sorcerer may only use a single
major power in a given turn. If no major
powers are used in a turn then one
minor power may be used per phase.

ANY MODEL (APART FROM ONE WITH
THE MARK OF KHORNE)

Doom Bolt (15 points)

Doom Bolt is a psychic power that
may be used in the model's Shooting
phase instead of firing a weapon. A
Psychic test must be passed in order
to use the power. When used, Doom
Bolt counts as a weapon with the
following profile. Roll to hit and wound
as normal.

Range Str AP Notes
Doom Bolt 18" 5 4 Assault3

Gift of Chaos (20 points)

A Chaos Sorcerer may use this
psychic power in the Shooting phase
instead of shooting. Pick an enemy

model within 2" of the Sorcerer or a
friendly model in a unit the Sorcerer
has joined and then take a Psychic
test to use the power. If the test is
successful, roll a D6. If you roll over
the victim’s Toughness, or you roll a 6
no matter what the victim's Toughness
is, then the victim is transformed into
a Chaos Spawn, with no save of any
kind allowed. If no Spawn model is
available to replace the model
transformed then just remove it as a
casualty.

For the Chaos Spawn profile use that
of the Beast of Nurgle from the Chaos
Gifts section on page 28 of Codex
Chaos. The new Chaos Spawn will
form a unit with the Sorcerer who
transformed it. It is counted as being
part of the Chaos army from the
moment it was transformed and may
attack in the next Assault phase.
Models turned into Chaos Spawn are
treated as having been killed for
Victory Point purposes, even if the
Spawn survives the battle.

Wind of Chaos (20 points)

Wind of Chaos is a psychic power that
may be used in the model's Shooting
phase instead of firing another
weapon. |t takes different forms
depending on the Sorcerer casting it.
Worshippers of Nurgle project a
stream of bilious, acidic slime that
burns and infects the target. Sorcerers
of Slaanesh create a golden cloud
that sets every nerve-end alight with
rapturous agony. A Psychic test must
be passed in order to use the power.
Place the flamer template so that its
narrow end is touching the model
using this power. Any models fully or
partially under the template suffer 1
wound on a D6 roll of 4+, with no
armour or cover saves allowed
(Invulnerable saves may be taken as
normal).

Mass mutation (25 points)

This psychic power can be used in the
Shooting phase instead of shooting. It
can only be used if the Sorcerer is
currently either part of or with a unit of
any type of Chaos Space Marines

(ie. not Daemons). The power of
Chaos mutates the flesh of the unit
affected, gifting them either with new
power or the oblivion of spawndom.
The effect lasts until the start of the
next Chaos turn. The unit gains one
ability, determined at random from the
list below. The abilities marked with a
“*" are cumulative with similar
upgrades the unit may already have
due to Marks of Chaos, etc.

W

D6 Benefit

1 No benefit: The unit morphs and
changes but no useful mutation
emerges. Roll a D6 for each
member of the unit. On a roll of 1
the model is transformed into a
mewling, helpless spawn and is
removed as a casualty.

2 *Strong: All models in the squad
gain +1 Strength.

3 ‘*Frenzied: All models in the
squad gain +1 Attack.

4 Vorpal Blades and Claws: No
armour saves are allowed against
close combat attacks made by
models in the squad.

5 Invulnerable: All models in the
squad gain a 5+ Invulnerable
saving throw.

6 *Resilient: All models in the
squad gain +1 Toughness.

MODELS WITH

THE MARK OF TZEENTCH

If a Sorcerer has the Mark of
Tzeentch then they may choose to
use either of the powers listed below.
These are not available to models
without the Mark of Tzeentch.

Bolt of Change (30 points)

The Bolt of Change is a psychic
power that may be used in the
model's Shooting phase instead of
shooting a weapon. When used, the
Bolt of Change counts as a weapon
with the following profile. Roll to hit,
etc, as normal.

Range Str AP Notes
Bolt of Change 24" 8 2 Assault1

The Twisting Path (10 points)

The Sorcerer is preparing the way for
Tzeentch's Grand Design. The power
is used in the Shooting phase instead
of shooting, has a range of 12" and
requires line of sight. The target unit
suffers an unsettling waking dream in
which they betray their friends and ally
themselves with the Dark Powers.
Make a Leadership test for the unit. If
they fail, they are pinned until the start
of the next Chaos turn. The main
effect of this spell is far greater
though, as while they are ensorcelled
the Sorcerer pulls information from the
targets’ minds to use later, and
establishes post-hypnotic suggestions
to tamper with their perceptions. Each
time the Twisting Path pins a unit the
Chaos player earns 50 Victory Points.
These points cannot be scored more
than once per game per enemy unit,
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White Dwarf’s own Matt Hutson
seems to paint a glorious new
army every other week. With last
month’s release of the new plastic
Chaos Space Marines he's turned
his attention to the Word Bearers.
Here’s how Matt paints his Chaos
Space Marines...

COLOUR
PALLET

Red
Gore

Blood
Red

Baltgun
Metal

Mithril
Silver

gl*;af GETTING STARTED
When assembling the

il
ml
=
m
H
‘ Codex models, the gun and
I
®
m
B
B

Qray backpack were left on the
Scorched | frame to allow easier
Sl access to areas such as
Vomit the chestplate and

Brown shoulder pads. The
Bleached  Models were undercoated
Bone with Chaos Black and
Skull were painted five models
White at a time, finishing a
basecoat on each before
moving on to the
highlights, and so on.

Bad Moon
Yellow

PAINTING THE MODEL

The first area to be painted was the
power armour; this was given two
coats of Red Gore as the black
undercoat can make this colour
appear too dark when painted with
just one coat.

82 PAINTING WORKSHOP

PAINTING

WORKSHOP

Matt Hutson’s Word Bearers Chaos Space Marines

Blood Red was
then used to
highlight the
very edges of
the armour.
When applying
highlights, try to
imagine the
model as
though there is
an overhead
light source and
paint those
areas where
the light would create
natural highlights.

Once a single highlight
stage had been
completed, all of the
armour sections were
given a glaze with Red
Ink. This helped
bring the
highlight and
basecoat
together and
enriched the
red. At this
stage, any
areas where the
paint or ink had
overlapped
were painted
with Chaos
Black.

The trim on the
armour was
painted with a
basecoat of
Boltgun Metal
and areas such
as rivets or
recesses were
given a wash
with thinned-
down Black Ink.

These areas
were then
touched up with
Boltgun Metal
before
highlighting the
rivets and
protruding
metal sections

d  with Mithril

Silver.

At this stage
areas such as
the metal
piping, metallic
sections of the
gun and the
grenade were
given a
drybrush with
Boltgun Metal.




To make the horns look dark, a
basecoat mix of two parts Chaos
Black to one part Vomit Brown was
used as the basecoat. These were
then highlighted with a mix of two
parts Vomit Brown to one part Chaos
Black, followed by a final highlight
stage of Vomit Brown on its own.

The flayed skin was
painted with a
basecoat of Scorched
. Brown. It was then
highlighted with an
equal parts mix of
Scorched Brown and
Vomit Brown before
applying a final

. highlight of Vomit
Brown.

The edges of the
boltgun casing and the
ammo pouch were
painted with a highlight
of Codex Grey.

| To paint the eyes, a

| basecoat of Skull White
| was used before being
painted over with Bad
Moon Yellow. A thinned-
¢ down glaze of Red Ink

| was then applied and,
once this had dried, a
second coat of Bad
Moon Yellow was

- painted on. To finish off
= 2 small dot of Skull
White was put in the
centre of each eye.

PAINTING SKIN

On the heavy

| bolter-armed Chaos

| Space Marine, the

| bare head from the l

mutations frame [

" was used. The skin
was first given a Vomit Brown
basecoat and a Flesh Wash was

| applied. Once dried, it was

. highlighted by using Vomit Brown
again, then Bleached Bone, and
finally Skull White. i

The Legion icon
was painted using
Codex Chaos
Space Marines as
reference. First of
all a fire-shaped
basecoat of Skull
White was applied
onto the shoulder
pad. This was
then painted Bad
Moon Yellow.
Whilst the yellow
was still wet, Red
Ink was painted
over the base of
the flames to
create a blended
orange colour.
Chaos Black was
used to paint the
stylised skull,
adding dots of Skull White
afterwards for the eyes and nose.

To emphasise the
fanatical nature of
the Word Bearers the
effect of text was put
onto the armour. To
achieve this a series
of small vertical lines
in Skull White was
painted on to recreate the
appearance of writing.

MORD BEARERS
F ARMCOR. 4 13

o
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Matt drew his inspiration for the impurity seals, text on armour and the use of horned helmets
from this guide by John Blanche. The full guide was published in last month’'s White Dwarf.

The top of the
base was painted
over with Chaos
Black. Whilst the
paint was still wet,
- it was dipped into
sand, then
immediately the
top of the base was flooded with a
wash of Black Ink. When fully dried,
the sand was then drybrushed with
Codex Grey before painting the side
of the base with an equal parts mix of
Codex Grey and Chaos Black. To
finish the base off, small clumps of
static grass were stuck on using
superglue.

To protect the model and remove any
shine from washes, the finished
model was given a coat of Matt
Varnish,

| IMPURITY SEALS

} To get across the fanatical
| nature of the Word

— Bearers, Matt added
some of the purity seals from the
Space Marine frame.
To give the impression that they
are made from skin, they were
painted the same way as the
heavy bolter-armed Chaos Space
| Marine's skin.
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The Black Library

WORDS OF BLOOD

Edited by Marc Gascoigne

& Christian Dunn

This anthology is packed full of stories of
the Imperium’s heroic defenders, and
includes the adventures of characters such
as Inquisitor Eisenhorn (Xenos, Malleus),
Captain Uriel Ventris (Nightbringer) and
Kage and the Last Chancers (13th Legion,

ZARAGOZ
By Brian Craig
What secrets lie behind the grim |

M | walls of Zaragoz? The first in the
CWARHAMM

N L classic trilogy of macabre tales,

related by Orfeo, of the struggle

against the dark powers that
threaten the Warhammer world.

Coming Soon ¢ £5.99 each

WARHAMMER MONTHLY 53 For more details on all these

The All-Action Comic products check out the New Releases
s at the beginni this issue.
Two epic new strips start in this issue: Lone piages 4T thie beginning QLRI

Wolves, the strip all Space Wolves fans have
been waiting for, plus the fantasy saga of
. The Warhammer begins!

ULLI & MARQUAND
Mordheim: City of the Damned

The life and times of those notorious

rogues Ulli & Marquand, as recorded
by Gordon ‘Bloodquest’ Rennie, Paul
'Deff Skwadron’ Jeacock and others.

Coming Soon
Warhammer Monthly £2.50
ulli & Marquand £7.50




SPACE WOLF RAGNAR'S CLAW GREY HUNTER NIGHTBRINGER

DABIOILATR

AARBAMMER.|
T NBVEL

S‘KAVENSLAYER DAEMONSLAYER . DRAGONSLAYE BEASTSTLAYER VAMPIRESLAYER

SHADOWBREED GILEAD'S BLOOD LORDS OF VALOUR DRACHENFEI S

\vallable fromf(f’rames Workshop stores
hobby shops & all good bookshops »




‘The Battle of La Maisontaal Abbey. Few titles have the power of
evoking as many nostalgic memories in veteran Warhammer fans. Paul
Sawyer has decided it only fitting to revisit this age-old classic in light
of the Skaven release. Alessio Cavatore immediately volunteered to
rewrite the scenario in its incarnation for the sixth edition of
Warhammer, ably assisted by Anthony Reynolds. White Dwarf’s very
own Paul Rudge also built a new piece of terrain specifically for the
scenario, with Dave Andrews’ expert advice. Over to Alessio...

Alessio: Given the task of revisiting
this historic battle, I began by doing a
little research into its past
incarnations. After much digging
through ancient parchments stored in
dusty chests in the dungeons of
Games Workshop's archive, the earliest
appearance of this scenario that I
could trace is dated 1986. It was
actually in the Citadel Journal of
Spring '86 that it all began. As the
cover of this milestone copy of the
Journal informs us, this is also the first
appearance of ‘a new Chaos race’
called the Skaven! This magazine is

precious indeed, containing a veritable
treasure of information on this evil
race which I love so much. More to
the point, it contains the Warhammer
scenario “The Vengeance of the
Lichemaster', which is what I was
looking for. Written by a certain Rick
Priestley (that name rings a bell...), the
scenario is a follow-up of the previous
“Terror of the Lichemaster’ gaming
supplement. In the Journal, together
with rules and art, the gamers could
find a cut-out cardboard model
representing the abbey. I noticed with
a wry smile that those cardboard

models had béen designed by none
other than the very same Dave
Andrews we were turning to for advice
on the same matter. Dave was as
surprised as me when I pointed it out
— it was fifteen years ago after all!

Later on, Bagrian and the Lichemaster
made their presence felt in the
Warhammer Fantasy Role playing
module ‘Revenge of the Lichemaster’,
which was the first adventure I ever
played using that game system. Once
more the battle of La Maisontaal brings
back memories of many happy hours
of gaming with friends.

The next time the battle was recreated
(that I could find) was far more recent.
It was just two and a half years ago, in
WD 237, when the scenario was
released as part of the support for the
new Vampire Counts Armies book.
This time it delved into the past
history of many lords of the Undead,
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simply impossible. In other words, it

focusing in particular on the battle of
will take much more playtesting and

La Maisontaal. I do knowt the author of

that article quite well: myself! That
article was one of the first I wrote for
White dwarf, at the very beginning of
my career as a games developer.

/ reading through all these
different versions of the battle, [
realised that the appeal of this fight for
the game designer in me (and I guess
for Rick before me) is that it pitches
three armies all fighting against each
other at the same time. It is 2 most
interesting challenge to adapt a game
system that has been designed to work
for two players so that it can
accommodate multi-player gaming.

The main problem is the Close
Combat phase. Movement, shooting
and even magic can work pretty well,
but close combat is terribly messy
when troops from three different sides
are involved in a multiple fight.

[ have to admit that I can find several
problems in all previous attempts at
solving this dilemma and, to be
honest, after trying again and again
I've come to the conclusion that in the

ce and me available it’s

many more pages of rules to crack this
nut than this article
allows me. It's
probably enough
work for a separate
gaming supplement:
‘Warhammer
Multiple Battles’.

e in the future!
For the moment
you'll have to solve
those tricky s
with the help of my
guidelines and
diagrams, but most
importantly with your
common sense and the
use of our inseparable
friend the dice.

Apart from the little
-oblems that might
this scenario is
always very characterful
and highly amusing, as
the three sides battle it
out for control of the
beleaguered abbey.

Enjoy it!
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LA MAISONTAAL

The Battle of La Maisontaal, fought in
the year 2491, ended in a spectacular
victory for the Bretonnian forces of
Duc Tancred.

Although at first the Skaven
and Heinrich
Kemmler’s Undead
forces fought
together, this unholy

. il

e
for the
£ ¢ year 2491 was 2 dark year .
i .T‘f‘aitzliul of Taal, 1hc' god of Nattu;':;
whose temple lay high in the rr}m\n ;[m,_
between Bretonnia and the Empnc. i
follows an account of these dire eventS.
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alliance soon broke down when the
treacherous Skaven unleashed a
number of hellish Warpfire Throwers
into the ranks of Zombies in an effort
to destroy the Lichemaster. The
Necromancer walked unscathed
through the green flames, and turned
his forces against his deceitful allies.
Allowing the Skaven and Undead to
engage each other, Duc Tancred held
his forces back for a single heroic
charge, which smashed the forces of
the Skaven, splitting them. Despite
this the rat-men fought on in
desperation, attacked on two sides.

While Throt the Unclean
% directed his mutated
", creations against the
 Undead and
Bretonnian forces,
Grey Seer Gnawdoom
hurtled over the
battlefield, borne aloft
by the power of his
magic. Accompanied by a
small group of black-clad
Gutter Runners, he managed
to fight his way inside the
temple of Taal and recover the
Black Ark. The High Priest of Taal,
Bagrian, was killed in this attack,
stabbed countless times by the
poisoned blades of an assassin.
Many say that Bagrian brought this
end upon himself, and that his

¥

is cxpression hardened. Dafrk
Zkl)\}:;; ::Stch;sﬂhozcﬂcd against the dyt:tg
red sky: cvil, twisted creatvres :.“; ?ud
there. sbominations c:hi nature W hicThusc
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?:i'nzompuch of the Skaven 1D %\15 bncih
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: stance known a5
Chaosfm{uscd sub —

one that millennia 380 had

interest in warpstone reeked of the
taint of Chaos.

Once Gnawdoom had this sacred item
within his grasp he fled the battlefield,
leaving the other Skaven to be
slaughtered. Throt escaped the battle,
his warpstone enhanced constitution
keeping him alive despite horrendous
wounds. It was rumoured that after
the battle he hired the services of Clan
Eshin to exact revenge on the
treacherous Gnawdoom.

The Bretonnians took heavy casualties
from the relentless press of Undead,
for Kemmler kept raising those that
fell using the devastating power of his
magic and his sheer force of will.
Eventually the Lichemaster tired of the
battle, realising that the Skaven Grey
Seer had already fled with his prize.
He slipped into the shadows and was
gone.

The monks of Taal praised their god
for their survival and the Bretonnians
returned to their lands with honour.
Duc Tancred devoted the remainder
of his life to seeking the downfall of
the Lichemaster, tragically bringing
about his own doom at the Battle of
Montfort Bridge. Some rumours
whisper that he walks the world still,
cursed to undeath by the foul
Necromancer.
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the night watch’ lying at' their

, their throats: slit; Hunched black
“figures prowledl the abbey, moonlight
inting on their vicious blades. Calling on
the powers vested in him by his god,
Bagrian caused a great ball of light to
appear above the abbcy. burning like a
miniaturc sun and illuminatiug the entire
grounds. The black-clad Skaven cowered
before the sudden light, and Bagrian
quickly dispatched them with his
powerful magic.

The next morning, fear filled the abbey
and shock and fright could be read in the
cyes of initiatc and monk alike, As night
began to fall, movement could be scen in
the distance, and the first wave of attacks
began. Led by Gnawdoom, a crazed and

¢ powerful Skaven sorcerer, and the
hideously mutated Throt the Unclean, the
twisted rat-men descended on the abbey,
crashing over the walls in a horrid,
unstoppable swarm,

The monks of Taal stood bravely before
them, fighting with mace and hammer,
The air was filled with crackling sorcery
as the Crcy Scer  pitted his magic against
that of Bagrian. Throt. 1 powerful master
mufator of Clan Moulder, directed his
foul rat-spawn creations against the abbey's
defenders, and twisted rats of gigantic
proportions scrambled over the walls, The
battle raged for half the night, and the
outer walls of the abbey were slowly
reduced to rubble. The overwhelming
numbers and ferocity of the Skaven had
slowly pushed the monks back.

As the moon reached its zenith in the
sky above, a sccond terror descended on
the beleaguered abbey. His soul filled
with a growing despair, Bagrian looked
into the clear sky, only to sce the stars
being blocked out by huge, dark shapes.
On lca:hcry wings, immense, dcad[y Fell
Bats swooped down onto the monks,
draining several of blood before taking to
the air once more. The monks recoiled in
horror as an army of the dead marched
out of the mountains to the north. The
Skaven advanced with increased confidence
now that their allies had arrived.

« At the head of the legion of corpses
strode the dread Necromancer Heinrich
Kemmler, the Lichemaster. For years this

-evil sorcerer had been causing terror along
the borders of Bretonnia, laying waste 1o
villages and towns as his army's ranks
swelled with those he slaughtered. At his
side was the towering figurc of Krell the

«Twice Damned; his soul pledged to Chaos

and his Iong—d:caycd body cursed to walk

the earth once more. No doubt the

Necromancer planned to usc the power of

e cursed warpstone to enhance his

R o

already dangerously powerful necromantic
abilitics.

In horror. Bagrian turned to the smalf
graveyard just outside the abbey grounds
as hands pushed up through the wet carth.
The bodies of dead monks rose from
their graves at Kemmler's command,
turning sightless eyes upon their former
brethren. Dismay washed over Bagrian, for
such obscene acts should not be possible
on the sacred, consecrated grounds of

La Maisontaal. The Lichemaster was
powerful indeed! Groaning, the rotting
bodies of countless Zombies staggered
towards the monks, and the battle became
even more terrible.

Bagrian ordered the monks into the temple
of Taal, sealing the immense solid door
behind them. He knew that if the two
partics acted together, they would quickly
overcome the last of the abbey's defenders,
but that was not in the nature of these
suspicious and cvil-hearted beings. Indecd,
the unho]y alliance swiftly fell apart and
the two unnatural enemies clashed.

While the powerful sorcerers Kemmler
and Gnawdoom were focused on each
other, Bagrian managed to get past their
magical defences. Free from its corporeal
burden, his ‘spirit burst from his body
and sped into the sky. Soaring high above
the carth, Bagrian scoured the lands in an
attempt to find some aid for the
beleaguered abbey. After ncarly an hour of
scarching, his spirit-cyes found what he
sought. Camped less than a day's march
away from the abbey was a force of .
Bretonnian knights. Dcsccnding to the
ground, his spirit form passed through the
command tent, coming invisibly face to
face with the proud Duc Tancred.

Looking within the heart of the goble
Bretonnian Grail Knight, Bagrian saw that
he had a true and noble spirit, and hope
surged through him. The Grail Damsel at
Duc Tancred's side gasped as she
perceived the spirit of Bagrian, though no
other in the tent could sce him. Swiftly,
Bagrian told her of the plight of the
abbey of Taal. The Damsel quickly
telayed the message to the Duc. Hcaring
the name of the hated Heinrich Kemmler,
the Grail Knight surged to his feet,
shouting for his army to make ready to -
ride to war,

* & ok &

Bagrian glared over the shattered remains
of his once proud abbey. As he watched,
the two forces came forward once more
to resume their struggle. Doubtless, both
Kemmler and thr‘:'._S_kav:n Grey Seer
Gnawdoom wanted the warpstone hidden
in the strangely decorated black box for

themselves,

¥

' Taal, Bagrian raised his arms high, in the

The forces of Skaven and U ¢
clashed once again as the sky
turned to darkness overhead, their
fightiug even reaching the inner
compousd of the abbey below.
The souad of chaating cchoed
through the temple as the mopks _
of Taal intoned devotions to their god.
Bagrian was at peace within himsclf. * -5 .
though he raged against the sbomisations’|
that stalked the night outside He knew vE
that if his god decrecd that his time was
upon him, he would face it withoss fear.
If his god decided that he would live o .
fight to restore the natural order of the 7
land, then he would survive this day.

There was 2 sudden shout within the
temple, imcrrupﬁng the chanting that
stopped suddenly. :

“Look to the west, Fathcr.Bagrian! By
Taal, we are saved!”

Running to the west windows, Bagrian saw_
a great cloud of dust bil]owing in the
distance. Riding before the dust-cloud

were the proud knights of Bretonnia,
pennants dancing in the wind as they
galloped towards the abbey, He saw
clements of the Skaven apd Undead forces
turn to face this new threat, while others
kept: fighting each other. !

Feeling the power of his god flowing
through him, Bagrian turned resqutcly to
the monks who crowded behind him.

“T will join our allics, and smite the
abominations this day in Taal's name!
Guard the Atk well in my absence.” .

With those words he swept towards. the:
great double-doors. that guarded the .
entrance to the temple. The doors swung
open at a gesture, and he stepped through B
them. The burnt ruins of the abbey werc
littered with bodies, some furred, others
in various stages of decay. The great .
doors swung shut behind him, and Bagrian &
gazed in hatred towards the figures of
Kemmler and the Skaven Grey Seer,
Goawdoom, They sensed his power across
the battlefield and instant]y began their
mental assault,

The Skaven army swiftly broke away from
the Undead forces, pulling back to .
regroup. The Bretonnians thundered over
the rocky ground and the three armics
faced cach other, the abbey in the centre,
Standiug on the steps of the temple of

air. There was a sudden flash of light, 0
and contorting lightning arced towards the o)
Undead and Skaven ranks. At an unhe tL

signal, the three armies charged towar
cach other, and the vicious, desperate
battle of La Maisontaal began in ear
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“generic scqﬂ:gi’i"'i’afor a battle
ought by three armies. In theory
he armies are there to destroy

I the enemies on the
attlefield in a ‘last one

/" standing’ situation, but players
2% might wish to allow
temporary alliances. Be
warned though; if you start
putting diplomacy into the

" .game you risk really

§ / upsetting people!

Armies: Armies are
“.chosen using the

. Warhammer army lists to
_an agreed points value.

DEPLOYMENT
1. The three players roll off and the
highest scoring player gets to choose
in which area he wants to deploy his
army (re-roll ties). Then the remaining
two players roll off again and the
second winner chooses his
deployment zone, leaving the last to
his opponent.

2. Armies are deployed in the
deployment zones shown on the map
below. The players take it in turns to
choose and deploy one unit at a time
in the following order: area 1, area 2,
area 3. All war machines in a player’s
army are deployed at the same time,
although they can be deployed in
different parts of the deployment area.

'All characters in an army are deployed
after all other units, all at the same
time.

‘Battlefield: Lay out .
S the terrain inany £ ¥
' mutually agreeable *

3. Scouting units are not deployed
with the rest of the units. Instead they
e are placed on the table after all units
B in both armies have been deployed, as

described in the rules for Scouts on
page 112 of the Warhammer rulebook.

Who goes first? At the beginning of
each turn, the three players roll off
and the highest scoring player gets to
choose in which position to play —
first, second or third (re-roll ties).
Then the remaining two players roll
off again and the second winner
chooses his position, excluding of
course the one already chosen by the
first player, leaving the last available
position to his opponent. Once the
order of play has been established,
players take their turns as normal. The
above procedure is repeated at the
beginning of each following turn. The
only exception is that a player can
never take two turns in a row, so the
player who moved last in a turn
cannot choose in the following turn to
move first if he wins the roll.

Length of game: The game lasts eight
turns or until two players concede
defeat.

? v b
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SPECIAL RULES
CLOSE COMBAT

All models in base contact with an
enemy will fight in every player’s
Close Combat phase, regardless of
whose turn it is. In a multiple combat
involving units from all three sides,
models can distribute their attacks
freely among all enemy models they
are in contact with.

First work out each side’s combat
score as you would if the third party
wasn't there. Then compare the three
scores and apply all the relative results
at the same time (see the examples on
the next page). Solve fleeing and
pursuing carefully, rolling a dice to
determine which unit pursues first,
because this can often generate new
combats between units that were not
fighting each other, but were in
contact with a common enemy.

These multiple fights will sometimes
lead to very messy situations, where
the players will need to use their
common sense and the guidance
offered by the examples to rcach a
solution. -

MAGIC : .
The player whose turn it is receives
his power dice as normal and the

. .VICTORY, CONDITIONS
“Unless two players concede, the

other play'i%,.rccéive their Dispel dice.

551 Gd

The Bretonman Spearm,rm bofd fasr as botb the Undead and Skaven armies breach the outer wmfx's

For this scenario, the basic number of
Dispel dice received by players is only
one instead of two as long as there
still are more than two players,
otherwise it reverts to normal. Spells
are cast as normal. If a spell is
targeted at troops belonging to a
single enemy, only that player can try
and dispel them. If the spell is not
targeted at an enemy or can
potentially affect more than one
enemy at the same time, both enemies
secretly write down the number of
Dispel dice they intend to use and
then reveal them simultaneously. The
player with the highest number of
dice gets to roll them, the one with
fewest dice keeps his dice. Players can
also write that they wish to use a
Dispel scroll (or similar one-shot
dispelling item). A player using a
scroll always counts as using a higher
number of dice than a player
dispelling normally with diceZIf both
players have bid the same number of
dice or wish to use a scroll, they must
roll off and the loser must use his
scroll/dice to dispel.

win!aer is the playér who scoresigss
the most Vlctory poim::, L

Vlt.tory po

Y ' !‘g . x

1. When a unit/character/monstrous
mount is destroyed (wiped out by
magic/missile fire/close combat or run
down by pursuers), the player who
destroyed it scores Victory points
equal to the unit’s points value.

Points scored in this way must be
recorded immediately on a sheet of
paper.

In a multiple fight, troops belonging
to two players may destroy one or
more units from a third party in the
same Close Combat phase. In this
case the two players share the Victory
points equally.

2. Killing an enemy General is worth

an extra 100 Victory points — record
them immediately.

3. Each enemy banner (units’ banners
and batrtle standards) captured at the

end of the game is worth an extra 100

points. It is vital that players use the
Standard Bearer models to represent
where the captured banners are, since
they can be recaptured and, in this

b R B Rl mvacen S
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\\and ela,lm three ra

EXAMPLE 1

_Undead vs Skaven: The Skaven kill
three Skeletons, claim three ranks,
one banner and a higher Unit
~Strength. The Undead kill one Skaven

s-and one: banncr

5 Bretgnmans kill thi
claim two rank%feff banner ﬂank

: \ a tacka‘qd s;hlgﬁleg. nit Strength. The

égg' fag.ks (charged in

nner; causing no

by seven.

¥ EXAMPLES OF THREE PLAYER COMBAT

i

Bretonnia vs Skaven: The
Bretonnians kill two Skaven and claim

" two ranks, one banner, flank attack

and a higher Unit Strength. The
Skaven kill one Bretonnian and claim
zero ranks (charged in the flank) and
one banner. Bretonnia wins by five.

Overall result: The Undead lose ten
_extra Skeletons (7 against Bretonnia
and 3 against the Skaven).

The Skaven take a Break test on -5,
fail it and run.

The Bretonnians cannot pursue

~ because they are still locked in

combat with the Undead.

q:étcmniam are locked in comb.lt
Undead from previous turns.
ven decide to charge them
(note that they could have decided to
charge both enemy units).

Bretominia vs Skaven: The Skaven kill
two Bretonnians and claim three
ranks, one banner and a higher Unit
Strength. The Bretonnians kill one
Skaven and claim two ranks and one
banner. The Skaven win by three.

Bretonnia vs Undead: The
Bretonnians kill three Skeletons, and

\ g:'laim_ two ranks and one banner. The

) Undead kill none of the Bretonnians,

and claim three ranks, one banner
and a higher Unit Strength. The
Bretonnians win by one.

Undead vs Skaven: No fighting
occurs.

Overall result: The Undead lose one
extra Skeleton (against Bretonnia) and
stay in place. The Bretonnians take a
Break test on -3 and fail. They run,
and the Skaven pursue them. Note
that the Undead cannot pursue them
because they did not win the combat.



Overview: The best known example
of a three-way fight in the
Warhammer world is, of course, the
battle of La Maisontaal Abbey. To
recreate this battle, set the table to
resemble as closely as possible the
map below. The following special
rules apply.

i

ARMIES .
Bretonnian army: 3,000 points
- selected from the list featured in
WD261 and reprinted in the
Warhammer Annual 2002. It must be
led by Tancred, Duc of Quenelles,
and must be made entirely of cavalry,
with the exception of one unit of
Men-at-arms and one unit of Squires
on foot that must be included. The
' Bretonnian player also gets Bagrian
! for free on top of his normal army.

. Undead army: 3,000 points.

~ Necromancer Army (see page 78 of
the Vampire Counts Army book)
led by Kemmler and
including Krell.

Skaven army:
3,000 points
selected from the
Skaven Armies
book, led by Grey
Seer Gnawdoom
(choose his
equipment as
normal) and Throt
the Unclean.

L e L et e TR T

" 'BATTLE OF LA MAISONTAAL ABBEY
Imperial Year 2491

-

DEPLOYMENT

First the Undead and Skaven deploy

their armies in their respective areas.
The Bretonnian player then deploys
Bagrian, the unit of Men-at-arms and
the unit of Squires on foot anywhere
inside the Abbey’s perimeter,
representing the remaining monks of

Taal. No other troops can be
deployed there. The rest of the
Bretonnian army does not begin the
battle on the table.

Turn sequence: In the first turn, the
Bretonnians move first. The
Bretonnian cavalry moves in from the
table edge in the area indicated on
the map, exactly like troops that have
pursued an enemy off the table in the
previous turn.

Victory conditions: In addition to
the normal Victory points, the player
who has the highest total Unit
Strength inside the perimeter of the
abbey at the end of the game scores
an extra 500 Victory points.

SPECIAL CHARACTERS

The five characters detailed in this
article are to be used in the Battle of
La Maisontaal Abbey, but may also be
used in normal games of Warhammer
with your opponent’s consent (with
the exception of Throt the Unclean
who may always be used). They must
be fielded exactly as presented in this
article.

R e T L
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'I'}.Lz(,b
| Mounrains gnd plagues the eqstern ..

ﬁ)r his, defé dt byh D,ake‘i ‘army. The ~
Duke iva!r, pYed d- tgbum down and
slay the. ﬁ@cb‘ master.an wipe out bzs -
JSollowers _ﬂj}” /.
bas pi'ese'n
wbtcb are p 2@ agams*t be fwmg
Tmzcrg;l nbe. t&gkml as alord
cbozce Jor the. B}gtonmmg{orceﬁ ~He !
must bhe fzefdéd exactly. a.s‘p‘ -
here and no extrd eqmﬁmeﬁi or‘_’ _
:rems can be bougbwfor bim. g'

ABretﬁﬂman Grail ‘K‘nigbz beggb u"
idecd m

-+ “Tancred 4 6 3. AR T4
~ Warhorse 8 3 Ol e A

ed e eneny df((emmler the N
sre}' This  fiend ks in the Grey

fmnuer of %toinnm, se,ekmg uengeance ¢

Cost: 275 points. -
Weapons: Léné'é"a.nd the Blade of Couronne.
-Ai“mpur‘-Hcavy a.rmour and the Grml Shield.

o
Mount: Bar\ded Bretbnman warhurse

\SPECIAL RUL

5\\Th(:: Duke has . :

_Grzii[ ertue _making him Immune to Psychology and the Virtue of
! hlm Mzglc Resistance (])

ﬁl,’(ide of ohn;ohnca Thlb ancient weapon was found in an old ruined shrine in
NNE do'ubtlésa forged to be wielded against the Undead hordes of
_ tgsct‘the La.nd _during the Dark Age of Bretonnia.

s Un‘dcad creatures automatically, with no armour saves allowed.

The ‘Grail Shle 'I’ﬁt&shttﬁld bears an.image of the sacred Grail which shines with
such a pure.uWhlte light m“a?-{wzq_:w}\creamre can bear to look upon it.

poums as 4 normal shield. In d}n , all Undead creatures and Daemons in base
_;U:{ta‘;t with the bearer lose 1 M(ack fl‘Om their profile.

hi \\
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' THE LICHEMASTER

h Hw Undead amy
may be led by
Heinrich
Kemmler.
He can be
taken das a
Lord choice,
but be will use up
one of your Hero
: choices as well. Taking
o Kemmter counts as
a lLord and a
‘Hero He must be fielded
exal Iy as presemed here
cmd 10\ extra equipment
or magie items can be
bougbt for bim 3

5

Kemmler ) 4 3 3 3 4 -

Cost: 450 points. £ 1.2

Weapons: Sword.

Armour: None.

Spells: Kemmler is a Level 4 Wizard and always uses Necromantic spells.

SPECIAL RULES
Master of Necromancy: As long as he has enough power dice, Kemmler can cast
any one of the spells he knows, even one that he has already cast in the same magic
phase.

MAGIC ITEMS
Staff of the Lichemaster: This most powerful Necromantic tool has the combined
powers of a Skull Staff, a Power Familiar, a Spell Familiar and a Black Periapt (see
Vampire Counts Armies book, page 50-51).
Cloak of Mist and Shadows: (see the Vampire Counts Armies book, page 51).

Power Stone: (see the Warhammer rulebook, page 154).

KRELL

If the Undead
army includes
Heinrich Kemmler,
it may also
include Krell, one
of the dreaded
dark lords of
Nagash. Krell can
be taken as a
Hero choice.
He must be
fielded exactly
das presented bere
and no extra
equipment or
madgic items
can be bought
. for bim,
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Krell 4 5 3 -+ 4 3 4 4 10
Cost: 215 points.

Weapons: Black Axe of Krell.

Armour: Chaos armour (4+ armour save).

SPECIAL RULES

King of Wights: In Krell's hands his dreaded weapon reaches the pinnacle of its
dark powers and delivers a Killing Blow (see the Warhammer rulebook, page 112)
every time Krell rolls a 5+ on his rolls to wound.

MAGIC ITEMS
Black Axe of Krell: (see the Vampire Counts Armies book, page 49).
Crown of the Damned: (see Vampire Counts Armies book, page 50).



Throt : NG R G B A S ey e S
Cost: 285 points.

Weapons: Creature-killer, a whip and a hand weapon.

Armour: Light armour.

SPECIAL RULES

Master Controller: Throt holds his position of authority within Clan Moulder
through a mixture of fear, respect and brute strength. Skaven cringe under his
crazed gaze, and fear the touch of his accursed whip.

R TGEHELTE VR MENEEE RS

Any Clan Moulder unit within 6" of Throt may re-roll any failed Psychology test. In
addition to this, if Throt is not your army's General, any Clan Moulder unit (Rat
Ogres and Giant Rats) within 6" of him may use his Leadership for any Leadership
test they take.

Dominator: The whip of Throt the Unclean is rightly feared amongst his clan,
and his skill with it is unparalleled.

When Throt is in the rear ranks of a unit of Giant Rats or Rat Ogres, he can
make four Strength 4 Attacks with his whip instead of the one normal Strength 5
Attack. Note that attacks with the whip do NOT benefit from the Killing Blow
ability.

Ravening Hunger: Throt is consumed with constant hunger and if he does not it
feed frequently, his overactive system will run rampant, eating him away from
within.

RS THTR RAL THUE AL b )

Throt and any unit he has joined may never pursue a fleeing enemy they have
broken in combat, as Throt stops to feed on the corpses of the fallen.
Warpstone-Fuelled Constitution: Throt has conducted a number of experiments
on his own body, resulting in his heightened strength and recuperative abilities.  ~
Throt can Regenerate, as described on page 113 of the Warhammer rulebook.

MAGIC ITEMS

>

Creature-killer: The Creature-killer is a special implement designed by Throt E
himself which he uses to capture and kill all manner of foul creatures to be used in THROT THE UNCLEAN z
his twisted experiments. Throt is one of the most powerful z
The Creature-killer gives Throt the Killing Blow special ability, as detailed on page Master Mutators within Clan Moulder. El
112 of the Warhammer rulebook. However, this magical weapon may also be used to He can be taken as a Lord choice in any
deliver a Killing Blow to creatures the size of an Ogre, such as Minortaurs, Trolls and Skaven army. In addition, Throt also
Kroxigors. It may not be used on monsters larger than Ogres, such as Dragons, or uses up a Hero choice. He must be used
against Swarms. The Creature-killer requires two hands to use, but as Throt has exactly as presented bere and may not
three hands, he may still use the weapon and his hand weapon or whip to gain one be given any additional equipment or =
extra Attack. This gives him four Attacks with the Creature-killer and one normal magic items =
Attack which does not have the Killing Blow ability. ' "‘g:
Warpstone Charm: This item allows Throt to re-roll any single dice roll once during ¥ é
the game. =
. 5|
M WS BS S T W I A 1d BAGRIAN, ABBOT OF
Bagrian 4 s, 3 4 4 3 4 i B8 ’ LA MAISONTAAL
Cost: 370 points. Y ] : Ve ?'Bagrian isa umque character Under

Weapons: Staff (hand weapon). ‘the superficial appeamnce of an old,

learned scbo!ar be, higes the gredat
3 powrs of art, mcanxh:tfan of the wildest
7CES 'milure His, z;bses.sion with
bffng st all forces ’tbat can upset
e baldnce of nature has récently led
him o the caphire of one&of fhe wile
Slyaven artifacts k‘nom as the Black
Ares of the Hamed One. Ngéw be and bis
monks will pay. the price for such a
Amber periapt: The bearer of this statuette, \wslst:i mire /o dqﬂng act: Bagnan can be, mken asa
himself, is surrounded by a golden: halo t]'latpr:a ar i’t:frcshcs him as l(,mgfis " Lord- chojee ina Brewnnian a?‘my He
his faith remains true. L'- i ["\‘-‘. A - must be ﬁe[zfed e.xc;ctly as presented.
The periapt confers a 4+ Ward save on Bagrian. In addlt{cm once, per hattle ~ (here and ”5" extra equipment or magzc
can recover all the wounds he has. lost up to thaﬁ mg}ment _(Ihﬁu‘gh he needs:to-be items can be bongbi Jor bim. |
alive to use the periapt's power!). o . A mm wizard would be an ideal

Armour: None. i TR ' N 74
SPECIAL RULES N ;

Arch-Priest of Taal: Bagrian is a L evel 4“0]2@:& Hc always uses spe){.&g from the Iért:
of Beasts. ,r_ {

b 'lﬁ)ﬁce/sof amrea ¢ 1@( :
/g,é‘n +#1 to the'!a;ai-,"

ITERRERN LA

MAGIC ITEMS A

Staff of the Owl: This oaken tool of magic d}anntl@ t
new strength into the bearer’s spc]]s The sta;f m\@‘
rolled to cast spells. ‘

Parchment of Bark: The lore of Taal i§ recorded on- shecrs of bark ntuzdly takrig T ‘miniature to represent Bagrz
from the holiest of birches. The Parchment counts as a Dlspcl Scroll battles.
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filled with the sound of staff
scurrying about, adding the finishing
touches to the new Skaven Armies
book. White Dwarf always tries to
support our latest release and, for the
Skaven, Paul Sawyer had something
very special in mind. We would revisit
the very first appearance of this
verminous race: the Batile of la
Maisontaal Abbey. Alessio Cavatore
had been given the task of reworking
the scenario which originally featured
in the Citadel Journal way back in the
spring of 1986. All that was needed
now was a new piece of terrain fo
represent the abbey itself. For that
White Dwarf turned to its very own
scenery maker, Paul Rudge, and the
abbey’s original creator, ace terrain
builder Dave Andrews.

Paul: It had been a while since |
completed my Inquisitor battlefield
(which was featured in its entirety in
the battle report of White Dwarf 264)
and | was extremely eager to start a
new modelling project. It was at this
point that | heard plans that White
Dwarf would be updating the classic
Warhammer scenario, the Battle of la

GHUBHUENEE ML

n recent months, the Studio has been
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Building the Abbey of la Maisontaal

Maisontaal Abbey. Although | knew
that the scenario had begun its life in
a very early edition of the Citadel
Journal, my memories of the scenario
come from the more recent WD237. |
really enjoyed playing the scenario,
and the great background which
featured my favourite army, the
Undead. Facing off against them in
the scenario were two very different
armies: the Skaven and the
Bretonnians.

| began by doing some research into
the project. Luckily for me Alessio
had already ventured into the depths
of Games Workshop's archives and
dusted off the Journal in question. As
well as the scenario, it also featured
Dave Andrews' original cut-out card

model of the abbey. Using this as a
starting point, | approached Alessio to
find out what he had in mind.

Alessio had noticed that all too often
players simply use terrain as
something to break line of sight on
the battlefield. Rarely did units, other
than skirmishers, attempt to move
through a terrain piece. One of the
reasons for this is that your average
terrain piece, whether a small forest
or even a single rock, will simply not
allow a ranked twenty-man unit to
pass through it without turning them
into a jumbled mess. What Alessio
wanted was a piece of terrain that
would encourage more interaction
between players’ armies and the
scenery itself.






WHAT You WILL NEED T T L T S S T T S VST T VP TR AV

FOR THIS SCENERY WORKSHOP: : interesting examples that would be

+ 2'x 2 MDF board ' perfect for the abbey. The theme that

* Foamboard we eventually chose for the building

* Corrugated card & Lot was a Mediterranean mix of southern

: ;le:st,:.;;e%é"a"paper’ sl ancipiastoad French, Spanish and ltalian A

+ Green flock . architectural styles but with a definite

« Sand ' Warhammer tinge

: 'I@ﬂu?éﬁ g;’;t To give the finished abbey the look

« Polystyrene ceiling tile we wanted, Dave and | chose what

+ Chaos Black spray paint we felt were the three main

s Skull White spray paint ingredients to creating the new style. —

+ Chaos Black, Codex Grey, Skull White, Firstly, they included lots of arch The original card mode! of the abbey.
Boltgun Metal, Dark Flesh, Bestial Brown, shaped architectural details in their - :
Snakebite Leather, Bubonic Brown, design. Secondly, all buildings of this To allow units access to the inner
Dwarf Flesh, Bleached Bone, Flesh Wash style have whitewashed walls. Thirdly courtyard, the outer wall would be

~ and Black Ink Citadel paints and more importantly, there was the breached in three places and have a

* PVAglueand superglue key feature of a terracotta pan tiled Iargﬂe galled. é\" fo_gr holes |rr1] tthe ﬁuter
0 WILL AL wall would be wide enough to allow a

TR0 NEED Sl unit on a movement tray 11cm wide

THE FOLLOWING TOOLS: Armed with Alessio’s list of gaming to move into the courtyard without

A small drybrush, tank brush, detail brush, requirements and Dave's architectural  any penalty.

cutting mat, metal ruler, medellmg knife, tips, | set about drawing how | : -

: thought the finished abbey should While | was thinking about how to
i look. | decided not to stray too far encourage more |nt§ract|0n between
Messt hese moia are included in our - from the original model, so my the gamer and terrain, anq because
Tool Kit ayallabla at your local Games _ finished design would still need to the Warhammer rulebook includes
: : include a partially damaged main r_ules for skirmish games, | decided
- building representing the abbey, a (in a moment of madness) to allow
' Alessio had also done some research courtyard surrounded by a wall and a cormplets and fosed intardcucn With
| into the style and theme of the abbey. second much smaller building. Ve RatD: Lig ﬂm?hpfg terfrarlln
| It was a Bretonnian abbey that had However, there was one element that piece, including the inside of the
| taken its name from Taal the god of | would be changing: its size. The abbey itself. This meant that | would

| nature. For an architectural theme for ~ abbey needed to be much bigger, so have to build the abbey so that the

¥} ihe buiblding Alessio wanted to avoid large that it would dominate the entire roof could be easily removed to
b % i géneric Ermpire half battlefield and force gamers to allow access to the lower floor.

| timbered style of building. He interact with it. This increase In size This certainly would be a challenging
' envisaged the abbey has having a would then provide enough space project.

| style of its own; something new and inside the courtyard for several units

I fresh, but what? At this point we to move and perform limited

involved Dave Andrews. manoeuvres.

After explaining the situation to Dave,
i it wasn't long before we were

|| thumbing our way through a collection
of books detailing different
| architectural and historical
I styles. With such a
| variety of styles to
choose from, it
wasn't difficult to
find several

Some of Paul's initial designs
for the Abbey of la Maisontaal.
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BUILDING THE ABBEY

1. To provide a good solid base, a
piece of MDF two feet square and
6mm thick was used. Onto this was
stuck a large ceiling tile in which was
cut small trenches, where the walls
and buildings would be glued later.

2. With the base complete, it was time

to start work on the abbey’s buildings.

For the walls of the abbey, lengths of
5mm thick foamboard 120mm wide
were cut.

After cutting holes for the windows,
roughly cutting and removing a large
corner from the piece of foamboard
would perfectly represent the
damaged section of the abbey.

H T TR R A G AR R b B e P S

3. After gluing the walls together to
form a simple box, the next job was
to add some detail to what were flat
pieces of foamboard. Using layers of
thin card, the architectural quality of
the building was emphasized.

THE COURTYARD

A piece of textured wallpaper was used to
create the cobbled courtyard but, rather
than just leaving it flat and featureless, a
few puddlies were added by simply
pressing into the polystyrene tile with my
finger and painting it with several coats of
gloss varnish.

Looking through some of the Studio terrain
made by Dave Andrews and Mark Jones, |
found two very quick and easy ideas for

flooring that you could try yourself:

A piece of textured plasticard, d

This wonderful Dwarf road is nothing more
than a colour photocopy from a book on
historical ornamental images.
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ARCHITECTURAL DETAILS
The Bretonnian Knights of the Realm
crests fitted perfectly into the background
of the abbey, helping to give the building
its unique character and to link it with both
the Bretonnians and Taal, their
god of nature.

Dave Andrews and Mark Jones are
Games Workshop's resident terrain
experts. When building terrain for the
Studio armies they always manage to add
simple little details to whatever they
create,

Here are a few examples of what I'm
talking about, and | believe they also show
you how simple it is to do yourself.

Here an Empire shield frame gives this
building a very unique feel and ties it in
with background of the Empire.

Both of the above examples make great
use of the Mordheim building frame to add
interesting details to the buildings.

4. For the windows of the building, the
arched windows from the Mordheim
building frame were used. Whole
windows for the lower floor, but for
the upper floor, a smaller version was
needed. Solution: cut the original
windows in half.

5. The front of the abbey needed to be
grander, so after building up the
frames of the main door and the
circular window with layers of thin

TR DA R LR LMD

A handful of Bretonnians make a valiant last stand on the steps of the abbey.
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card, some simple steps made from
thick card and a set of ornamental
columns cut from a piece of
hexagonal plastic rod were added.
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6. The heads from the Knights of the
Realm frame were used to create a
set of gargoyle-style architectural
decorations for the abbey.

DECORATIVE WINDOW

An empty blister pack, a touch of
paint and a permanent black marker
make the perfect broken
stained-glass window.

— S

MAAHIRL YRR xauwmﬂmmrmwmz&ﬁﬁmﬁswa‘

ADDING A ROOF

Creating a tiled roof always seemed
likely to be a daunting task. Luckily
there was a simple solution:
corrugated card (available at most
craft and stationary stores). After
creating the basic shape of the roof
from either card for the small roof or
balsa wood for the large damaged
roof, corrugated card was cut into
long strips 15mm wide. Then,
starting, at the bottom of the roof, the
first strip was attached and glued in
place using PVA, taking care as the
second and successive strips were
added, then glued in place slightly
overlapping the previous row.

ROOF OPTIONS

Of course, a tiled roof isn't the only option
for your buildings. Here are a few simple
alternatives you might want to use yourself:

Layering strips of thin card created this
slate roof.

This wooden roof is again very easy to'
construct, using layered strips of balsa
wood.

This ruined roof requires no construction at
all as it's from the Mordheim building frame.
What could be simpler? ;

)
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Moving silently across the ridge of the roof, a Skaven Assassin prepares to strike.
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GATES AND DOORS

The outer wall required a gate, but we
did not want to block one of the four
entry points into the courtyard.
Solution: make a gate that opens!

1. After making a simple gate from
balsa wood, the next step was a
hinge (thanks to lan Mountain who
showed us this simple tip).

2. Using superglue, two L-shaped
pieces of wire were attached to the
gate (paper clips are perfect for this).

3. Then two small pieces of thin metal
tubing carefully attached to the
gateposts finish the job and, hey
presto, a gate that opens!

ety

With a crash the gate is forced open.

RUBBLE

With the buildings and walls
complete, what it needed now was
rubble. Chunks of polystyrene were
glued in place around the base of any
damaged walls. These chunks were
then covered with PVA and sprinkled
with sand and gravel. The odd broken
window frame and fallen roof tile
added the finishing touch.
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PAINTING ]

After painting all the bwildings and
walls with textured paint, they were
undercoated using a white undercoat
spray. The courtyard and the roofs
were then undercoated with black
spray. The buildings and walls were
then painted with a mix of Bleached
Bone and a small amount of Bubonic
Brown. When dry, the whole of the
buildings and walls were drybrushed
using just Bleached Bone, then again
using Bleached Bone mixed with a
little Skull White.

To age the building and create the
effects of weathering, a wash was
made from four parts Flesh Wash and

This small cemetery was made from a few
polystyrene off-cuts and couple of
headstones from both the Zombie and
Skeleton plastic frames.

one part Black Ink. After adding a
small amount of water it was painted
into all the recesses of the building.

The cobbled courtyard was
drybrushed using just Codex Grey. To
create the effect of dirt and
weathering another wash of the Flesh
Wash and Black Ink mix was applied.

The wooden doors and the earth
areas around the base of the terrain
piece were painted Bestial Brown,
then drybrushed using Snakebite
Leather and then again using Bubonic
Brown. Boltgun Metal was then used
to pick out the handles and hinges on
the doors and gate. After watering
down a small amount of PVA glue,
this was then painted onto the top of
the areas of earth, taking care to
leave small patches unpainted which
would remain visible after green flock
had been sprinkled over the entire
base of the terrain piece.

The roofs of the buildings were
painted Dark Flesh, followed by
drybrushing them with a mix of Dark
Flesh and Dwarf Flesh, then giving
them a final highlight of just Dwarf
Flesh.

Finally, to protect it and help it survive
the rigours of gaming, the finished
piece of terrain was sprayed with a
layer of matt varnish.

By

The ivy growing up the side of the abbey
began its life as a synthetic aquarium
plant, available from many pet shops.

FUTURE PLANS

As yet the interior of the abbey
remains untouched. It still needs a
few small terrain pieces, for example
an altar, a bench or two and a lick of
paint. Another idea is to build a set of
barricades, which will be used by the
future occupants of the abbey to form
defences and block the breaches in
the outer wall. Perhaps you might
read about them in a future White
Dwarf article, who knows!

Whoever the eventual victor will be, the price will have certainly been a costly one.




Warhammer Starter Paint Set

£15

This boxed set contains nine Citadel paints, one Citade! paint brush,
one Citadel painting guide and six plastic Bretonnian Archers.

Citadel Colour Paints

Skull White
Chaos Black
Scab Red

Red Gore

Blood Red
Blazing Orange
Fiery Orange
Golden Yellow
Sunburst Yellow
Bad Moon Yellow
Scorched Brown
Bestial Brown
Snakebite Leather
Bubonic Brown
Vomit Brown
Bleached Bone
Dark Flesh
Vermin Brown
Leprous Brown
Dwarf Flesh
Bronzed Flesh
Elf Flesh

Pallid Flesh

Mauseating Blue
Imperial Purple
Liche Purple
Warlock Purple
Tentacle Pink
Midnight Blue
Storm Blue
Regal Blue
Ultramarines Blue
Enchanted Blue
Lightning Blue
Ice Blue

Hawk Turguoise
Dark Angels Green
Snot Green
Scorpion Green
Bilious Green
Scaly Green
Jade Green

Vile Green
Gamo Green
Rotting Flesh
Codex Grey

£1.50 each

Fortress Grey
Shadow Grey
Space Wolves Grey
Ghostly Grey

Metallics

Boltgun Metal
Chainmail
Mithril Silver
Tin Bitz
Shining Gold
Burnished Gold
Beaten Copper
Brazen Brass
Dwarf Bronze

Inks

Black
Yellow
Flesh Wash
Red

Purple

Sky Blue
Green
Orange
Chestnut
Magenta
Blue

Dark Green
Brown
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Warhammer 40,000 Starter Paint Set £15

This boxed set contains nine Citadel paints, one Citadel paint brush,
one Citadel painting guide and five plastic Space Marines.

CITADEL MODELLING|

+ HOBBY STARTER SET+ ENSEMBLE DE MODELISME -
« BET DE INICIACION AL HOBBY + HOBEY STARTERSET ¢ AAUES
+ SET 0l INTRODUZIONE ALL' HOBBY « ME— 28 —5—tey b, WORKSHOP

Hobhy Starter Set £20

The Hobby Starter Set is a great way to begin painting your
models. It includes everything a beginner will need. This
boxed set contains nine Citadel paints, a starter paintbrush,
two types of glue, clippers, modelling flock, and a simple
guide on how to paint your miniatures.

Citadel Colour Spray Cans

400mi Skull White . - . ..o oo £5 ANy DELA
400m] Chaos Black. .. ......... .85 P
400mi Matt Varish ... ... oeonin £5

There are also a range of 250mi spray
cans avallable. With colours ranging
from Goblin Green to Space Wolves
Grey, these are ideal for the expert and
beginner ‘alike. Phone Mail Order for
moré details.

CHAOS
BLACK



CITADEL| |
MODELLING]

Pin Vice £8 Curved Pliers £6  Model Files £5 Tweezers £4  Sculpting Tool £3 Clippers £6

CITADEL MODELLING
aEms o s
I L

Model Saw £10 P.V.A. Glue £3

Tank Brush £3 Paint Brush Set £6
Detail Brush, Standard Brush, Small Brybrush

Superglue  £3

Paint Station £18 il
- Polystyrene Liguid
Self assembly modelling area Cement Glue £3

AVAILABLE FB_OM' YOUR LOCAL GAMES WORKSHOP STORE,
INDEPENDENT STOCKIST, MAIL ORDER (0115 91 40000)
OR www.games-workshop.com
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' This month’s battle report
focuses on Abaddon and his
Chaos Space Marine warband
hunting down Eldrad Ulthran
and the Ulthwé Eldar.

The Studio’s Cityfight campaign has
just drawn to a close. Expertly run by
Games Development’s Phil Kelly and
Graham McNeill, it's been a long,
hard-fought few months struggling for
inch after inch of rubble, but it's been
immense fun!

Worthy eventual winners were ‘Big’
Pete Haines from Games Dev with
his Iron Warriors Chaos Space
Marines and our own Graham Davey
with his dreaded Black Legion Chaos
Space Marines. Chaos, it seems, was
hell-bent on destruction once again...

So, when it came to deciding on this
month’s battle report, one of the
protagonists had to be Chaos. With
the Black Legion being covered in
next month’s Index Astartes, and that
issue containing not only background
to the Horus Heresy but a feature on

Abaddon the Despoiler himself, it
seemed there was only one choice of
Traitor Legion.

So, Graham Davey would take his
Black Legion army to the field of
battle led by that embodiment of evil
— Abaddon. But who would have the
pleasure of facing him?

It's been a fair old while since the
Eldar saw action in a battle report
and with our current Warhammer
40,000 staff champion working in the
Studio AND having an Eldar army, the
choice was made: Phil Kelly would
oppose Abaddon with his Ulthwé
army led by that most gifted of
psykers, Eldrad Ulthran.

This was shaping up to be a hugely
cataclysmic event and we decided
the scenario would need to be a

A CLASH OF
THE TITANS

really good one. We eventually
plumped for Sabotage, with armies of
2,000 points each.

Scenarios like Sabotage require a lot
of thought in terms of tactics and
strategy. The mission objective is
everything and losing sight of that
could ultimately lose the game. These
can be tremendously tactical affairs
and provide some of the most
entertaining games. Throw two of the
hardest special characters into a mix
already containing two very capable
players and we have a recipe for a
great battle report.

So, can the Eldar thwart Abaddon’s
fiendish plans? Will Abaddon be able
to destroy the warp gate and fulfil his
dread purpose?

Read on...

itself.

last breath.

around Andante IV's warp gate. He spat a thick gobbet of acidic blood, snarling with impatience. In the
natural valley below his vantage point lay an ancient portal to the craftworld of Ulthwé itself, hidden no
more from his sorcerous companion’s scrying, the standing stones around it broken and decrepit with age.

5 baddon. the Despoiler of Worlds, stared down with undisguised hatred at the Eldar troops standing guafd‘

He'd expected this; the Eldar of Ulthwe, although comparatively few in aumber, seemed practically ever-present
on the infrequent occasions when Abaddon led a strike. He despised Eldrad Ulthran, the maggot that led the

scurrying black~clad insects in the valley. with a passion that burnt so fiercely he could hardly concentrate. He
longed to close the Talon of Horus around the ancient psyker's neck, to feel vertebrac snap and withered flesh
slough away under its unholy caress. His lipless, fanged mouth opened slightly as he envisaged the blasphemous
feast he would make of the Eldar's bloody bones once he had slaughtered them.

The enemy forces appeared weak indeed. Four small squads of Eldar Guardians had taken position around a choir
of chanting Seers and Warlocks, who were performing some petty psychic ritual in the shadow of the warp gate.
Old men and civilians all. Only the Eldar, in their infinitc arrogance, would dare to oppose the might of Chaos
with so little. But Abaddon had no intention of using the warp gate to gain entrance to Ulthwé; even the
Despoiler could not defeat the might of an entire craftworld unsupported. He had lured their leaders here mcrcly
by heading for the planet himself, and once he had destroyed the warp gate there could be no escape for them.
Hc would chase down the thrice-damned Seers in a grand hunt across this verdant world, and his daemons
would rip them apart one by one. Then. and only then, would his forces fall upon the craftworld of Ulthwe

As he watched, Eldrad reached into a cloth pouch by his side and threw a handful of glowing runes before him.
They hung, suspended in front of the psykers, shifting and whirling like a miniature star system. Abaddon felt
the inside of his armour writhe and clench, growing hot and uncomfortable: they were attempting to focate him
with their foul magics. His mouth twisted into a parody of a smile; did they think the gods of Chaos would
leave their chosen son so vulnerable? The runes dancing in front of the psykers fizzed and crackled [mdly before
dropping to the verdant carth. Next to him, the sorcerer Zaraphiston chuckled, a sound like a drowning man's

In his mailed fist, the daemon sword Drach'nycn had begun to hiss. Tendrils of pure hate flicked along its blade,
and its veins pulsed dully. Abaddon stroked the vile thing with his long, taloned hand.

“You shall feed soon, old friend.” he whispered, looking down into the valley. “We shall all feed soon.”
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Phil: During the test
- run ofthis battle:
report, | realised
something about the
nature of this kind of
mission. No matter
how much fun it
Phil Kelly might be blowing
great chunks out of the enemy’s army,
the only thing that matters in the
victory conditions is the objective.
Sacrificing the odd pawn is perfectly
valid, even if it only delays the enemy
troops and allows the king to survive.

This train of thought quickly
proceeded to careen into the sidings,
throwing up all sorts of comparisons
as | considered my army selection.
The pawns of the equation would be
the Guardians, who | intended to take
by the truckload. A Storm squad
(close combat specialists) and three
Defender squads (expert marksmen)
would give me a large base of troops
and ensure that | had several heavy
weapons platforms.

The queen would have to be the good
old Howling Banshees, ready to burn
onto the battlefield in their favourite

it mmmmmmamsmmw:w&saﬁm?ﬁmﬁmmmmﬁzm

motor, a Wave Serpent. A nice fast
tank would be very handy when the
jaws of Graham's Chaos army started
to close around the objective; it could
ensure that the Banshees got stuck in
where | needed them most.

The knights would have to be my
other Elites choice, the Fire Dragons;
their fusion guns are totally lethal at
short range against Chaos
Dreadnoughts and Terminator armour.
As Fire Dragons have the Fleet of
Foot ability, | felt they would be able to
get in the ring even if they turned up
late.

The rook would be my faithful old
Wraithlord. He's not fast, but if | got
lucky with my Reserve rolls and he
ended up storming on, tying up the
Chaos line with an incredibly tough
model for the rest of the game, I'd be
laughing.

The bishops come in the form of three
gangly, weird-looking and extremely
deadly War Walkers, kitted out with
bright lances and starcannons. The
fact that they can move and fire is the
clincher; they could start taking their

=
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toll as soon as they set hoof upon the
board.

Finally, and indisputably, the king.
Eldrad Ulthran has a level of psychic
mastery that surpasses practically any
other mortal in the universe. Backed
up with his cohorts from the Seer
Council, the number of re-rolls you
can benefit from for both your saves
and to hit rolls (Fortune and Guide
respectively) becomes seriously
formidable. These guys would be
sporting witch blades and all manner
of psychic chicanery, my last line of
defence against the assault troops
that Graham would no doubt pile in
against the objective.

So the plan basically involved keeping
the Seer Council around the objective,
dealing out heavy plasma death to
anything that got close and
improvising as and when my reserves
came on. Delaying Graham'’s troops
for as long as possible would be of
the utmost importance, especially if it
kept Abaddon from getting in the mix.
If | had to sacrifice the odd piece, so
be it. Let them come...
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g WARHAMMER 40,000 BATTLE REPORT — CLASH OF THE TITANS!
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| ELDRAD’S DEFENDERS OF ULTHWE

HQ N
Eldrad Ulthran 246 pts
Shuriken pistol, Staff of Ulthamar, runes of warding, runes of witnessing,
ghosthelm, spirit stenes, rune armaur.

Seer Council 392 pts
3 Farseers with witch blades, shuriken pistols, runes of witnessing,
ghosthelms, Each Farseer has cne of these powers: Fortune, Mind War,
Guide. 3 Warlocks with witch blades, shuriken pistols. Each Warlock has
one of these powers: Enhance, Embolden, Augment,

2 Warlocks with close combat weapons, shuriken pistols. Both Warlocks

have this power: Augment,

Elites +
Howling Bansh 189 pts

6 [

10 Howling Banshees — 1 Exarch with shuriken pistol, executioner
and Acrobatic Exarch power.

Wave Serpent 135 pts
Twin-linked shuriken catapults, twin-linked starcannons, spirit stone,
vectored engines.

Fire Drag
5 Fire Dragons — 1 Exarch with firepike, melta bombs and
Burning Fist Exarch power.

134 pts

i

Troops ==
Guardian Storm Squad 108 pts
g Guardians and 1 Warlock with Enhance; 2 with fusion guns.

Guardian Defender Squad 123 pts

7 Guardians and 1 Warlock with Conceal; bright lance support weapon.

Guardian Defender Squad 123 pts
7 Guardians and 1 Warlock with Conceal; starcannon support weapon.

Black Guardian Defender Squad 123 pts
7 Guardians and 1 Warlock with Coneeal; starcannon support weapon.

Heavy Support__

War Walkers 300 pts
3 War Walkers with starcannons and bright lances.
Wraithlord 120 pts

Starcannon, 2 power fists and twin flamers.

Total 1,998 pts

RESERVE RELIEF FORCE

e
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Graham: Having
* faced Phil's'army
plenty of times
before, | know it is
one of the shootiest
around. The bristling
starcannons reap
through Space
Marine squads and the abundance of
bright lances spells doom for big
vehicles. And, of course, to achieve
my objective | had to advance towards
all this firepower. So | decided to
leave behind expensive models like
Terminators and Dreadnoughts and go
for as many troops as was
reasonable; hence plenty of ‘normal’
Chaos Space Marines and even a big
swarm of Nurglings.

Graham Davey

| also wanted to get to the objective
as fast as possible, so to speed up my
advance | added a squadron of bikes
and two Rhinos, both with smoke
launchers and extra armour to keep
them moving as long as possible. |
also took ten Plaguebearers and an
lcon Bearer to summon them. This
potentially allows them to assault an
enemy up to 18" away from the icon
after they are summoned — a nasty
surprise for your opponent. | chose a
Sorcerer for the first time ever,
because the new Chaos Psyker rules
in Chapter Approved this month
looked really cool. The new power that
had caught my eye was Mass
Mutation, as this could turn an
ordinary sgquad into @ much more

dangerous one just when you need it.
| also chose a minor psychic power
from the Movement table, hoping to
roll one that could speed up my
advance.

| added in Noise Marines for some
mobile firepower and Possessed as
my elite assault troops. Leading the
way, of course, was Abaddon. His
daemon sword can kill absolutely
anything, but with just one attack from
it he would need to take down some
expensive enemy models to earn his
points back. He can also nullify
psychic powers aimed at and around
him, which | hoped would be useful
against Phil's Seer Council.

Time to launch the attack!

HQ

ABADDON’S WARBAND OF CHAOS

Abaddon the Despoiler

240 pts

Talon of Horus, Daemon Sword Drach'nyen,
Chaos Terminator armour, Mark of Chaos Undivided.

243 pts

Chaos Rhino Transport
Extra armour, dozer blade and smoke launchers.

Chaos Space Marines
8 Chaos Space Marines — 1 with heavy bolter.

63 pts

125 pts

10 Veteran Chaos Space Marines — 1 Aspiring Champion
with Mark of Chaos Undivided, bolt pistol and power weapon;.
lcan bearer; 1 with flamer; 1 with meltagun.

Chaos Space Marines 80 pts

5 Chaos Space Marines — 1 with heavy bolter.

Nurglings 90 pts

Zaraphiston, Chaos Sorcerer

Elites

Bolt pistol, hand weapon, Mark of Tzeantch, Talisman of Tzeem
Sorcerer's scrolls, frag grenades, Mass Mutation, 1 Minor Psyker power..

B2pta

10 Murgling swarms.

F s

150 pts

9 Possessed Chaos Space Marines

Chaos Rhino Transport

Fast Attack

10 Plaguebearers.

270pis
56 pts

Extra armour and smoke launchers.

Troops

Chaos Space Marines

178 pts Noise Marines

B #E o B o

9 Chaos Space Marines — 1 Aspiring Champion with Mark of Khorne,
bolt pistol, power weapon and spiky bits; 1 with flamer.

Bt CREEY

Chaos Space Marine Bikes
& Chaos Space Marine bikes with twin-linked bolters — 1 Aspiring
Champion with Mark of Khorne, spiky bits and power weapon.

Heavy Support

237 pis

180 pts

& Noise Marines.

Total 1,996 pts
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Graham: The Sabotage mission
starts with the attacker trying to
sneak past seniries to get as
close as possible to the objective
before the alarm is raised.
Vehicles and bikes are too noisy
io sneak on so | left those in
reserve. My first decision to make
was which end of the table to
atiack from. One end had slightly
better approach routes, with cover
provided by the terrain. However,
Phil had tried to force my hand by
placing five sentries at this end
and only three at the other. He'd

:M,_

then deployed his squads with the
assumption that I'd be attacking
from the end with three. Weighing
things up, | decided to do just that
— Phil’'s troops could easily adjust
to whichever end | chose and |
reckoned it was more important to
get in close to the warp gate
objective.

Before moving | had to roll for the
Possessed'’s abilities. | got
Fearsome and two results of Fast —
irritating because duplicate results
are lost and also because I'd
bought them a Rhino that would no

S W

Noise Marines attack the unsuspecting sentry!

longer make them any faster.
However, | decided to stick with my
original plan and leave them in
reserve, as having too many troops
makes it really hard to sneak past
the sentries. | also rolled up my
Movement minor power, getting
Leap, which allows the Sorcerer to
make a 12" jump pack move. |
would have preferred Fleetfoot, but
this could still prove very useful.

My foot troops all moved on and
then we both rolled to see where
the sentries would move. For each
model, the player who rolls highest
moves the sentry in the direction
that's best for them. For the first
turn | managed to win six out of the
eight rolls, so most of the patrolling
Guardians moved away from my
troops.

After the second turn, my men
were still undiscovered, but one
sentry was right in the path of my
troops on the right flank. If |
advanced the alarm would be
raised. | decided to take a risk and
assault the sentry. If | killed him the
noise could still raise the alarm on
a 4+ but, even if this happened, my
squad — the Noise Marines — would
get the extra movement from
assaulting and consolidating. The
sentry was dispatched without a
problem but the commotion of
combat did indeed trigger the alarm
— clearly Noise Marines aren't
capable of doing anything quietly!

The time for creeping about was
over...

|
i
i
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ELDAR TURN 1

Phil: Well, the alarm was triggered,
and the cat was finally out of the bag.
| had some serious redeploying to do,
but not until | had made those all
important Reserve rolls. The extra +1
Eldrad allowed me to add to a
Reserve roll ensured that the War
Walkers showed up, and the
Banshees had obviously set their
alarm clock early too, speeding on
from the board edge furthest from the
Chaos troops. This wasn’t too much of
a problem; the Wave Serpent's move
of 24" meant that they would be in
position well before the Chaos troops
made their assault. The roll to
determine which board edge the War
Walkers entered the table on was far
more favourable, allowing me to bring
them on near the Noise Marines and




Wmmm“\mw«mmmmmumummm\mmmt\uﬁ%maa%uummmwwm&mﬁmmnmmmmmﬁ
not far from some crags that would i |
provide cover and alsoact as a hill in 5
further turns.

T

A little flexing of the Seer Council’s
psychic muscles allowed them to
re-roll any failed saves for the ensuing
turn with their Fortune power, whilst
the squad of Guardians next to them
were Guided, allowing them to re-roll
their to hit rolls. As Graham had wisely
used the element of surprise to move
the majority of his force into the dead
zone behind a rocky outcrop, | was
forced to advance just to ensure the
weapon platforms had a viable shot.
Between them, they felled three of
Graham’s trailing Chaos Space
Marine squad, the only targets | could
see on the left flank. The War Walkers
had even more luck, blowing away
four of the Noise Marines leading the
advance on the right flank in a storm
of plasma.
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Finally, | showed off the Seer
Council’s abilities a little by first
Augmenting the Farseer with the Mind
War power (Augment is an Ulthwé
Warlock power that can double the
range of a Farseer power on a
successful Leadership test) and then
frying the brains of the Chaos Space
Marine with the heavy bolter on the
right flank. All in all, a pretty good
start!

CHAOS TURN 1

Graham: The arrival of the War
Walkers on my right flank was a
serious blow. The terrain had provided
me with two reasonably safe routes to
approach the objective, out of sight of
the Eldar guns. One of these was now
lost to me, leaving three of my squads
facing overwhelming firepower which |
could not hope to counter. Hence my
newly arrived reserves avoided the
right hand side. My bikes went to the
extreme left, hugging the rocky terrain,
and the first of my Rhinos, with its
Chaos Space Marine squad and my
Sorcerer, drove up the centre, firing off
its smoke launchers to (hopefully)
avoid the worst of the enemy
shooting.

Chaos armies generally struggle to
fire on the move, so my shooting was
predictably limited. Abaddon took
down a single Guardian, but the
remaining two Noise Marines failed to
damage the War Walkers, and a low
Difficult Terrain test left them out of
range of the Black Guardian squad
which | wanted to assault.

The Eldar War Walkers prepare to destroy the exposed Noise Marines.
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ELDAR TURN 2

Phil: Due to the lack of any real

neavy firepower in the Chaos army, I'd
only lost one Guardian, but the enemy
forces were building at an alarming
rate. My own Reserve rolls yielded my
swo remaining squads, the Wraithlord
and the Fire Dragons, both of whom
came on at the far end of the table. It
was looking like my Wraithlord was
going to be as much use as an ejector
seat in a helicopter, although | still had
high hopes for the speedier Fire
Dragons. As usual, the Seer Council
passed their roll for Fortune (runes of
witnessing allow my Farseers to make
their Psychic tests on 3D6 and discard
the lowest; practically a fail-safe with
Leadership 10) and Guided the
Guardians to the right once more. |
decided to get up close and personal
with the Black Guardians near the

| Noise Marines, moving into the woods
| so | could shred them with shuriken
catapult fire. Unfortunately, they
managed to achieve a big load of
nothing whatsoever, and even two hits
from the starcannon didn’t scratch the
Slaaneshi troops.

The Rhino full of scary Chaos Space
| Marines and their sorcerous leader

| was bothering me, so | decided to

" blow it away with the War Walkers

| and massed starcannon fire from the
Guardians. The dice thought
otherwise — even my bright lances
couldn’t scratch the thing! The Mind
War | instigated with various Chaos
Space Marines managed to do
nothing at all. Eldrad conjured an
Eldritch Storm, augmented so that it
could reach the Nurglings creeping
around the wood on the left flank. It
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whipped them up into a vile-smelling
whirlwind, pinning them but causing
no casualties. The Wraithlord was out
of range, the Guardians with the bright
lance missed, and the twin-linked
starcannon of the Wave Serpent,
despite hitting the Chaos Space
Marines at the back of the queue
twice, failed to wound. | was
beginning to despair; my awesome
shooty technology had failed to so
much as tickle a Chaos Space Marine
in the course of a whole turn.

In desperation, and willing to sacrifice
a pawn to nullify the threat which the
Noise Marines posed, | charged
through the wood with the Black
Guardians squad. Where high
technology failed to kill the Chaos
Marines, clubbing them over the head
prevailed; somehow the Guardians'
unconvincing assault managed to kill
them both off, although | lost a
Guardian for my trouble.
Consolidating back into the wood, |
ended my turn.

CHAOS TURN 2

Graham: | couldn’t believe how badly
Phil’s shooting had gone in the last
turn, and | was determined to make
the most of his bad luck. On the right
flank my Nurglings were pinned, but
the other squad advanced, hoping to
get into assault range of the Black
Guardians who had just finished off
the Noise Marines. However, it looked
like I'd be just out. On the left, my
troops moved nearer the objective but
stayed behind the rocks as much as
possible. They were backed up by the
newly arrived Possessed. As they
could move as fast as the Rhino, |
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used the vehicle to shield them from

fire, with them running alongside it.
Leading the way, Abaddon and his
retinue were now in range of various
Eldar heavy weapons and assault
range of the Howling Banshees in
Phil's Wave Serpent. | started to worry
that the squad, if not Abaddon himself,
could be wiped out in the next turn —
and if the Icon Bearer was killed then
all my Plaguebearers would be lost
too. So | chose to summon the
Daemons, even though they weren't in
charge range, and formed a skirmish
screen in front of the Space Marines.
They would be harder to kill with
starcannons and were the ideal troops
to receive the charge of the Banshees.

In the centre, my Sorcerer jumped out
of the Rhino and used his Leap power




to join the troops advancing down the
left. Then the Rhino sped forward and
disgorged its squad ready to assault
the Seer Council. The rules allow this
because none of the models made
more than one normal move, either on
their own or in the transport (note that
the Sorcerer would not have been
allowed to stay in the Rhino on his
own as the transport belongs to the
squad). | chose to remove the
Sorcerer from the squad because,
unsupported by other assaults | didn’t
expect it to last too long. However, |
still thought it was worth getting them
into combat to shut down all the
offensive psychic powers that Eldrad
and the Seer Council were throwing at
me — | just couldn’t afford another unit
to be pinned.

R I A L T T T A S T S R (R L R A T P A TR R B s i s

My shooting was a little more
productive this turn. On the right, my
Chaos Space Marine squad shot two
Black Guardians. They promptly failed
their Morale check and, because in
this mission you fall back towards the
nearest table edge, they moved
straight into my assault range —
bonus! When fleeing troops are
assaulted they have to test to see if
they can regroup or be destroyed. Phil
passed the roll, but neither side
managed to cause any damage and
the combat continued — at least they’d
be safe from War Walker death!

On the left, Abaddon, the bikes and
my remaining heavy bolter all fired at
the Guardian squad ahead of them,
hoping to eliminate the threat of their
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bright lance. However, some poor rolls
and the Warlock's Conceal power
saved all but one.

In the centre, a flamer and eight bolt
pistols opened up at the Seer Council.
As | expected, their Invulnerable
saves, with re-rolls because of
Fortune, saved most of the damage,
though the flamer managed to cause
a single wound on a Farseer and
torch a Warlock. The Eldar rune
armour proved even more
impenetrable in combat, and not one
of my attacks got through. In retum a
Farseer struck down one of my Chaos
Marines to win the combat.
Fortunately | passed the Morale
check, keeping the Seer Council tied
up in combat for their next turn.
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ELDAR TURN 3

Phil: Graham's troops were closing in
fast. First things first, | thought,
casting the usual Fortune on the Seer
Council and augmenting a Guide so
that | could cast it on the War
Walkers. The Storm squad
manoeuvred through the trees under
the warp gate, ready to counter-attack
the Chaos troops that had assaulted
the Seer Council last turn.

The majority of Graham'’s forces,
wisely hugging the rocky crag so |
could not shoot at them, had been
forced into a bottleneck. Then |
realised something; he was in a
bottleneck, so why not plug the bottle?
| had just the tool for the job, and
manoeuvred the Wave Serpent into
the gap between the crags and the
wood, blocking it completely. For
Graham'’s forces to advance they
would have to go through the difficult
terrain on one side or the other of the
tank, attacking piecemeal. The other
aspect of the plan was simple; unload
the Banshees, fleet of foot towards
the warp gate and assault the Chaos
Space Marines in the middle of the
table.

During the Shooting phase, the
weapon platforms took pot-shots at
the Rhino, and although the bright
lance and the Storm squad’s fusion
guns didn’t penetrate, the starcannon
managed to shake the thing. The
Wave Serpent made even more of a
nuisance ¢f itself by blasting a
Plaguebearer away with its
starcannon, although the Farseers
were unable to add to the carnage
with Mind War and Eldritch Storm
because they were engaged in close
combat. On the right flank, the Guided
War Walkers blasted away at the foul
carpet of Nurglings, killing five bases
and forcing them to waddle off the
beard in panic.

Intent on freeing this side up entirely, |
charged another squad of Guardians
into the battle on the right flank.
Unfortunately, they fell well short of a
repeat performance, and when we
ended up rolling for moral high
ground, | came off worse. The original
squad of Black Guardians decided
that they'd had enough and fled off
the table.

The mélée by the warp gate looked
far better, but considering the amount
of Eldar there it was hardly surprising!
The Storm squad and the Howling
Banshees both charged in, and
naturally the Banshees struck first
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The Howling Banshees and Storm Squad Guardians assist the embattled Seer Council.

because of their Banshee masks. The
Exarch, having somersaulted over the
heads of the enemy with her Acrobatic
skill, landed deftly by the Chaos
Champion and took him and another
Chaos Space Marine apart with her
Executioner. This made up for the rest
of the Banshees, who proved unable
to wound the tough Chaos Space
Marines. Eldrad added another to the
tally, with the witch blades of the Seer
Council felling no less than four more.
The Storm squad settled it when they
pulled down the last of the bad guys. |
consolidated away from the
bottleneck, pleased with the turn's
results.
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CHAOS TURN 3

Graham: Phil had got rid of my
Nurglings and the Chaos Space
Marines who had attacked the Seer
Council, but on the right my small
squad was now battling its second
Guardian squad and my main attack
was still to come. | spent this turn
positioning my units ready for the
charge next turn. The Wave Serpent
was blocking my way, but | had plans
to remove it forcibly! The
Plaguebearers, bikes and Possessed
all moved up behind the rocks.
Depending on Phil's next moves, |
reckoned that at least two of these
would reach combat next turn.

e

On the right flank, the remaining
handful of Chaos Space Marines cut
down another Guardian, but the
fighting continued. Meanwhile,
Abaddon and his retinue moved up to
the huge Eldar grav-tank. The squad’s
meltagun fired and penetrated easily.
The result destroyed the twin-linked
starcannons — good, but not the

result I'd been banking on. Next,
Abaddon stepped up. With his mighty
daemon sword he would penetrate the
tank automatically if he hit. However,
against a fast moving skimmer you
need Bs to hit in close combat, and
the Chaos Lord's one chance was
missed.
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ELDAR TURN 4

Phil: | was pleased that the Wave
Serpent was still active, and given its
stay of execution | decided to go with
temptation and try something a little
unusual. The Farseers used Fortune
and Guide once more, although |
saved Eldrad’s psychic fireworks for
the Shooting phase; the Chaos Space
Marines were now well in my line of
sight. With that out of the way, the
Wave Serpent put the pedal to the
metal for the full 24" and came in low,
Tank Shocking the four units queuing
obligingly in front of it (this forces
them to take a Leadership test or fall
back). Against all the odds, both the
Plaguebearers and the Chaos Bikes
failed their check and retreated in
disarray; a perfect result given that
they were the spearhead of Graham's
assault. My manic grin widened as the
bikes fled through the wood, two of
them failing their Difficult Terrain test
and being removed as casualties as
the Wave Serpent pulled a U-turn to
face the Chaos forces once more.
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| now had a clear field of fire, and
began to make the most of it. The
fusion guns of the Storm squad finally
took their toll on the Rhino,
immobilising it. The Wraithlord made
its presence felt at last by taking down
two of the Possessed with its
starcannon. However, the Guided War
Walkers outdid all of their peers,
taking down no less than six of
Abaddon’s retinue and wounding the
Despoiler himself.

Eldrad and the Seer Council finally got
their chance to throw their
considerable mental weight around,
with a Farseer taking down yet
another of the Despoiler’s trimmed-
down retinue. Eldrad went for the
throat, attempting to mentally slay the
Chaos Warmaster, but his Mind War
was deflected by Abaddon’s Chaos
Terminator armour (4+ save against
psychic powers). Increasing the
pressure, | cast Eldritch Storm, hoping
to pin Abaddon in place. Yet again his
blessings from the powers of Chaos
protected him. | pushed Eldrad’s
abilities to the limit, using the Spear of
Ulthamar to cast Eldritch Storm once
again; if | could pin that unit, the game
was as good as won. For a third time
Abaddon laughed off the mental
assault of the most powerful Eldar
psyker in the galaxy. Muttering my
displeasure under my breath, | moved
on to the Assault phase. The
Banshees charged the Chaos Space
Marines embroiled in combat with my
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Guardians on the left flank, and this
tme they did a little beiter, felling
three with no loss. The remaining
Marine fled, and | opted to consolidate
back towards the objective.

CHAOS TURN 4

Graham: UNBELIEVABLE! Two
squads fleeing just because a tank
flew past! And, of course, it had to be
the two that were in charge range.
Plus, Abaddon’s retinue had been all
but wiped out. My carefully
coordinated plan of attack was in
tatters and, to put it mildly, | was
gutted!

Deciding to throw caution to the wind,
| charged everything forward. Both the
Plaguebearers and the bikes
regrouped, although | lost a third bike
getting out of the difficult terrain they
had fallen back into (Phil could hardly
contain his glee at how effective his
Tank Shock move was proving!). My
heavy bolter squad on the left then
moved round to get some shots at the
weaker rear armour of the hated
Wave Serpent. At the front of the
attack were the swift-moving
Possessed, but it looked like even
they would be just out of assault
range. | used my Sorcerer’s Leap
ability once more to leave Abaddon’s
retinue and join the Possessed right at
the front of the squad, making sure
that they would get into combat. Quite
a neat move, | thought!

Abaddon and his remaining retinue
fired at the Guardian squad which had
the bright lance, killing three and
causing them to flee towards the table
edge. Bolt shells from the Possessed
glanced off the Seer Council, still
unable to do any damage, while the
Rhinos both missed their targets
despite having twin-linked bolters. The
Chaos Space Marines firing at the
Wave Serpent all hit but couldn't roll
the 6s needed to breach the rear
armour. They proceeded to assault
the grav-tank, but now | couldn’t roll
the 6s to hit. | was getting really
annoyed with this tank.

My Sorcerer led the Possessed in
assault against the Guardian Storm
squad, casting Mass Mutation as he
did so. Unlike his minor power, this
one didn’t need a Psychic test
because I'd taken the Mark of
Tzeentch. The mutation provided

+1 Attack to the entire squad,
although only the Sorcerer and one
Possessed got into contact to make
use of it. Nevertheless these two cut
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Sowe four Guardians between them

» = ~o casualties in return, and as
“~= Sossessed were Fearsome, the
Ssorm sguad ran automatically, only to
== chased down and ripped apart by
= mutated daemon-host Marines.

Nz rolled to see if the game would
=nd, but the dice decreed that we
would continue for at least another turn.

ELDAR TURN 5

Phil: Well, the bait was taken and
another pawn had been sacrificed in
the shape of the Storm squad, to keep
the Chaos Space Marines away from
the objective. The Possessed were
now in the midst of my forces; | was
confident that the Guided War
Walkers, the Guardians and Banshees
could deal with them. I'd played pretty
safe up until now, and after casting
the obligatory Fortune on my Seer
Council, | decided to go for the throat.
Abaddon was pretty much
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unsupported, and | saw the
opportunity to take him down for good.
Eldrad led the advance; if | could tie
up the remainder of the Chaos forces
a good foot away from the objective,
surely the game would end before
they could break through...

Hoping to pull the same trick twice,
the Wave Serpent came in low at top
speed once more, but Graham'’s
forces were wise to the trick now and
passed both their Leadership tests.
The Wraithlord casually strolled
forward another 6" — | had all but
given up on it getting into assault
range. The Fire Dragons were now
poised to pour melta death into
Abaddon’s retinue, and took down two
more, leaving the Destroyer and his
Icon Bearer as the only survivors. The
Guardians with the bright lance
missed again and, although the
Wraithlord damaged one of the
Rhinos, its extra armour meant it was
shaken, not stunned.
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The combined firepower of the

Guardians, Banshees and War
Walkers took down five of the
Possessed, although to my chagrin
there were still four left, plus the thrice-
damned sorcerer. Undeterred, the
Howling Banshees stormed in, and
this time | was able to roll respectable
rolls to wound; the Banshees did what
they are famous for and caused no
less than seven wounds with their
power weapons. Watching the Exarch
somersault over the heads of the
Possessed to cut down the Sorcerer
with her executioner was a highlight;
he'd caused me a lot of strife.

The Seer Council, knees no doubt
creaking after having used their Fleet
of Foot ability to get well within charge
range, barrelled into Abaddon and his
accomplice. Wrong-footed by such a
bold move from his fragile enemy, the
Despoiler missed Eldrad altogether
with the daemon sword Drach’'nyen.
His Talon of Horus closed afound one
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of the Fafseers that had suffered
damage earlier, wounding hint twice,
but the blazing wraithbone armour
protected him from harm. In return,
Eldrad hit and wounded Abaddon
twice, but the Chaos Terminator
armour’s 4+ invulnerable save
protected him from one of the
wounds, sparing him an ignominious
defeat. The Farseers did their level
best to fell the evil giant, but mere
witch blades were not enough to harm
Abaddon, and he shrugged off the
three wounds they caused easily. His
Icon Bearer was far less resilient,
however; I'd positioned four Warlocks
around him and in total they caused a
mighty seven wounds on the
unfortunate Chaos Space Marine (due
to the effects of Enhance, the
Warlocks were hitting on 3s, and the
witch blades wound on a 2+). As
slivers of lcon Bearer floated to the
floor, | ended my turn and kept my

fingers crossed; if the game ended
soon, I'd have it in the bag...

CHAOS TURN 5

Graham: With very few models left, |

decided to make a vain dash for glory.

My last two bikes sped forward
towards the objective, gunning down
one of the Banshees as they went,
and proceeded to assault the warp
gate, setting demo charges to destroy
it. They would have to remain there
throughout the entire next Eldar turn
in order to complete the mission — a
tall order given the amount of enemy
firepower ranged about them.
Meanwhile, | finally got the
Plaguebearers into combat, charging
in to help out Abaddon uncil’s witch
blades negated their high Toughness
and the Eldar cut down five of the
Daemons before they could attack. In
fact, the Seer Council were the worst
possible target for the Plaguebearers
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Clash of the Titans! Abaddon is locked in combat with Eldrad an

because the Farseers also had
Ghosthelms that halved the Daemons’
Weapon Skill, so unsurprisingly they
could do no damage. Abaddon’s
deadly daemon sword struck Eldrad
this time, but the ancient psyker’s 3+
invulnerable save once again kept him
safe. Abaddon’s lightning claw attacks
were directed at the wounded Farseer,
and the Talon of Horus claimed yet
another victim. But Eldrad struck back
with the Staff of Ulthamar, wounding
Abaddon twice more, and with only
his invulnerable 4+ save to protect
him, he lost his last wound. The
leaderless Daemons passed their
Morale check, but there was litile
hope left. | was relieved when the
random game length roll drew the
game to a close, saving me from the
sight of my bikes being obliterated by
the massed Eldar guns. | had failed
the mission. Phil had protected the
warp gate.
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| | “With me! For Ulthweé and for Khaine!”

|| | shouted Eldrad, a storm of actinic

1 li__g'l'itn.ing_fﬁ_cktting around his body as he

_'_s'pi-int‘:d forward. At his heels, the rest of
the Seer Council ran toward the Chaos

I | lines, f-h_eir':psyehi:ca_lly resonant witch

|| blides glowing brightly in the gloom.

‘Abaddon the Despoiler, a looming giant
clad in brazen armour, strode to mect
their charge, hatred and bloodlust etched
in equal messure across his face. Eldrad,
‘Quillindras and Lician stormed into the
Despoiler, ‘the Warlocks

engaging the

sole remaining Black Legionnaire, Abaddon
funged suddenly. his thrust with the
dacmon sword Drach'nyen passing mere
inches from Eldrad's neck. Simultaneously,
the Talon of Herus,'a weapon so
saturated in evil that it was feared
throughout the system. fashed out and
caught Farscer Quillindras around the
chest. Wraithbone blazed with blinding -
intensity as the Farscer's rune armour
fought against Abaddon's crushing grip.
Witch blades rebounded from Abaddon's
" antient armour, iremendous psychic
encrgles ravaging his titanic frame, but
the giant did not falter. Coming round
in a 'tig\ht'f'cfrc_le...-'EIdrad ‘spun the Spear
of Ulthamar., the immense power stored
in its crest exploding into Abaddon's
midsection, Lightning-fast, Eldrad leancd
into the sﬁi‘ﬁg:"'iij[ﬂ‘ sliced up through
Abaddon's torso, fendrils of pure
darkness pouring from the cracks in
the dacmon-wrought armour.

Behind them, a hideous scream
signalled the demise of Abaddon’s |
icon bearer; millennia-old ceéramite had
proved no_match for the flashing

blades of Eldrad’s Warlocks.
Distracted for a second, Eldrad was
‘caught off-balance, smashed to the
floor by the Talon of Horus. Repulsive
daemons swept out of the mist to assail
the Warlocks, leprous claws clutching

at Eldrad’s companions, preventing
_them from helping their fallen leader.

Abaddon clenched his taloned fist

tighter, and Farscer Quillindras was®
finally scissored apart, nothing more
than a gory ruin by the time he hit

‘was_quickly quelled; the moment was
" coming, his concentration had 1o be total.
‘A thousand times a thousand strands of

‘2 crawl. The single strand that represented
‘triumph was within his grasp. Around

bencath his feet, raised his ancient daemon

*point under Abaddon’s chin, The dacmon

"incredibly hot for a fraction of a second, ”

:tl.'gc-.- blood-soa'.kcd ground. Eldrad's rage

fate saw Eldrad and his companions dic.
here, now. their souls climed by
Abaddon's dacmon sword. Time slowed to

them. the lethal dance of the Warlocks - -
and the dacmons scemed to fade’ info the
distance. The giant, his vl so potent
that the grass blackened and withered

sword, bellowing a vile curse as the

killing ‘blow fell.

At the last moment, Lician’s witch blade
flicked out from the right, parrying the
foul weapon. Eldrad's spear swept up,
hraced op a fallen standing stone, the

sword hissed a hand's breadth from
Eldrad’s face, its insatiable thirst for the =
Farseer's soul pulling Abaddon forward . =
-onto the spear. Eldrad felt the -_fin_u'rg. 3
twist into place as its tip slowly puckered.
and  picreed Abaddon's throat, and saw tiny
spheres of steaming, black blood fall
toward his face in perfect clarity.

Against all reason, he met the beasts
burning, hatefilled gaze In that stcond,
he knew with total and horrifying
certainty that in this, the last of all
probable futures, the Despoiler's crusades
would begin ancw, bloodier and more
hatefilled than ever: The air grew

and the stench of the void permeated the
scene. Abaddon was gone.

| LOVE IT WHEN A PLAN COMES TOGETHER!

Phil: All right! I'm still buzzing after
what proved to be a really tactically
challenging game. Graham sold his
soul to Chaos many years ago, and is

' a really tough opponent to beat. He

| rarely makes mistakes, and it's always

' fun when you manage to get the
better of an opponent who is generally
more than capable of ripping your
forces apart.

The Tank Shock manoeuvre with the
Wave Serpent was more successful
than | had any right to expect,
coliapsing the front of the Chaos
attack in one (fairly reckless) move.
CGraham was not best pleased, and in
retrospect | sympathise. Tank Shock is
hardly reckoned as the most lethal of
sactics. In truth, if the units weren't all
ined up it would never have occurred
to me, but once the starcannons had

120 A CLASH OF THE TITANS!

been destroyed and the Banshees
deployed, | really had nothing to lose.
It wasn't all dumb luck though;
although | wouldn't be so
presumptuous as to say | planned it
all along. | was trying my best to
funnel and bunch up Graham's forces
and it really paid off.

The War Walker's early appearance
was a great help; they were virtually
unopposed by Chaos heavy weaponry
and so got a free run to strut their
stuff. And my lord, were they effective!
Sitting up there on the crag, they had
a very dominant position and used it
to good effect.

Pinning those numerous Nurglings
with Eldritch Storm was a really good
thing. They probably would have
mugged the War Walkers and,
although they could do no worse than

befoul their lanky legs, the resultant
combat would have robbed me of my
main firepower. Luckily, my
starcannons were just potent enough
to inflict Instant Death upon the ugly
little blighters and they ran off before
they could cause any real havoc.

The Howling Banshees met with
mixed success, although my Exarch
put in some sterling work. Using the
Acrobatic ability to reposition her next
to any threatening power weapons is
a great trick, and she totally creamed
anything she attacked. If I'd have
succumbed to temptation and thrown
the Banshees at the front of the
Chaos forces, they would have
bounced off the Plaguebearers and
then made a light snack for Abaddon
and his minions. There is no real use
buying elite assault troops unless they
o s )
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get in a good couple of scraps, but |
got to pick and choose where |

engaged the enemy, s@ the fights
went my way.

Graham played it cleverly with his
approach, and managed to stay out of
line of sight for most of it. If it was
more of an open field | could have
used Mind War to kill off his lcon
Bearer, therefore preventing the
Plaguebearers from reaching the
battlefield at all. But because he was
so intent on avoiding being shot up on
the way in, | was able to fend off his
army element by element.

CTTELLLVER SEL b LT R e

The Seer Council really were the
anchor for this army, shrugging off a
tremendous amount of punishment
throughout the game and aiding the
other units in my army no end. My
decision to throw the Seers in against
Abaddon was not just a whim; when
using special characters, having them
face off really is the name of the
game, but, more importantly, tying up
Abaddon and his inhuman froopers
was of utmost importance. The game
could have gone on for a good few
turns and, out of all of the units in my
army the Seer Council are the hardest
to budge. Finally, Abaddon was on his

I S T S T VRS VT P 01

last legs. Although Eldrad has a pitiful
1 Attack on his profile | was pretty
much guaranteed to wound, and
whereas Abaddon has a decent 4+
invulnerable save, Eldrad’s re-rolled
3+ invulnerable totally outclassed him
defensively.

For once, my intentions went exactly
to plan. | was able to tackle the
threats pretty much one by one and,
best of all, not only did Eldrad stop
Abaddon from getting his filthy claws
on the warp gate, he bested him in
close combat into the bargain.

CURSES — FOILED AGAIN!

Graham: Well, despite losing fairly
comprehensively, that was a very
enjoyable game. Sabotage is a really
entertaining mission, but you have to
accept that luck plays a big part, first
in how soon the sentries discover you,
and second in which board edge the
defender’s reserves come on. It would
have really helped to have had an
extra turn before the alarm was raised
— | should have known that Noise
Marines could never kill a sentry
quietly. As for Phil's reserves, |
suppose | should be thankful that his
Wraithlord didn't come on at the flank
and charge straight into one of my
squads. However, the arrival of the
War Walkers on the opposite side
really shaped the game. The terrain
had provided me with two routes
towards the objective that could hide
me from the Eldar firepower, and this
result closed one to me completely, as
well as spelling the doom of the Noise
Marines and Nurglings who were
almost in strike range. It meant that
none of my reserves could advance
down that right hand side, leading to a
bottleneck as most of my army tried to
cram down the left.

Nevertheless, | managed to get into a
position where a number of my
assault units were set to charge in
with a coordinated attack. Coordinated
that is until Phil's inspired Tank Shock
move. Now, with the high Leadership
of Chaos troops | felt fairly confident
as | picked up the dice, so you can
imagine how | felt when two out of
three units failed their Morale check.
And, of course, it had to be the two
squads at the front who would have
been in charge range next turn. And
the bikes, in the course of falling back
into, and then leaving, a wood,
managed to roll three 1s out of just
eight Difficult Terrain tests. In one fell
swoop, the Wave Serpent had broken
up my attack, leaving my squads

attacking one after the other instead
of all at once — not good at all!

In fact the game was full of interesting
tactical moves: Phil's use of his Wave
Serpent to block my way to the
objective and, of course, his Tank
Shock move; the Noise Marines’
shooting that forced a Guardian squad
to fall back into their assault range,
and the Sorcerer Zaraphiston’s Leap
to the front of the Possessed

squad, to make sure that they could
charge in.

Abaddon, | have to say, didn't really
perform at his best. Despite marching
half way across the table, he just
couldn’t get into a combat where he
could really let rip. He swiped at the
Wave Serpent, but needing a 6, it's
not surprising he missed. He did have
a great psychic duel with the Seer
Council, nullifying three of their nasty
powers in a row. However, when he
finally came to blows with Eldrad, he
just couldn't get past that accursed

rune armour and with his bodyguard
gone, he eventually fell to the Eldar
witch blades, taking only one Farseer
with him. Phil did well to choose
exactly the right unit to cope with
Abaddon’s usually awesome combat
abilities.

Throughout the game, the Eldar’s
long-range firepower and psychic
attacks allowed Phil to target
whichever of my units posed the most
threat. My close combat specialists,
on the other hand, could only hurt the
enemy squads that were close
enough to assault, something Phil
carefully controlled, ensuring that my
attacks bounced off his toughest units
or that other squads were in position
ready to counter-attack. So it seems
that the superior intellect of Eldrad
Ulthran has prevailed and the
cowardly Eldar will be able to flee
through their warp gate to safety —
for now...
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- 3 Uruk-Hai Warriors.
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Uruk-Hai

with Merry

The Ambush at Amon Hen boxed set contains:
Aragorn, Dying Boromir, Gimli, Legolas, Luriz,
Uruk-Hai with Merry, Uruk-Hai with Pippin, and

Uruk-Hai
with Pippin

THIS MONTH'S RELEASES FOR THE LORD OF THE RINGS &
Ambush at Amon Hen £20.00 g

Sculpted by Brian Nelson, Michael Perry and Alan Perry.

o

Uruk-Hai swarm through the woods surrounding Amon Hen.

. Auvailable from Games Workshop stores, Mail Order and independent
3 o stockists, or visit our online store at www.games-workshop.com
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THE FELLOWSHIP OF THE RING

We continue with our stage by
stage beginner’s guide to painting
the Lord of the Rings miniatures,
focusing this month on the
Wood Elves, dwellers of the
mystical forest of Lothlorien.

C ollecting and painting miniatures
can be one of the most appealing
aspects of the hobby. At first it may
seem a little daunting, but with

} patience and some helpful advice you
will soon have a fully painted force to
| useon the battlefield.

) Of course, you can’t expect to
produce an award-winning miniature
on your first attempt, but by learning a
few simple techniques, with practice
you will soon have a finished
miniature to be proud of. Even those
of you who have painted miniatures
before may find this article helpful.

The following pages show a step by

step guide to painting a metal
Wood Elf Bowman.

1E FELLOWSHIP OF

‘experienced painters and

'HE RING

PAINTING
WORKSHOP

Painting Wood Elf Bowmen

The Lord of the Rings rules
manual contains more than just
the rules needed to play the
game. The second section of
the manual is full of advice on
painting models for both

THE MINIATURES
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newcomers to the hobby. In
particular, you will find an
explanation of how to prepare
and undercoat your miniatures,
which you will need to do
before painting them as
described here,
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For more advice on how to paint
Moria Goblins, Men of Gondor,
High Elves and Mordor Ores check
out the Painting Workshop articles
in White Dwarf 263 and 265,
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For an in-depth guide fo preparing a painting area, undercoating your
models, maintenance of your brushes and general modelling advice, check
out The Miniatures section of the rules manual.
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STAGE |

After undercoating the
model with Chaos Black
spray, and covering over
any sections where the
paint had failed to catch with watered
down Chaos Black, the face was painted
with Dwarf Flesh. It is a good idea to
try to avoid getting this onto the hair,
but if you do, don't worry as you can
always paint the overlap Chaos Black at
a later stage.

STAGE 2
’ The next part of the

model to be painted was

the lower robe. This was
painted with Scorched

Sl Brown. Once this has

dried, clean your brush and dip it into
some Brown Ink. You do not want an
excessive amount; if a drop appears at
the tip you have applied too much and
should wipe off the excess. Once
painted on, the ink will run-into the
creases of the robes creating a shading
effect.

STAGE 3

The overshirt was painted
with a mix of Goblin
Green and a small amount
of Chaos Black. To mix,
apply a small amount of
paint with the end of your
brush to your palette. Then, with the tip
of your brush, add a small amount of
Chaos Black and thoroughly mix the
two together.

STAGE 4

The undershirt
was painted with
Codex Grey.

STAGE 5
The chest armour, arrow
shafts, quiver and scabbard

m were painted

with Bestial
Brown.
STAGE 6
The flights of the arrow
were painted with Skull
White. Try to avoid
painting the wooden shafts
that protrude from the top.

The sash and the
boots were painted
with a mix of Codex
Grey and Chaos
Black, this time using
equal quantities of
each colour. At this
stage it is a good idea to go over with
Chaos Black any arcas where paint has
overlapped.

STAGE 8

The bracers and
gloves were
painted with
Scorched Brown.

STAGE 9

The bow and the hilt of
the sword were painted
with Dark Flesh.

STAGE 10

The bracer armour
and ornaments were
painted with Boltzun
Metal, taking care
not to overlap the
paint onto sections
that had already
been painted,

STAGE 11
The hair was painted with
Vomit Brown.

i STAGE 12

The quiver ornamentation
was painted with Shining
Gold. This is a tricky
pracess and you should use
the flat of the brush to apply
the paint rather than the tip, If you take
your time and make sure that you don't
have too much paint on the brush, the end
result will look great. If you do slip with
the brush, you may want to paint over the
mistake with Bestial Brown.

STAGE [3 BASING THE MODEL
It is all too easy to ignore the bases of
your figures, but a good base will really
help make your finished models stand
out, Having spent all the time and effort
on painting the models, it is really worth
spending just a few more minutes
finishing the bases,

A Wood Eif guards the border of Lothlorien.

Firstly, cover over any gaps where the
model slots into the base with some
masking tape. Another easy alternative
s to fill in the gaps with blu-tac.

Paint the whole base with Bestial
Brown, being careful to avoid painting
the feet of the model. Once this has
dried, water down some PVA glue (two
parts glue to one part water is about the
right consistency). Paint this onto the
top of the base, wiping off any glue that
comes into contact with the model using
a wet brush.

Dip the base into
some sand,
shaking off any
excess as you
remove the
model, then leave to dry. Next, paint the
sand with Bestial Brown. Once this has
dried you can drybrush the sand with
Bleached Bone. You should use an old
brush or one specifically designed for
drybrushing, as this technique will
quickly damage the bristles of a brush.
Put a small quantity of Bleached Bone
onto the tip of the brush. Now wipe
most of the paint off onto a piece of
paper towel or old rag. Flick the brush
lightly up and down over the sand. The
paint will caich on the raised surface of
the base whilst the recesses will remain

brown.

i

The finished Wood Elf Bowrnagn.
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THE FELLOWSHIP OF THE RING

The Uruk-Hai ambush on the
%e[]owship at Amon Hen is the

tense climax of the first The Lord
of The Rings film, The Fellowship of
The Ring. It's such an exciting finale
we've put together a new two-part
scenario so you can play it out.
Alessio Cavatore does the
honours...

AMBUSH AT
AMON HEN

A double scenario recreating the finale of the film.

® Lurtz targets his next quarry.

DESCRIPTION

This double scenario revisits the finale of
The Fellowship of The Ring. Boromir has
tried to take the ring from Frodo’s hand,
and the Ringbearer has fled the
Fellowship with his inseparable friend
Sam. All the other members of the
Fellowship are scattered around the
ancient hill of Amon Hen looking for the
missing Hobbits when they are ambushed
by a large force of Uruk-Hai led by the
evil Lurtz. The minion of Saruman has
clear orders — he is to capture the Hobbits
and take them back to his Master. Nothing
else matters and nothing must get in the
way!

This scenario is similar to the one in the
rules manual, but with distinct differences
as we had much more space here to
recreate the detail of this exciting event.
The scenario is divided into two linked
episodes, and the result of the first will
influence the setting of the second. The
details of how this happens will soon be
clear, so keep reading and have fun!

POINTS MATCH

This scenario is not really suitable for a
points match, but if you want you can
play with two forces of equal points
value. The Good side’s force consists only
of Heroes. The Evil force must include
only one Hero and cannot include more
than a third of its models as armed with
bows.

LURTZ'S
URUK-HAI FORCE

The Evil side’s force is made up of Lurtz,
24 Uruk-Hai warriors with shields and 12
Uruk-Hai warriors with bows. The Evil
player must split his force into two,
following the instructions in the relevant
scenario. He will find that this leaves
some degree of freedom on the number
and type of models he can allocate to
each episode, presenting him with an

interesting choice,
L 3.
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PARTICIPANTS

On the Good side there are Aragom,
Legolas and Gimli. They all have
Elven cloaks.

On the Evil side there are 18 or more

Uruk-Hai warriors from the Evil force

(at least three must have bows),

LAYOUT

The game is played on a 6'x4' (168cm
x112cm) table. The seeing seat is on a
hill at the centre of the good side’s
deployment area (see map). Trees and
areas of rocky terrain are scattered
around the rest of the table. The river
Anduin flows along one of the short
table edges, making it impassable.

STARTING POSITIONS
Aragormn is deployed first, on the hill
of Amon Hen, up to 12" away from
the Good side’s table edge. Six
Uruk-Hai warriors are then deployed
4" away from Aragorn. Legolas and
Gimli are then deployed anywhere at
least 8" away from the Uruk-Hai and
up to 12" from the Good side’s table
edge. The remaining Uruk-Hai are
finally deployed within 12" of the
Evil side’s table edge.

° " SCENARIO 1 - TO THE RESCUE!

OBJECTIVES

The heroes of the Fellowship have to
move as quickly as possible off of the
table from the Eyil player’s table edge,
in order to help the beleaguered
Hobbits. The Uruk-Hai must delay
them as long as possible and inflict as
much damage as they can. It should be
clear from the beginning that the
Uruk-Hai force is not strong enough to
kill the Heroes, but it can certainly buy
some time for Lurtz to capture the

Y

A band of Uruk-Hai attacks the Fellowship.

Hobbits and knock a few points of
Might off the good guys, weakening
them in the next episode.

SPECIAL RULES

This double scenario is a race against
time. Keep track of the number of
turns that have expired during this
episode and record in which turn each
Hero leaves the table by moving off )
the Eyil side’s table edge.
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Q SCENARIO 2 — CAPTURE THE HALFLINGS!

PARTICIPANTS

On the Good side there are Boromir,
Merry and Pippin. The Hobbits have
Elven cloaks.

On the Evil side there are Lurtz and
12 or more Uruk-Hai warriors taken
from the remainder of the Evil force
(at least three must have bows).

LAYOUT

The game is plaved on a 6'x4' (168¢cm
x112¢m) table. Trees and areas of
rocky terrain are scattered through the
entire table. The river Anduin flows
along one of the long table edges,
making it impassable (see map).

STARTING POSITIONS
Merry and Pippin are deployed
anywhere within 13"/35¢m of the Evil
side’s starting line (see map). Boromir
is deployed anywhere within
12"/28cm of the Evil side’s starting
line (see map). Lurtz and the Uruk-
Hai are not deployed, but will move
on from the Evil side’s starting line.
The Evil side has priority in the first
turn of this scenario. Keep track of
‘the number of turns expired during

Evil side start line

this game. Any of the Heroes on the
Good side who left the table in
scenario 1 will move onto the table in
scenario 2 the turn immediately after
(for example, if Aragorn leaves the
table on turn 11 of scenario 1, he will
enter the table on turn 12 of scenario
2). These Heroes enter the table
anywhere from the evil side’s start
line and are in exactly the same
condition as they left scenario 1
(wounds suffered, points of Might
expended etc).

OBJECTIVES

The Uruk-Hai must eapture the
Hobbits and carry them off the table
from their own starting line. The Good
side must stop them. If both Hobbits
are carried off the table from the Evil
side’s start line, the Evil side wins. If
one Hobbit is carried off and the other
is saved, the game counts as a draw, If
both Hobbits are saved, the Good side
wins.

SPECIAL RULES

The Evil side is trying to capture the
Hobbits rather than kill them. Hobbits
can only be captured in hand-to-hand

fighting, so the Evil models cannot
shoot the Hobbits. Exceptionally, they
are allowed to shoot through Hobbit
models (over their heads that is...) if
Boromir starts to use them as human
shields (booo, hiss!).

To capture a Hobbit, a combat is
fought as normal except that, when
fighting to subdue rather than to kill,
the Evil models count as being armed
only with knives. If a Hobbit suffers
its final Wound then the Evil player
can ‘knock out’ his opponent rather
than slay him. The model retains 1
Wound but can do nothing. The
knocked-out model is lain down to
indicate this. Once knocked out, a
model can be carried by one enemy,
reducing his movement by a half, or
by two enemies at normal movement
speed. To pick up an unconscious
model, one or two Evil models must
begin their move in contact with it,
and can move off in that same turn.
Any Hobbits carried to the Evil side’s
start line count as having been
captured.

A model cannot carry an unconscious
foe whilst doing anything else. Evil

12"/ 28cm

S
f“ﬁé‘}& %
e R Q
B g TR —— =
i I e “'*-_T‘fl‘m_.__h B > i :'.\*;“3:\:‘_‘__ s ,_’__*_—‘-'_-:.
e — = RU’MWW{{" = = ek Je SEEE
. e E)
e s




models cannot voluntarily drop
Hobbits they re carrying. If fighting
they must drop their burden.

An unconscious model that is not
touching an enemy can be revived by
any Good model that ends its moye in
contact, The captive revives
immediately and can act that turn —
but must first rise to his feet (taking
half a move). Good models cannot
shoot Evil models carrying
unconscious Hobbits. ;

In this scenario, if an Eyil model has
to retreat and there are no Good
models in sight, it will retreat towards
the closest point of the start line and
not towards the closest table edge.
Unconscious models are ignored

for the purpose of determining
direction of retreat (Uruk-Hai
warriors are not scared of
unconscious Hobbits!).

If Evil models fail a Courage test
while carrving a Hobbit, they retreat
carrying the Hobbit. If two models
are carrying a Hobbit, take a single
test for the two, using the best
Courage available.

Aragorn, Gimli and

Legolas ar

ALTERNATIVE IDEA:
FOUR PLAYER GAME

Another great way of playing this
scenario is to have two Good players
and two Evil players. The scenarios
are played simultaneously on two
different tables, making sure that turns
ate played at the same time on both
tables. This is easily achieved if the

ve foo late to'save Boromir and the Hobbits.

first table to finish a turn waits for the
other table before starting the next
turn, so that the turns proceed at the
same speed in both scenarios. This
makes for an even more fun game,
because the models in scenario 2
don’t know beforehand how many
turns they have before the heroes

turn up! '
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BATTLE GAMES IN THE WORLD OF MIDDLE-EARTH

The Strategy
Battle Game £40

elive the battles and adventures of the

The Lord of the Rings
game contains:

* A 128 page full colour
rulebook

Fellowship of the Ring with the Lord of the * 48 highly detailed plastic
. £ miniatures
Rings battle game — a tabletop strategy game for (8 Men of Gondor,

two or more players. In this box you’ll find a
rulebook, dice and 48 highly detailed plastic
miniatures — the ideal start to your collection.

16 Elves & 24 Moria Goblins)
= A ruined building
* Dice

. Paint Set £8
"~ Contains 10
. paint pots (4ml
\ - each), starter
" brush &
| painting guide.

Warriors of
Middle-earth £12

The Warriors of Middle-carth boxed set
contains 4 Men of Gondor, 8 Elves and
12 Moria Goblins.
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Bridge at
Khazad-Diim £40

The Bridge at Khazad-Diim boxed
set contains Gandalf and the Balrog.

This is am expert modeller’s set.
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The Fellowship
of the Ring £25

The Fellowship of the Ring boxed set
contains Gandalf, Aragorn, Frode, Sam,
Merry, Pippin, Boromir, Legolas & Gimli.

The Attack at Weathertop boxed set
contains Aragorn, Frodo, Sam,
Merry, Pippin, the Witch King &
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Esta pe from
Orthanc  £20

The Escape from Orthane boxed set
contains Gandalf, Saruman, Gwaihir
and Saruman’s plinth.



Amon Hen is the setting for the
c}fdramatic finale of The Fellowship

of The Ring film. Such an event
demands special attention and
with this in mind the chaps at
White Dwarf US have constructed
a wondrous gaming board to
re-enact this thrilling climax.

Thc Fellowship have left the relative
comfort of Lothlorien and are
headed down the river to continue their
quest. They stop at Amon Hen to decide
their next course of action, unaware of
the dangers about to beset them. The
Fellowship splits up in the ensuing
turmoil as a massive horde of Uruk-Hai
Ores descend upon them.

Being such an intrigning location, and-
because we were all champing at the bit
to have another beautiful table to game

on, we decided to have a go at making a

One of the most striking features of this
table is that, aside from the rocks and
the river surface, there isn’t a single
square inch of flat land.

The iitial step was crudely stacking
chunks of insulation foam to the desired
heights of each hill, then fastening all
the pieces in place with hot glue and
screws. Rough cuts were made to round
the edges, and the layers were sanded to
smooth out the seams. The entire area
was coated with a grass gaming mat
that had been dampened with water (a
bit like papier-méché), so that it would
be easier to get into the dips and
crevices without creasing and ruining
the smooth look.

THE
OF A
JORDSERINGS S——
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THE SCATTERED
FELLOWSHIP

Reconstructing the summit of Amon Hen

game-sized version of Amon Hen. The
challenge was balancing realism and
faithfulness to the movie, whilst also
making sure that the table wouldn’t
require a pair of tweezers to manoeuvre
miniatures on it. After extensive
.discussions, we managed to hatch a
‘coherent plan and build a really nice
Jooking table that managed to give an
even higher level of excitement to an
already engaging scenario.

Rather than going into a step-by-step
“account of how we built the table, we

R

CONTOURS AND CLIFFS

thought it would be better to present it
as more of a collection of closer looks at
pottions of the terrain. Along the way,
we'll try to give an insight into the
techniques we used,

Note: We ve not made the Seat of
Seeing yet, This was primarily because
we hadn’t seen the film in its entirety
when we made this board and we’d been
told it was distinctive. We've left an area
on top of the hill where it will sit when

we do make it. Look out in future issues

of White Dwarf to see its construction.

Here's a shot of the table in progress, fust
after the grass mat bad been laid in place.
You can see from this how smooth
the surfuces are — essential for putting
models onto.

Clusters of rocks were placed
strategically throughout the field (see
more on them later) to cover the seams
in the mat, as well as to break up the
uniformity of the green, rolling hills.

The peak of Amon Hen comes to an
abrupt stop at the top of a somewhat
sheer cliff, just under where the Seat of
Seeing sits. Matching up the rocks for
this area was crueial to the look of the
table, as we didn’t want them to look
like they had been arbitrarily stacked
atop one another, Once the rocks were
in place and the trees wete added, the
chff really began to take shape.
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No ancient, overgrown ruins from a
long-lost civilization would be complete
without rocks and boulders scattered
about the land. We went through about
five different ideas and theories on what
the rocks should look like before settling
on the method below. We tried
everything from cutting foam rocks 1o
smashing red bricks into pieces to get
the right effect. In the end. we went with
natural rocks gathered from gardens. We
cut holes in the foam, and embedded the
rocks directly in the ‘ground itself for a
very natural look. In order to make sure

Amon Hen is a heavily wooded area. We
used trees along with clusters of rocks
and niins around the Seat of Seeing.

We used a combination of different trees
as most forests are a mix of tree types.
Some were ready-made, some Were
plastic with lichen glued on as foliage.
and some were flat metal frames that
could be bent into any desired tree
shape, Check at your local hobby store
(as well as GW retail stores) fora
selection of trees to suit your needs.

Forest floors aren’t lush, green lawns, s
we added a little bit of extra material to
make it look more like an accumulation
of dead leaves, moss and other detritus
under the canopy of branches.

Aragorn culs a swathe through

A BOX OF ROCKS

that we had enough to match up when
put into place, we grabbed bucketloads
of rocks. They were fitted together

Above: Adding extra material arownd the free
bases belps achicve the sylvan atmosphere.
Right: This tree started life as a flat metal
[frante. With a little paint and glue it makes a
welcome addition to our forest.

piece-by-piece in clusters across the
table, and used on the chiff area shown
on the previous page.

Above: Holes were cut in the foam, matking ibe
stones look more like part of the landscape.

the brutal Uride-bai, but can't stop them getting 1o the Fellowship,
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THE FELLOWSHIP OF THE RING

Here's the finished
Amon Hen table in all its
glory. Playing games over
this board is an absolute foy.

JORD#RINGS S——

T T RERIVER

The objective for the Good side in this
scenario is to have each of its members
escape off the far table edge. The Evil
side’s challenge is to capture any two
members of the Good side (or just
Frodo, if playing with the Fellowship).
The map for the scenario calls for a river
along the left table edge and it’s as
important to the scenario as it is to the
appearance of the table, Without it, the

slow-moving Frodo (who MUST start
on the top of the smaller hill) would
have very little chance of making it off
the board. However, even if they make it
to the river, there's still the chance that
Uruk-Hai could jump from the shore to
the boat or even pick them off from the
bank of the river. Suffice to say, the
river plays a rather large part in this
scenario.

While we’ve made plenty of bodies of
water in the past, this time we paid
particular attention to the detail on the
river bank, as it would draw a lot of
attention during the course of the game.
Ewven if the Hobbits make it to the boats,
they still have to make it downstream.
There are rocks to stand on and portions
of the river bank that reach out into the
river (perfect for Uruk-Hai archers to get

Left: The Uruk-bat arrive at Amon Hen to find
their way blocked by Aragorn.

Above: Lurtz, captain of the Uruk-bai wileashes
death upon his prey.

a shot or two at their targets from), and
plenty of reeds. The reeds came from
snipping the bristles off scrubbing brush
(above), then gluing bunches of them
upright into place. A recent fishing trip
gave us the insight we needed to make
sure that the colour and shades of the
water were as accurate as possible,
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TAKE TO THE RIVER

The Fellowship arrive at Amon Hen by
the river, and in the scenario can use the
river as a means of escape once trouble
starts there. They obviously don’t swim
all that way, so it’s pretty clear that
this table needs some aquatic
transportation (or, in layman’s
terms — boats).

We constructed these two vessels

from balsa wood, perfectly sunitable for

carrying the Fellowship on the next . : )

leg of their all-important journey — or ——— TR —

not, depending on how the game q._l«.ml'“// e N

plays out. Frodo and Sam bead for the boats
with the Uruk-bai in hot pursuit!

RE-ENACTING AMON HEN

When all is said and done, this project
was all about playing the game. We did
our best to construct it with that in mind
and made sure that it was both pleasing
to the eye and a blast to play on as well!
Needless to say, we couldn’t wait to get
our denizens of Middle-earth onto the
table to see how the scenario would turn
out.

It turns out that the river, as suspected,
was where a vast amount of the action
took place. It’s definitely a good idea to
make sure that you've set up your
Hobbits as close to the river or the top
table edge as possible (it only makes
sense, seeing as they move a paliry 4"
per turn, while their pursuers move 6").
The stauncher characters (basically all
but the Hobbits) have a better chance of
slashing through the Uruk-Hai and
making their way through the carnage to
the top table edge. But keep in mind that
the Good side can only win if they have
ALL of the'members of their side leave
the table, so don’t go crazy and try to
wade through hordes of Ores just for the
sake of fighting. Get off the table!

For the Evil side, surrounding the enemy
appears to be the key, Use your sirength
of numbers to your advantage. Even
Aragorn (renowned for dispatching as
many as thirty Orcs in previous games) is
going to have a slim chance of avoiding
capture when faced with Lurtz and five
of his snmarling companions, Capturing
Frodo is a quick way to win, but it’s best
not to focus on it — if it happens, it
happens.

Hopefully, we’ve managed to inspire you
to take matters into your own hands and
build your own version of Amon Hen (or
at least set up terrain resembling it). Be
wary, however, for even the noblest of
spirit have met their fate chasing after the
Ring.

b =,

Boromir sounds bis mighty born, flanked by Gimli and Legolas.
As baitle is joined, Merry and Pippin flee.
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: fpleces. in all, have been'cmated for this exciuswe oﬁenhg The original Med:
sculptures were created at the Weta Workshop, the same group who helped
realize Peter Jackson’s vision of Tolkien's world.

These special Medallions, measuring approximately 6” (152 mm) in diameter,
T capture @ moment of Middle-earth history in a beautifully
The Orcs of Moria handcrafted, low-relief scene, featuring the characters and

Medallion No. 1 / Jan. ‘02 Release ’ . Lydm 3
creatures of this epic fale. Fach Medallion in the series

‘has been meticulously sculpted to the highest standards, hand-finished to resemble antigue

bronze, Each Medallion release is limited to no more than ten thousand hand-numbered

units and comes complete with a hand-numbered Certificate of Authenticity. These

unique treasures will be released on a monthly basis over a two year period and are only
available through the Sideshow / Weta Collectibles web site at www.sideshowweta.com.
Each Medallion released will surely occupy a unique place in the collectible offerings ‘

surrounding the upcoming films. To learn more about the Medallion Program go to the AT
Sideshow / Weta web site and reserve a piece of film-making history in your name. Sge i onazl

The Last Alliance
Medallion No. 4
April 02 Release

The Industry of
Isengar

Medallion No., 3
Mar. '02 Release

The Birth of the Uruk-hai The Soldiers of the White Hand

Medallion No. 5 Medallion No. 6
May ‘02 Release June '02 Release
(800) 474'3746 Distributed in the U.K. by

: Amerang, Ctd., W. Sussex,
www.sideshowweta.com Tel: 01903-765496 -




Merry Brandybuck:
Item #9310 @°H

Orc Brute
[tamn # 9315 11.5"H

Busts

Merry Brandybuck
[tem #9414 6.25'H

Bifbio Baggins
Item # 9418 6,257H

High Elven Infantryman
Hem #9416 9.75°H

There will be six different series of products released
over a 10 month period, Look for the upcoming
editions in the next issue of White Dwarf or
visit our web site. Series Three is scheduled to be in
stores in January '02.

o

/e AOL Keyword: Lord of the Rings www:lordoeftherings.net

2001 New Ling Productions, Ing Al rights reserved, "The Lord of the Rings. The Fellowship of the Ring and
the characlors and the places therein, ™ The Saul Zaentz Company d/b/a Tolkien Enterprises under licensa
ta Maw Line Productions, Inc, All rights reserved.” © 2001 Sideshow, e, ant WETA Warkshop, Lid.
(Pradist specilicaticns subject to change.)

Sarumian the Whi
Item # 9311 12.7

item # 3413 7.25°H

Helms

Moria Orc Helm
Jtem# 9410 5"H

Orc Soldier

Gandalf's Hat
Item # 8412 6.5°H

Sam & Bill the Pony
tem #9305 0.5°H

Isildur’s Helm
Itemi# 9411 5.75"H

Nazqll Steed
Jtem& 9417 12'H

Elendil's Helry
Item # 9409 5.5°
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his month we take a look at how the
‘Eavy Metal team painted the
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THE
FELLOWSHIP OF THE RING

miniatures that make up the
Ringwraiths in each of their forms,
from the Kings of Men to the Twilight
Ringwraiths as they appear to Frodo
when he wears the Ring, and the
dreaded black-robed Ringwraiths that
pursue the Fellowship.

KINGS OF MEN

All of the Kings were given an
undercoat with Chaos Black spray.

The skin on the Kings of Men was all
painted using the same colour scheme.
Starting with a basecoat of Bestial
Brown, Dwarf Flesh was then painted
on for the first highlight. EIf Flesh was
mixed in equal parts with Dwarf Flesh
for the next highlight stage, followed by
Elf Flesh on its own.

NGS

For the first King,
a basecoat mix of
Regal Blue and
Chaos Black was
used to paint the
robes. Regal Blue
on its own was
then painted on
for the first
highlight stage,
foliowed by adding equal
quantities of Enchanted Blue
to this and then Space Wolves
Grey was added for the final highlights.

|

The outer robe was
painted with a basecoat of
Scorched Brown and
Chaos Black. The first
highlight was painted on
using Scorched Brown on
its own. then Bleached Bone was added
to this for each successive highlight.
Thin lines of Scorched Brown were then
painted back over the robe to create a
textured and patterned effect.

A basecoat of Bestial
Brown was used to paint
the hair. An equal
quantity of Snakebite
Leather was added to this
4 for the first highlight
stages, with Bleached Bone then added

! to the mix for each successive highlight,

PAINTING
MASTERCLASS

The Evolution of the Ringwraiths

The second
King's robes
were painted
with a basecoat
of Scorched
Brown and
Chaos Black.
This was then
highlighted with
Scorched
Brown on its own before
a glaze of Chestnut Ink
was applied.

Dark Flesh was
used as a
basecoat for

. the scabbard,
with small amounts of Bleached Bone
added for highlight stages.

The hair was painted with
a Bleached Bone
undercoat and highlighted
up to Skull White.

Goblin Green was used as
the basecoat for the green

| robes. Shining Gold was

S then mixed into this in

% increasing quantities for

Bl cach successive highlight
stage. Finally, Mithril Silver
was added to the mix for the
last subtle highlights.

PAINTING GOLD

The golden crowns and
jewellry were all painted
with a basecoat of Tin Bitz.
This was then highlighted with Shining
Gold, followed by a second highlight of
Burnished Gold. An equal parts mix of
thinned Brown Ink and Black Ink were
then washed over these sections.

BASING

Sand was glued onto the base with
PVA and then, once dry, given a
Brown Ink wash. This was drybrushed
with a mix of Snakebite Leather and
Fortress Grey, and was finally flocked
with static grass.

The third King’s
cloak was painted
with an equal
parts mix of
Chaos Black and
Dark Angels
Green, A small
amount of
Bleached Bone
was added to this
for two highlight stages
before the robes were
given a wash with a
thinned down mix of
equal parts Black Ink
and Green Ink.

was painted with Chaos
Black, to which a small
amount of Codex Grey

had been added.

Shadow Grey, mixed in
equal quantities with Chaos
Black, was used for the
basecoat of the inner robe.
To highlight this, Shadow
Grey was used on its own
and then the section was
given a wash with thinned
down Black Ink.

A basecoat of Codex Grey,
to which a small amount
of Scorched Brown had
been added, was used to
paint the King’s hair. An
equal quantity of Skull
White was added to this to paint the first
highlight, with more white being added
for each successive highlight.

PAINTING SILVER

To create the silver armour,
weapons and jewellry on
each of the Kings of Men,

| a basecoat of Boltgun
Metal was used first. This
was then highlighted with
Chainmail, followed by
Mithril Silver,

- - 3
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To paint the cloak
of the fourth King,
a basecoat of
Chaos Black and
Scorched Brown
mixed together in
equal parts was
applied. Scorched
Brown was then
added to the mix
for the highlight
stages, finishing with
Scorched Brown on its own,
The decoration on the edge
of the cloak and the

waistband was painted with a
basecoat of Scorched Brown,

—

to which small amounts of
1 Bleached Bone were added
for the highlight stages.

The fourth King’s hair was
painted using an equal parts
mix of Codex Grey and

] Chaos Black. Equal parts
Codex Grey was added to
this for the first highlight stage.
followed by adding Fortress Grey for
each successive highlight.

The brown coat was painted
with a basecoat of Scerched
Brown and Chainmail
mixed together in equal
parts. More Chainmail was

added to this mix before the coat was
finally given a wash with a thinned
down mix of Black Ink and Brown Ink.

An equal parts mix of
B Chaos Black and Dark
"'-i Angels Green, with.a
touch of Chainmail,
was used to paint the
basecoat of the robe. A
second mix of equal
parts Goblin Green
and Chainmail was then added to the
original mix for each successive
highlight. To finish this section, a highly
thinned equal parts mix of Black Ink and
Brown Ink was applied.

TWILIGHT

“They are the Nazgul. Ringwraiths,

A basecoat mix of equal
parts Shadow Grey and
Codex Grey was painted
onto the Chaos Black
undercoat, followed by
adding a small amount
of Bleached Bone and
Fortress Grey to the mix for the first
highlights. A bit more Bleached Bone
and some Lightning Blue were added for
the final highlights.

BV

The hair was painted with a
basecoat mix of equal parts
Snakebite and Fortress Grey.

| More Fortress Grey and
Bleached Bone were added to
1 the mix for the first highlights,

The nine servants of Sauron.”

followed by the addition of Skull White
for the final highlights.

The skin was painted with.a
basecoat of Imperial Purple.
An equal quantity of Fortress
Grey was added to this for
the first highlights, followed by adding
similar amounts of Pallid Flesh for the
next stage, with Skull White added to
the mix for the final highlights.

To-create the silver
crowns and swords on the
Twilight Ringwraiths. a
basecoat of Boltgun
Metal was used first. This
was then highlighted with
Chainmail, followed by Mithril Silver.

~ Strider
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A mix of two
parts Chaos Black
to one part Codex
Grey was
drybrushed onto
the robes of the
Ringwraiths.
More Codex Grey
was added until
the mix was
roughly equal parts of each colour. This
was then drybrushed on as a highlight
stage. Finally, yet more Codex Grey was
added to the mix until it was now

RINGWRAITHS

roughly one part Chaos Black to two
parts Codex Grey.

The belt was
painted with
Codex Grey
before being
given a wash
with Black Ink, Once this had dried, a
‘second, highlight coat of Codex Grey
was applied before a final highlight of
Fortress Grey was added.

Scorched Brown was drybrushed to the
hem of the Ringwraith’s robes. This was

—2

then highlighted
with Bestial
&1 Brown.

The Ringwraith’s
swords were painted
with a basecoat of
Boltgun Metal, This

B was then highlighted
with Chainmails
followed by Mithril
Silver, These were then given a wash
with a thinned down mix of equal parts
Black Ink and Brown Ink.

MOUNTED RINGWRAITHS

A basecoat of Scorched
> Brown mixed with
equal parts Chaos Black
was used to paint the
horse’s flesh. This was
then highlighted with
Scorched Brown on its own, followed
by adding a small amount of Bleached
Bone to the mix for the final highlight.

On a few of the horses a little variation
of colour was added. The flesh was
given a slight variation of colour by
substituting Dark Flesh for the
Scorched Brown.

The tail was
drybrushed with
Scorched Brown and
then a second
drybrush of
Scorched Brown, with a small amount of
Bleached Bone added, was used for the
highlight stage.

To paint the armour on
the horse, a basecoat
of Boltgun Metal was
highlighted with
Chainmail, followed
by a final highlight of Mithril Silver.

The cuts on the horse’s
flesh were painted with
Blood Red.

The hooves were painted
with a basecoat mix of
Chaos Black and Codex
Grey and then highlighted

with Codex Grey.

The mounted Ringwraiths were painted
in exactly the same manner as those on
foot.
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The Battle of la Maisontaal Abbey

In order to play out the Battle of la Maisontaal scenario presented in this issue, you'll need models to represent the various characlers
involved. The miniatures on this page are our suggestions.

' Heinrich Kemmler,

' The Lichmaster £7 | Krell £7  Skaven Warlord _ £6
i to i
| A great and powerful Necromancer, | | Once a mighty Chaos Warrior, Krell led | | The most cunning and vicious warrior in |
| Kemmler has been to the edge of defeat | | his barbarian hordes against the Dwarfs, | the Skaven army, the Warlord leads from |
{ and risen again, more powerful than | | before the birth of the Empire. Now Krell | | the rear orchestrating his diabolical |

| before. Now once again the name of the | | walks again, terrorising the Old World at | | plans. More than capable of matching a |

| Lichemaster strikes terror into the hearts | | the Lichmaster’s side. | | foe in close combat, the Skaven Warlord

i of ordinary folk throughout the Old World. | || is not to be underestimated.

' Bagrian, Abbot of la Maisontaal £4

Bagrian’s obsession with fighting against all forces that can upset the balance of nature |
| has recently led him to the capture of ane of the vile Skaven artifacts known as the Black |
| Arks of the Horned One. Now he and his monks will pay the price for such a daring act.

The model used for Bagrian is an Empire Wizard.

Tancred, Duc de Quenelles £6
. The Duke of Quenelles, historically the victor of the Battle of la Maisontaal, is the avowed
| enemy of Kemmler the Lichemaster. The Duke has pledged to hunt down and slay the

| Lichemaster and wipe out his followers for good. To this end, the king has presented him
| with relic weapons which are potent against the living dead.

: The model used for Tancred is the Grail Knight Champion.




Warhammer Regiment Boxed Sets £15 each

You can buy the Warhammer Regiment boxed sets from your local Games Workshop stors. independent stockist, or direct from Mail
Order. They are a great way to begin building your army. Each one contains a core unit of freops. including weapon variants and parts
| for command models.

Warhammer Regiment Sprues Available only from Mail Order

! Mail Order also has a component parts service, allowing you to buy separate sprues from the regiment sets, or individual parts of
| particular models. You can use this service to bolster your units with extra models, or build your own conversions to personalise your
army. Give Mail Order a ring on 0115 91 40000 for more details.

War of the Beard
Dwarf Special Characters

Dwarf War of the Beard armies can only be used in games against High Elf War of the Beard armiss. as these were the historical
opponents. The miniatures on this page are our suggestions for representing the Special Characiers involved

Brok Stonefist £3

Brok Stonefist was a mighty warrior renowned for his knowledge of the ancient tunnels that
zig-zagged beneath the ground, linking the ancient Dwarf Karaks. He fought with great skill with his
rune-encrusted pick, and his ancient Dwarf armour saved his life on many occasions. A powerful
leader, Brok was one of the key figures in the War of the Beard.

The model used for Brok Stonefist is the Dwarf Miner Champion.

Crazed Khargrim £3

Crazed Khargrim was a ferociously unhinged maniac, deeply disturbed by his long imprisonment by the
High Elves during the War of the Beard. Having escaped from their dungeons he fought with a fury
unmatched in any Slayer.

Crazed Khargrim is based on the Dwarven Blood Bow! Star Player ‘Grim Ironjaw’. This kit requires some
fine chain to complete and is only recommended for experienced hobbyists. You can buy fine chain from
Forge World; just give them a call on 0115 916 8177.




SUBSCRIPTION OFFER!

Subscribe today to White Dwarf magazine and you’ll not only get the
world’s best selling wargames magazine delivered to your door every
month, you’ll also receive a free gift voucher and regular special offers!
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Take out a one year subscription today for
£40 and you’ll get a free £10 gift voucher!

Or take out a two year subscription for
£80 and you’ll get a free £25 gift voucher!

Both subscriptions give you savings on
the cover price, regular subscriber-only
special offers and your magazine is
delivered straight to your door!

Call now on 0115 91 40000

or visit our on-line store at

www.games-workshop.com
for more details!




USING MAIL BHDEH

Using WMall Order couldn't be easier.
You'rs ;us_t fuur steps. away from ihe

1 Choose your purchases
Choose. the rnlmaiures and products
a to m

0
Ca?alugtaa or some of the many
madshms that we: send to regular Mall

2 Place your order
There are many ways you can do this:
= You can call one of our frigndly.

Place your ordaf in yaur local
(Games Workshop store.

You could alsa fill in the form on
1 right and pop itin the post

O, if ynu prefer you ean 158 oUr
Mail Order on-ling store at
W, game&workshap co. uk

Jf you notlfy us wﬁhh‘r seven days
of :

.pleased 10 offer ynu acredit note
-ur refund your money as s00n &s

¥ 5 11
Please note that we cannot offer
'refunds on sealed wdeo recurdingg-.

: magazrrres and pertndlcats

3 Postage & Packaging
1f you five in the UK you have three
cholces.
+ For £7 your order will be picked
and dispatched
DeII\rery- and will b

your order be!ore 1pm
* For E4 your order wli! be mekad

yithin 3-4 wnrlnﬁg days
= For Ea'your order will be: plckead
Secon: !

within 7-10 worki f.days

Pastage and packing on overseas
orders is dealt with by weight. Please
cafl one of our Phone Trolis for

4 Unpacking & Playing
All that remains now is to unpack
your purchases and get them on- the

Battiefield!
GW MAIL ORDER
WILLOW ROAD
LENTON
NOTTINGHAM
NG7 2WS * UK

Contacting us by phone

Mail Order have set up phone lines speoi
Order even simpler! These linas o
& advice service and the compon

We kzve 2 dedicated team ready and waiting to take your calls,
Phoss us now to place your order, and also find out the latest
g=as, special offers, and upcoming new releases.

Dezz izi=focnliin is speciaal opgezet voor onze Nederlandstalige
kiantza. Eea Nederlandstalige telefoon operateur is ter beschikking
woor 2l ow telefoontjes. Indien de lijn bezet is wordt u doorverbonden
mat e2n Engalstalige operateur.

Deame limie e specielt lavet til de danske kunder. En Danskialende

traid sideer kiar og venter pa dit opkald. Hvis linien er optaget vil du
E5ws s2adt videre Ul en Engelsktalende operatar.

De=s=z lisje 3r speciellt tir svenska kunder. En svensk talande
2peraiic vistar pa ditt samtal. Om det &r upptaget koplas samtalet
5% =2 eagelskoperalr.

: Dutch  ++44115 9168255

Danish ++44115 9188506

Swedish ++44115 9188507

= Rules service and advice - If you have a gaming
or hobby guestion, give us a call.

Mﬁm arﬁer- Why wait? If you like a product,
p r Special postage rates and delivery
on the .z, :‘ reiease!

» Open 7 days 2 week — 8am 1o 10pm. Hours may
n Bank Holidays!

What Mail Order can do for you

= Component part service — Ma' Ord
extensive range of current and back
miniatures.

« Delivered to you door - Set posiage rate
matter how much you order!
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DESCRIPTION/CODE PUBLICATION/PAGE | PRICE | QTY | TOTAL
Cheques to be made payable to Games Workshop Ltd. SUBTOTAL:
Sterling only. POSTAGE & PACKAGING:
GRAND TOTAL:
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