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EDITORIAL

THE FUTURE ISN'T BRIGHT — IT’S DARK, SPIKY AND MALICIOUS...

Champion of Chaos
designed by Jes Goodwin
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THE FELLOWSHIP OF THE RING \o/.

This month’s The Lord of The Rings
coverage starts on page 99.

We take a look at the incredible Bree
gaming board as well as chatting to Alan
Perry and Michael Perry, who sculpted
many of the miniatures for The Lord of
The Rings.
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Without a doubt, the biggest new thing
this issue is the release of the new
Hordes of Chaos armies book for
Warhammer, and the attendant swathe
of new miniatures.

Chaos is the malevolent backdrop to
the world of Warhammer. lts insidious,
manipulative nature permeates all
across the world. Not only has it had a
makeover in terms of rules but it will
also have a huge impact on current
events in the Warhammer world. This
all kicks off in our battle report next
issue as an Empire army tries to halt
Archaon’s army before it grows too
large to stop. But this is only the
beginning of a chain of events that will
rock the Warhammer world as we
know it.

This issue, however, we focus on
Chaos Undivided, replete with Chaos
Warriors, Marauders and Chaos
Knights. Chaos is such a big release
for the Warhammer community that
we'll be devoting a month to each of
the Chaos Powers, starting next issue
with the Blood God, Khorne.

I've always fancied doing a Chaos
force but have been distracted by
other armies. Until now. The new
models are, in my opinion, the best
miniatures Games Workshop has ever
produced. The moment | saw Brian
Nelson’s new Chaos Knights was the
moment | sold myself to the Dark
Powers. | won't even mention the
sheer perfection that is the new
Archaon model. I'll be chronicling how
| get on with my new army over the
next few issues and, will hopefully lay
to rest the misconception that you
need a 2,000 point army to enjoy
playing Warhammer.

SUBMISSIONS All material submitted to us for publication is only

an the otion that the copyright i it is, by the very act
of submission, uncondiionally assigned by the author as beneficial
owner and with full title guaranieed to Games Workshop Limited, We
also retain the right 1o edit andfor amend all material as we see fit
So, if you do not wish to assign copyright in this way, please do not
sand ue your submission. We're afraid we cannot work in any other
way!

CORRESPONDENCE We walcome comments about White Dwarf,
Games 'Noakshrgf mes and Citadel miniatures. Al letiers excepl
subserptions a

Games Workshop, Willow Road, Lenton, Notlingham NGT 2WS.

Please mark your envelope clearly with the name of the game you are
writing 1o us about. it you want a reply you must encloss a sell-
addressed stamped envelope (overseas readers should include IRCs).

We recaive an enormous amount of mall. We do read every Iatter but it

may take a fittle fime for us fo reply fo you, so please be patient!

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

Mail Order should be addressed to: The White Dwart,

So, that's Warhammer — what about
the other game? You know the one
with guns and tanks: Warhammer
40,000.

By now you'll have noticed that this
issue comes with a huge free poster.
This double-sided beauty has a superb
cutaway illustration of the new Space
Marine Predator which is released as
a plastic kit next issue. The poster is a
veritable artifact and has been
designed to sit well alongside the Land
Raider poster we brought you in
WD245. On the flipside is the
awesome Hordes of Chaos armies
book cover art by Adrian Smith.

The down side of this lovely poster is
that it's taken a lot of resources to
produce and something had to give. In
this case, it's this issue’s battle report.
Battle reports take a vast amount of
time, effort and resources to make and
it has been a tough choice as to
whether we do the poster or the battle
report. In the end the poster was too
cool an opportunity to miss, so the
battle report takes a well earned rest
this issue.

Fear not though! Battle reports return
next issue, and believe me it's a belter
as the Lord of the End Times,
Archaon, takes to the battlefield and
launches his invasion of the Empire. In
fact WD273 has
TWO battle
reports for the
special reason of
— doh! out of
space...
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The skeletal warriors of the Necron race have lain
dormant in their stasis-tombs for millions of
years. Now, ancient portents are realised and a
horror from the darkest depths of pre-history
awakes...

Don’t miss next month’s White Dwarf where the
full extent of the Necron attack will be revealed.

As a prelude to the attack, the Necron army boxed set is out this
month. This new set is brimming with new miniatures and
includes a special edition Necron Lord (pictured below).

The Necron army boxed set contains:

* Codex Necrons

* 24 Necron Warriors

+ 5 Necron Immortals

* 2 Necron Wraiths

* B Necron Scarab Swarms

* 3 Necron Destroyers

* 1 Tomb Spyder with
assault weapons

* 1 Tomb Spyder with a
particle projector

Necron Lord designed by Mark Harrison.
This model requires assembly.

NECRON ARMY DEAL ...£135.00
Denmark kr 1,500.00

Sweden  kr 1,800.00

Norway  kr 1,800.00

Euro 225.00

FRESH PASTURES

Two popular Games Workshop personalities have recently settled
into new jobs here in the Studio.

Formerly part of the Warhammer games development team,
Alessio Cavatore now heads up The Lord of The Rings games
development department. Alessio is a huge The Lord of The Rings
fan and is thrilled with his new title: Ringbearer!

The other person is designer Jes Goodwin. A longtime favourite of
many hobbyists, Jes’s distinctive style has a marvellous longevity
— which of us doesn't have a Jes Goodwin miniature as one of our
favourites? Jes is now our 3D Design Manager and is busy
ensuring our plastic and metal miniatures are all equally fantastic.

We'd like to offer our hearty congratulations to them both!

1

In addition to |
their new range
of Rhino door |
components, -1
Forge World have
also produced !
new reinforced
and spaced
armour plates .
and a new |
dozer blade. |
|




BLACK LIBRARY
DAY: 26TH MAY

Currently the Black Library acolytes are
immersed in organising Black Library
Day, taking place at Warhammer World
on the 26th May. It's a joint event
between the Black Library and Forge
World and will provide an opportunity to
meet their talented writers, artists and
sculptors, play a hall-full of specially-
themed games and be the first to grab
their latest big releases. Special guests

will include Dan Abnett and Fanatic, plus

Sabertooth, who are running
Warhammer World's first ever official
Warhammer 40,000 CCG tournament!

For more information see the Black
Library Events website at
blacklibrary.com/events. Tickets are
priced £7.50 and are still available
through Mail Order and on the Online
Store.

267H MAY 8 WARHAM
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We are pleased to announce that
Heat 2 tickets for the Warhammer
40,000 and Warhammer Grand
Tournaments will go on sale in May.
Warhammer Heat 2 tickets will be
available from May 4th 2002, and
Warhammer 40,000 Heat 2 tickets
from May 11th 2002. Tickets for both
events are priced £40 each.
Competitors will also have the option
of purchasing a meal on the Saturday

THE SOUND OF BATTLE

This month sees the release of ‘The
Sound of Warhammer 40,000 —
Chapter 1. This is the first of three
music CDs with music influenced by
the Warhammer 40,000 universe.
The CD features a variety of
electronic music artists such as Kim
Cascone, Zombie Nation and
Johannes Heil amongst others. There
are two further CDs in the pipeline
and for more information check out
their website at;

www.art-of-perception.com

i 1 SOLND OF WARHAMMER 0000

night of each tournament for an
additional £5 and one of the specially-
commissioned Grand Tournament
2002-2003 season t-shirts for £8. All
the tickets are available from UK Mail
Order ONLY. Tickets for both events
will go on sale from 8am on the above
dates and are expected to sell out
quickly, so call early to avoid
disappointment.

GRAND TOURNAMENT ANNOUNCEMENT

BULLET POINTS

@® The Studio's Warhammer campaign has
taken to the high seas this month with the
introduction of games of Man O'War. The
latest game saw Matt Hutson's Dark EIf
fleet pitted against the Bretonnians of Tom
Hibberd, accompanied by cries of “you
sank my battleship!"

@® Having just finished work on Hereticus, the
last novel of the Eisenhorn trilogy, Dan
Abnett will be writing another Eisenhorn
short story for Inferno! 31, set between the
last two novels. We've also heard that he is
considering penning more inguisitor novels,
possibly involving a character from the
Eisenhorn books...

We can reveal that Games Day and
Golden Demon will be held at the
National Indoor Arena, Birmingham on
September 29, 2002.

SPECIALIST GAMES

The Fanatic team have been busy over the
last month working on the new Dark EIf
Warmaster army, including some scenery
themed specifically to the race. Also, fans
of Battlefleet Gothic will be pleased to hear
that a new annual featuring all the best
rules from the Battlefleet Gothic magazine
is also in production.

Finally, for Mordheim there will be a new
set of Sisters of Sigmar miniatures
available soon allowing players to field a
range of weapons other than just hammers
and whips...

| TOOTHPICK MURKE  £12.00

This model allows r)u to take a new type of
| character, the Path

} OUT THIS MONTH:
|
|

inder, in your games of

| Inquisitor. The complete rules for using Toothpick

Murke are available in the Exterminatus 2
| magazine.

This blister pack contains one Toothpick Murke

online store.

Designed by Alan Perry & Michael Perry.

|
1
|
| model and is available from Mail Order or our
| This model requires assembly.

|




Golden Demon - The premier miniatures painting competition

Awesome ° Participation ° Design ° White ® Forge ® Fanatic Black
Mega Battles Games studio ® Dwarf ® World ® studio @ Library

Sunday 29th September 2002
Birmingham National Indoor Arena

TICKETS FOR THIS FANTASTIC EVENT WILL BE AVAILABLE SOON
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At the forefront of all Chaos warbands
stands a dreaded Champion of Chaos.
Their high Weapon Skill,
Strength and Artacks as

well as access to Chaos

magic items make them

some of the most lethal killing
machines in Warhammer.

Designed by Jes Goodwin, a
Champion of Chaos is available
in a blister pack and can
represent an Aspiring
Champion, Exalted Champion
or Lord of Chaos.

1his model requires assembly.

OHS OF CHADS

vailable now, this 112 page book (written by
Gav Thorpe, Rick Priestley, Anthony Reynolds and
Alessio Cavatore), contains complete rules and
background, plus a full colour painting and
modelling guide, for the servants of the Chaos gods.

Chaos armies are extremely effective in close combat
and relatively small in size, but they make up for
this in potency. Chaos Lords, Greater Daemons,
Marauders, Knights of Chaos, Bloodletters of
Khorne, Spawn of Chaos and many of the other
varied troop types available to a Chaos general

all excel at smashing the enemy at close quarters.

A Sorcerer of Chaos unaligned by a
Mark of Chaos has access to spells
from the Lores of Fire, Death or
Shadow. Clad in Chaos armour, they
are easily capable of taking on the
enemy in hand-to-hand combat as
well as with their devastating magical
attacks.

Designed by Alex
Hedstrom, a blister
pack contains one
Sorcerer of Chaos
and a familiar,

These models
reqiiive assenthly.
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i KNIGHTS OF CHA
Knights of Chaos are one of the most
devastating cavalry units in Warhammer,
combining resilient armour and awesome close
combat power. Furthermore they can be
upgraded to the deadly Chosen Knights of
Chaos who are encased in
Chaos armour as well as
having extra Attacks.

()8

Designed by Brian Nelson, Knights of Chaos can be bought as a
regiment set containing five Knights including a Champion,
Standard Bearer and Musician. Knights of Chaos can also be
collected singly in blister packs.

These models require assembly,

Slaanesh
Knight of Chaos

TMamuders of Chaos v__ﬂ

armed with flails.

At a basic cost of 5 points, Marauders of
Chaos are the cheapest Mortal unit available,
giving a Chaos general the option of ficlding
large expendable units. However, their low
points cost doesn’t mean they are weak; at
Weapon Skill 4 and Initiative 4 they are still
superior to many of the Core troops in other
Warhammer armies.

Designed by Alex Hedstrém, Juan Diaz & Mark Harrison, they are available as a
regiment boxed set containing 16 plastic Marauders of Chaos including enough parts
to equip them with either flails or hand weapons and shields as well as a Chieftain,
Standard bearer and Musician,

© Marauders of Chaos armed
with band weapons & shields.
i

These tmodels require assembly.
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h'lm g tht‘ ﬂ.mks of E‘ht‘ enemy \'\rth [ht‘ll‘ thrc
| and spears, or supporting the elite Knights of Ch:
. thunder into the opposing battle line.

Designed by Gary Morley, the
set containing five
Chieftain, S

Horsemen

singly in blis

Chaos Marauder Horsemen
armed with a throwing spear.

10 AT SUNI]HY [4TH JULY 2002
WARHATTMER WORLD

E - A day of Chaos tainted activities! Play Chaos
“themed Warhammer, Warhammer 40,000 and
specialist participation games. Develop your
" modelling and painting skills in one of our Chaos
Masterclasses. Learn about the Chaos threat in our
question and answer seminars. Plus Mail Order,
Forge World, Black Library, Fanatic and special

-

i 4 guests! The time of Chaos is upon us!

Tickets available fro ?.a ail Order, direct from Mail Order on 0115 91 40000,
or on the internel o u-wurkshup comy/storefront. For more information
e AL J.)ll thﬁ‘hl‘l(l other events visit www.games-workshop.com/events

i HORDES OF CHAOS




Warriors of Chaos form the backbune of a mortal Chaos
warband. However you choose to equip them they are
fully capable of beating the best troops your opponent
can throw at them. Furthermore they can be upgraded
to deadly Chosen Warriors of Chaos, encased in Chaos
armour and with extra Artacks. -

Designed by Aly Morrison & Dave
Andrews, these models are
available as a regiment boxed
set-¢ontaining 12 plastic
Warriors of Chaos, including
enough parts to equip
them with halberds and
shields or hand
weapons and shields as
well as a Chieftain,
Standard Bearer and
Musician, The boxed set
also contains a Chaos
mutations frame giving
you the option to upgrade
them to Chosen. éhocen
Warriors of Chaos

These models require assembly.

Warriors of Chaos
armed with balberds

Slaanesh Chosen Warrior of Chaos

w PRICE LIST

HORDES OF CHAOS ARMY BOOK._..... 21200
Denmark kr 150.00 Sweden kr 180.00
Norway  kr 180.00 Euro 20.00

CHAMPION OF CHAOS.....ovicee 2100
Denmark kr 75.00 Sweden kr 90.00
Norway  kr 90.00 Euro 11.00

WARRIORS OF CHAOS REGIMENT.... 21500
Denmark kr 185.00 Sweden kr 225.00
Norway  kr 225.00 Euro 25.00

KNIGHTS OF CHAOS REGIMENT.........52500
Denmark ke 300,00 Sweden kr 350.00
Norway kr350.00 Euro 40.00

KNIGHTS OF CHAOS BLISTER....mm 600
Denmark ke 65.00 Sweden kr 75.00
Norway kr 75.00 Euro 10.00

CHAOS MARAUDER HORSEMEN REGIMENT.520.00
Denmark kr 250.00 Sweden kr 300.00
Norway  kr 300.00 Euro 35.00

CHAOS MARAUDER HORSEMEN BLISTER.....£500
Denmark kr 55.00 Sweden kr 65.00
Norway kr 65.00 Euro 8.00

MARAUDERS OF CHAOS REGIMENT ........... 41500
Denmark kr 185.00 Sweden kr 225.00
Norway  kr 225.00 Euro 25.00
: SORCERER OF CHAOS ... £3.00
j S L i > Denmark ke 185.00 Sweden kr 225.00
Warriors of Chaos armed with balberds and shields N S, } | Norway  kr 225,00 Euro 25.00 i
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lcome to this month’s Arcane Lore. Oops, no it’s
Warhammer Chronicles. Apologies to those who are
confused, but following some thinking about White Dwarf, myself
and Paul Sawyer realised that the lines between Arcane Lore and

{ Warhammer Chronicles have become blurred over the months, and
| so we've decided to go the whole hog and put all Warhammer
rules-related stuff into this one column - no more Arcane Lore I'm
. afraid, but you won't be missing out because it’ll all be here

" instead! Anyway, enough explanation - you want to know
everything about Warhammer Armies: Hordes of Chaos.

AT KA
W) D= ; Chaos; it’s the root of Warhammer. It is

a defining part of the background and a
cornerstone of the Warhammer world.
The pedigree of Chaos dates back to the
founding of the game as we know it,
way back in the first edition of
Warhammer (more on this later). So
pretty important then, you'll agree. Over
successive editions of Warhammer, there
have been numerous attempts to codify
and clarify and otherwise tame the
eclectic and unruly forces of Chaos into
army lists. Some have succeeded more
than others, and there has always been a
compromise between allowing the
flexibility that a Chaos army deserves,
and the necessities of game balance.

| VY
LJJU'“ 0

10 WARHAMMER CHRONICLES

So this was our task — produce an army
book that had all of the flavour of
Chaos, incorporating the wide variety of
troop types, Daemons, monsters and the
various Chaos powers, and all with rules
and army lists that would provide
challenging but fair Warhammer battles.
Hmm, there was much donning of
thinking caps, I can tell you!

= b SOLUTION
It was decided from the outset that this
b army book would focus on Warrior
armies and Hosts of Daemons. The
Beastmen would get their own list in the
fullness of time, and there are other
concerns with them that need sorting
out first. So, 1 went away, briefed up the
Warhammer team, and between us we
created Warhammer Armies: Chaos. We
had two army lists, one for warriors and
one for Daemons. However, rather than
being completely separate from each
other, elements of these armies appeared
in both lists, allowing players to have
Bloodletters in their Warriors army, for
example, or Knights of Chaos in their
Daemonic force.

We came up with some rules for the
different Marks of the Gods and
Daemonic Gifts for the Daemon Princes,

A mighty hmdt.of Chaos
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we began work on the magic spell lists
for the different powers, started
playtesting in earnest and it was all
coming together quite nicely. Or so it
seemed, though I had some niggling
doubts. Then I went on holiday...

After a relaxing and refreshing week in
the south of France, having recovered
from the stresses and strains of such a
gargantuan project, I returned to work
looking forward to some more
playtesting and putting the final touches
to the army lists and magic items.
Unbeknownst to me, in my absence Rick
Priestley and Gordon Davidson, along
with other senior members of the
Design Studio, had quite rightly been
looking at what we were doing. In
several long conversations and lots of
soul-searching (as opposed to soul-
stealing, which is a Dark EIf thing), we
looked at what we had opted to do and
where we were going, and in the end
decided that we had taken a wrong
. turn somewhere. Basically, the rules

= were serviceable enough; we had
managed to cover all the bases in
background terms, and the project was
on schedule. But all in all, it wasn't
really as exciting and special as a Chaos
book should be.

It was hard to put our collective finger
on the problem, but it basically boiled
down to a simple factor — there was too
much stuff in the book! The Bestiary
“descriptions were too brief and there
wasn't enough space for art. The army
lists repeated a lot of information
needlessly, and all of this took up space
from background on the Chaos gods,
details of the Dark Tongue and lots of
other cool information and stories. In
short, although functional, the army
book was, to be quite frank, a bit dull
and uninformative because we had tried
to cover too many things at once. The
lists themselves, although more flexible
than those in Ravening Hordes, were
also still too restrictive in choices.
What, for example, if a player
wanted a really big army with
both a Chaos Lord and a
Greater Daemon? Well, it
couldn’t be done with
8 the rules that were in
place. There were other
concerns too for, in our quest
to fit stuff in, certain creatures
(particularly types of Daemons)
had been sacrificed, with a view to
reintroducing them in a second
volume. This was felt to be a bad
idea, as many of these were actually
' iconic images of Chaos, so they had to
be put back in. But where?

In the end, we made a bold decision. We
not only scrapped the two army lists we
had already beenaworking on, but went




back to the drawing board regarding our
whole approach to Chaos. As we'd
realised earlier, one book would never

be enough for everything, but we looked §

again at where to draw the lines and
split the Chaos project down into more
manageable chunks. The time already
spent wasn't wasted — after all most of
the rules were still perfectly okay — but it
did mean some serious ‘nose to the
grindstone’ time for all involved.

Warhammer Armies: Hordes of Chaos is
the first volume in that new approach.
Rather than trying to be a main Chaos
list which would then get added to, we
decided to pretty much chop Chaos
down the middle. In one half we have
what we termed mortals (Warriors,
Marauders, Chaos Lords and the like)
and Daemons. In the other half we have
the Beastmen and monsters (Chaos
Trolls, Minotaurs, Dragon Ogres,
Chimeras and so forth). I devised a
system which allows any of these units
to be taken in an army, but the rules and
army list entries themselves would be
split over two books — this one and its
companion volume, due out in another
year or so, Beasts of Chaos. This is how
it all works:

THE AB
The Chaos army list works pretty much
like any other Warhammer army; with
two quirks which make it possible to
have such variety whilst maintaining
game balance. The list has Lord and
Heroes just like other lists, and here
vou’'ll find Chaos Lords, Daemon
Princes, Aspiring Champions, Exalted
Sorcerers and all the other character

T LIS

1

WHAT IS CHAOS?

For those of you sew to Warhammer who
might be a bit baffled by all this
excitement, here is a (very) brief explanation

Df Chaos_

In the dim prehistory of the Warhammer
world, the Old Ones ruled. They created the
races and shifted the continents, wielding
incredible power. But disaster befell them, and
the great Gates they had constructed at the
poles of the world to travel from star to star
imploded. releasing the encrgy stored inside.
This encrgy now pours into the world, in the
form of the Winds of Magic. and it corrupts
and twists :\rcr)rthing it comes in contact
with. In essence, it pollutes the whole world,
slowly and irrevocably changing it. In a
distant age, the High Elves of Ulthuan
managed to bind most of this cnergy to the
Northern pole, and the Realm of Chaos was
created, a region of scething energy that
defies pature and the laws of time and space.
Here dwell the Daemons of Chaos, and their
masters, the Great Gods of Chaos. On
occasion, this Chaos energy surges forth and
the Dacmons can manifest themselves over a
wider and wider area, bringing havoc and
mayhcm.

L types. However, the way the Core and

| Special choices work is resolved

'~ differently. The list in Hordes of Chaos
j contains Mortals and Daemons. If your

general is a mortal, then Mortal units
count as Core and Daemonic units
count as Special. If your general is
Daemonic, it’s the other way around. On

| top of this we have Rare units as normal,
| which in this volume draws in Spawn of

, Chaos and Dogs of War (for non-

Around the Realm of Chaos lie the Chaos *
Wastes. Here there live many tribes and
barbaric people, usually referred to as
Marauders. Nlany are nomadic tribes, who
live ]:l)r raiding the richer and more
civilised lands to the south. Amongst their
number are those said to be chosen by the
gods - who cvidence remarkable skills and
gifts brought about by their contact with
the Chaos energy spilling from the North.
These Chosen aspirc to great glm‘y and
honour, and pray to the Dark Gods
through conquest and plunder. They are the
rulers of the Marauder tribes, and battle
amongst themsclves for the favour of the

gnd&

If a Warrior is great cnough, he will rise
to a position of power and become a
Champion of Chaos, taking the first steps
on the path to cternal life and cverlasting
power. Such fierce warriors lead armics of
their followers in the great incursions,
summon Dacmons to their aid and make
pacts with their gods, in return for even
more power and esteem.

Daemonic armies, at least). There are of
course a few other restrictions, such as
Warhounds of Chaos not counting
towards your minimum number of Core
units and such, but that's pretty much it.

This means that whether your general is
Mortal or Daemonic shapes the rest of
the army, but in theory you have access
to every type of unit available to a Chaos
general. Now this may seem open to

Empire villagers flee from a warband of Marauders.




horrible abuse, but in practice it has
worked out to be remarkably well
palanced, and actually I'm much more
pleased with this uber-list than the two
separate lists we had started out with.
Not only is it shorter, allowing more
space for the background information
players crave these days, but it is also
more characterful of how a Chaos army
works. And, oddly enough, it just feels
right — my Games Developer gut instinct
tells me that it hangs together a lot more
nicely.

It also makes Beasts of Chaos a relatively
straightforward task when we get to it -
we simply have the Beasts category,
which works the same way as the
Mortals and Daemons, so if you have a
Beastman general these two become

- Special, whilst Beasts are Core, and s0
on. Put some more monsters into the
Rare choices and the whole thing's a
done deal!

Another way the army list is restricted is
by the use of the Chaos Marks, and
these also reinforce the point that a
Chaos army is held together more by the
personality and domination of the
character leading it than by anything
else, If your general has the Mark of
Khorne, for example, then all the units
in your army must either have the Mark
of Khorne or the Mark of Chaos
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Undivided — this means no Tzeentch
Champions in your army, or Slaanesh
Daemonettes.

This came about for several reasons.
Firstly, as a measure for limiting some of
the immense flexibility of the list, and as
an indicator of the rivalries between the
different Chaos followers. Also, it gave
us an opportunity to make Chaos
Undivided a genuine choice for players.

In the past, Chaos Undivided has usually % s

been held in low regard by players. The
advantages were not very obvious at all —
such characters were cheaper because
they didn’t pay for a Mark, but that was
it. Such an advantage isn't very
appealing at all, because paying the
points to get frenzy or a magic level isn’t
really a penalty, is it? So how could we
make Chaos Undivided a viable option.
Well, firstly we gave it a special rule, just
like the rest of the Marks — in this case it
is the ability to re-roll failed Psychology
tests, which is pretty useful for units
which have a Leadership of 8 or 9!
Secondly, through the army list, we
allow generals with the Mark of Chaos
Undivided to have any mix of Marks in
their army; their strength of will allows
them to overcome the animosity
between the different powers and ally
together followers of Nurgle with
Khorne Daemons, and so forth. All in
all, I think that puts them on an even
playing field with Champions of specific
gods.

And it's not just characters that get
Marks of the Dark Gods anymore.
Regiments of Warriors and Knights, as
well as chariots, can be given Marks too.
This gives players an even wider choice
of troop types; who can resist a unit of
Khorne Chaos Knights with frenzy and
generating an extra Dispel dice, or a
large regiment of Nurgle Warriors which
causes fear!

I doubt it comes as a surprise to most
players that we've devised three new
spell lores for Chaos; one each for
Tzeentch, Nurgle and Slaanesh. Like all
spell lists, we tried to make sure that
each had a distinctive feel to it, and that
started with the names. Such Nurgle
delights as Effulgent Boils and
Glistening Scabs, or the Slaanesh
glamour Enrapturing Spasms, all help to
evoke the right feel. But more than this,
each spell list performs a slightly
different role on the battlefield. As might
be expected, Tzeentch magic is the most
offensive in general, with spells such as
Indigo Fire of Change which can turn
the enemy into more Horrors for your
army, and Blue Fire of Metamorphosis
which blasts the foe with a random
number of random Strength magic
missile attacks! Nurgle is more directed
towards hampering the enemy’s
capabilities, with spells such as Glorious
Afflictions that halves an enemy unit’s
Movement, while Slaanesh is less
outright in its destruction, but with
spells such as Titillating Delusions,
which lures an enemy across the
battlefield out of control of your
opponent, and Luxurious Torment, that
allows you to make a unit frenzied but
at the cost of suffering hits, encourages
more considered use of your
spellcasters’ abilities.

There are also a whole bagful of
different magic items for Chaos
characters to choose from. With the
magic weapons in particular, we ran into
a bit of a problem — just what would you
want to give to a WS 9, Strength 5 Chaos
Lord that compared favourably with a
simple great weapon or flail? Well, we
managed to come up with a fair few; my
favourites include the Berserker Sword
which grants additional Attacks
depending on the Unit Strength of the
foes the character is fighting, and the
Sword of Change that potentially turns
slain enemy characters and monsters
into Chaos Spawn! But it’s not just
hacky weapons though; there's some
cool enchanted items like the Bindings
of Slaanesh which enable you to drag an
enemy character into a challenge with
the Champion, and the Chalice of Chaos
which turns the character Daemonic, as
well as entertaining talismans such as
the regenerating Crown of Everlasting
Conguest. - a =
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A Warband of Chaos battles its way through the Undead to reach the Vampire master. 1

With all these magical toys for the
mortal characters to play with, it would
have been churlish of us to deny such
fun to players with Daemon Princes, and
so we revised and expanded the list of
Daemonic Gifts first previewed in the
Warhammer Annual 2002. One of the
simplest but most characterful is Master
of Mortals, which for a mere 5 points
allows your Daemon Prince to lead a
mortal army. This nicely represents him
remaining with his warband after his
ascension rather than flitting off to the
Realm of Chaos to join the Daemonic
hosts. Other examples are the Tzeentch
gift Power Vortex, which allows a
Daemon Prince to sacrifice Wounds to
generate more Magic dice, and Might of
Khorne which adds +1 to the Daemon’s
already considerable Strength.

AT R
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While Alessio, Anthony and I beavered
away at successive versions of the rules,
Mr Priestley was turning his hand to the
portrayal of Chaos in background terms.
Chaos has always suffered slightly from
its amorphous nature, and trying to give
Chaos armies, and the unnumbered
worshippers of the Dark Gods, more of
an identity was the challenge that Mr R,

faced. In the end, I think he's managed A4

to convey a good sense of what it means
to be a barbaric warrior living in the
north of the world under the shadow of
Chaos. He explains why it is that such

- men must by necessity worship such

gods, for they live on the very edges of

. survival, and the Chaos gods are the
| strongest patrons any would-be

conqueror could hope for. We've also
focussed more on the enmity that exists
between the Northmen and the
southern lands such as the Empire and
Cathay, which has lasted for untold
generations. All-in-all, it gives Chaos a
much greater sense of depth then just
being the bad guys in spiky armour —
after all, they all have goals and
ambitions, a society to live in, and
dreams of honour and glory just like a
High EIf Prince or a Bretonnian Duke.

| We've also updated a few things,

A bringing Archaon’s story up to the

present (with his discovery of the final

N4 gift he was looking for — the fabled

Crown of Domination), and filling in
details about the mysterious Dark Master

| and why he tried to conquer the island
. of Albion.

So, Hordes of Chaos is not the finish of
Chaos but merely the start of a massive,
ongoing project. Of course, we have

Warhammer Armies: Beasts of Chaos to
do (which we hope to preview in this
column in about half a year’s time), but
even then our task will not be done.

For a start, there are still troop types
that we couldn't fit into the punishing
design schedule we set ourselves when
redesigning pretty much all of the Chaos
range; there’ll be a plastic Beastmen
regiment some time in the future,
perhaps the return of mounted
Daemonettes and some of the other
missing ereatures we had to leave out
simply because we would have never got
the book finished. There will be more
special characters, such as Be'Lakor -
the accursed Dark Master, and Crom the
Conqueror — Herald of Archaon, and of
course, over the coming months and
years we will be following the most
recent incursion of Chaos as the might
of Archaon’s horde sweeps down upon
the world.

So, in a nutshell, Chaos has been lots of
hard work, but with an end result that
more than merits the amount of effort
that has gone in to it. The Warhammer
world is about to quail once more
before the might of the Dark Gods, and
never has there been a more exciting
time to be involved in the Warhammer
hobby. Watch this space!
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Let us take you on a journey
into the Realm of Chaos, where
space and time do not exist
and we can go to places and
look at things that were, that
are and that might well be
(insert your own wibbly special
effect here if you like...).

The origins of Chaos are rooted in the
origins of the Warhammer game itself.
Many years ago, there was a man called
Bryan Ansell, He was the owner of
Citadel Miniatures and he had a vision.

Jobn Blancbe s artwork for fbe original
Realm of Chaos cover, that didn’t quite make
it into 1st edition Warbammer.

The many

faces of

Chaos down
the ages.
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He wanted a set of wargames rules for
all of the wonderful soldiers his
company made. Enter the brilliant,
handsome, young Rick Priestley,
debonair games designer and part-time
experimental wig manufacturer. Along
with his comrades, amongst them the
equally flawed genius Richard Halliwell,
Rick designed Warhammer, a battle game
for fantasy toy soldiers.

But Bryan wanted more, he wanted a
whole world populated by Orcs,
Goblins, heroic Elves and spiky warriors
with lots of armour and mutations.
Inspired by 70s fiction and art, notably
the Elric books of Michael Moorcock,
Brian wanted Chaos in his Warhammer
world. It was to be a world very much of
its time, overshadowed by apocalypse,
riddled with noisome mutants (not that
there were many mutants around in the
early 80s, just bad hair!), verging on
imminent destruction and embroiled by
constant war. He wanted a world that
was strange and abominable, distinctive
from much of the high fantasy that was
growing in popularity at the time. And at
the heart of this grim world sat Chaos.

First edition Warhammer was barely out
the door when Bryan passed on his brief
for Realm of Chaos to the rising star
Priestley in the form of a hefty
manuscript hand-written in green felt
pen... Undaunted, Mr P set about
rcalmng the goal of a game that allowed
players to set their rampaging warbands
against each other, gaining
Uncontrollable Flatulence and Brightly
Patterned Skin into the bargain (your

Vil K‘M!Tl: :IN‘_'

Ist edition Warbammer featured a
Chaos Warrior on the front cover.

Chaos Champion, not Rick, well, maybe
not the skin anyway...). And it had to
include tables. Lots of D100 tables. Or,
even better, D1000 tables. As well as
pages upon pages of random tables to
roll on, Rick tried to meld the eclectic
and sometimes contradictory influences
into a single cosmology and background,
effectively creating the gods of Chaos as
we now know and love them, and the
whole chaos-magic-thingy that binds the
Warhammer world together.

Realm of Chaos, despite being
frequently referred to in the army lists
supplement Forces of Fantasy, never
appeared for 1st edition Warhammer.
The project meandered on in




Realms of Chaos: Slaves to Darkness and
The Lost and the Damned really brought
across the chaotic pature of the Chaos

Wastes.
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A Khornate warband gathered together using Realm of Chaos: Slaves to Darkness.

‘development hell’ for a while, including  a start, there were two new games for it

. a sojourn beneath someone’s bed (yes,
reallyl). Citadel moved from Newark to
Nottingham and 2nd edition
Warhammer came out. The phantom of
Realm of Chaos reappeared, tweaking
needed to be done for the new rules,
and small snippets were stolen for the
new army lists in Ravening Hordes (the
original army list book, not the soft
cover version now available). Work
continued apace on Realm of Chaos.
Qops, that should have been, work
continued at a slow pace on Realm of
Chaos, but was nearing completion
when 3rd edition Warhammer was
released, as well as the new; improved
Warhammer Armies supplement (and
attendant Chaos army list).

By this time, the Realm of Chaos project
had expanded considerably, and had
gone from an ambitious supplement to
something of truly monumental (and
some might say, insane) proportions. For

S,

! Rcalm of Chaos: Slaves to Darkness artwork.

to cater for, which Brian duly added to
the brief — Warhammer Fantasy Roleplay
and some new-fangled science fiction
game called Warhammer 40,000. In the
end, work was handed over to the WERP
team, who actually managed to complete
the first volume — Slaves to Darkness.
There was much celebration, the
Warhammer gaming world was in awe,
and anticipation grew for volume two.
But such a monstrous and all-
encompassing vision is not easily
satisfied, nor quickly fulfilled, and several
more years passed by before The Lost
and the Damned finally hit the shelves.

But that was it, 2 new era of Chaos was
finally born, and fondly remembered by
all who were fortunate to be playing
Warhammer in those times. Chaos
warbands sprouted out of the
woodwork, and battle raged, Champions
achieved daemonhood or fell to
spawndom, and many D1000 rolls were

made on those magnificently long
random tables.

But as it had taken three editions of
Warhammer for Realm of Chaos to
finally arrive, it was another edition of
the game that signalled the end to those
heady days. Fourth edition Warhammer
was far more mass battle-orientated than
ever before, and the intricacies of a
skirmish warband system were left
behind (but not forgotten, watch White
Dwarf soon!). The series of shiny new
Warhammer Armies books started to roll
out of the Design Studio, and in time
Warhammer Armies — Chaos appeared
on the shelves.

Like the Realm of Chaos books before it,
the 4th edition Chaos supplement was
more than just an army list. For a start, it
was in a box! That’s because back then,
for those of you relatively new to the
hobby, everything was on cards and
miniatures were made of wood (only
joking) — magic items, spells and all
sorts of bizarre yet strangely interesting
templates. And for Chaos players, there
was enough cards to sink a battleship -
Chaos rewards, gifts of the gods and all
manner of spell effect templates.

And time marches on (segue to seasons
whizzing past, or pages of a calendar
whipping away if you prefer) and 4th
edition Warhammer gives way to 5th
edition. Another update, a new box with
lots of cards in, and a new twist, with
the split berween Warriors, Beastmen
and Daemons made very prominent.
Plastic Chaos Warriors birth the whole
idea of regiment sets, and a chap called
Archaon is surreptitiously inserted into
the background.

And now..., Well, now the forces of Chaos
are back; bigger, badder and, quite
frankly, cooler than ever before. Some of
you, ten years hence, may be there
supping your pint and regaling young
‘uns with tales of how you felt when you
first saw Brian Nelson’s Archaon
miniature, or the thrill of creating your
first army list with the 6th edition rules,
or your great victory back before the
Empire suffered... Oops, I may have said
too much, — best stpp now..




The original
Champions of
Chaos, from a
couple of years BS
(before Slottabase).

Warhammer 3rd
Edition Chaos
Warriors came with
plastic shields.

Warriors of Chaos
from the 4th Edition
range, during the
‘Red Period’.

The Chaos Warrior
multi-part plastics
were the first of the
new Warhammer
Regiment sets.

Now Warriors of
Chaos come with
poseable mutations.
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In this article we will show
you a variety of easy to learn
techniques and provide tips to
help you collect and paint your
Chaos army. At first, it can
" seem like a daunting task to
paint an entire army, but you’ll
be surprised how quickly it
will come together. A fully
painted Chaos army arrayed
for battle is an awesome sight.
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First we glued a
pair of legs to a
base using plastic
glue. Next, the torso
was glued onto the
legs. By varying
the position of
the legs and
LOrso you can
get a variety of
different poses.

Gluing some of our models onto
regimental bases was an easy way of
making sure that the unit fitted
neatly together. This also

. makes large blocks of troops
¥ easy to move around the
? battlefield.

MBLING A CHl
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For the command
group of our
regiment, we glued
some of the extra
pieces from the
Chaos Warrior
frame, such as
the cloak,
spikes or the
dagger to our
models.

Then the arms and
head were glued
into place. We kept
the weapon arm
fairly close to
the body;
otherwise
another model
might not be
able to stand
next to our
completed
Warrior,

REGIMENT B/
Assemble one model
completely before
- starting the next to

make sure that
they all fit

onto the
base.

RA

It is important to spend some extra
time ensuring that models fit together
in their unit. We found it easiest to start
from the front rank and work our way
backwards, finishing one model before
assembling the next.

When assémbling the next model we
made sure to leave enough room to
attach shields to our models’ arms. We
used Blu-tack™ to attach the shields
temporarily to ensure that they fitted, as

= .;56-'
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it is generally easier to paint models
and shields separately.

Once we had assembled our regiment
and made it fit together neatly, we then
decided to number the bottom of our
bases so that we'd know where each
model stands within the unit.

i
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Here are some simple

y using when painting your

Over a Chaos Black spray,
we painted our model
with a mix of Chaos

Black and
Boltgun Metal,

Then we painted the edges of
the armour of our Warrior.
We used Chainmail
and Shining Gold
for the banding,
shield and
helmet crest.

Next we lightly brushed
Chainmail across the
head of the axe. The

% horns of our

model were

painted
Bleached
Bone.

We then applied a wash of Brown
Ink to the gold areas. Once again
we lightly brushed the head

of the axe, this time
using Mithril
Silver. Next,
using Scorched
Brown, we
carefully

added some
detail to the
base of
the
horns.

AT .. e

methods you might consider |

regiments of Chaos Warriors
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w10 paint the black and bone armour
for my Warriors, I first undercoated

them with Chaos Black. The edges of the
armour were painted with Snakebite

| Leather, which I then bighlighted with
. Bleached Bone.”
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Jim Butler painted his Warriors in a
Nurgle colour scheme. “I painted Snot
Green over a white undercoat, Over this
I applied three successive wasbes of
Green Ink mixed
with a little Black
Ink and
thinned with
water.”

Mark Raynor painted his Warriors of
Chaos as Slaanesh troops.
“I undercoated the model
black and applied a coat
of gloss varnish. Next,
1 picked out
details with
Mithril

Silver. The
skull details
were painted
with Red Gore
which was
gradually mixed
with Pallid
Flesh for
highlights.”

Dylan Owen first undercoated his model
with Chaos Black. I drybrushed this
with Codex Grey and the
metal areas with
Chainmail. The
shoulder pads I
painted Red Gore
and the shafts of
the weapons
Bestial Brown.
Finally, some
details were
highlighted
with Dwarf
Bronze.”

Matt Hutson decided to paint his
Warriors as Tzeentch troops. “After
undercoating the model Chaos Black, |
painted the armour

with Boltgun Metal,
leaving a black line
where the plates
met. A blue wash
was then

painted over the
top before the
dArmour was
bighlighted
with Mithril
Silver.”
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The Warriors of Chaos regiment box
comes with a special Mutations frame
which you can use to add extra variety
to your models. Using the frame is an
easy way to make your models look
different and does not require any
advanced modelling expertise.

Over a black
undercoat,
we started by
painting the
mutated arm

« of the Chaos
Warrior with
Dwarf Flesh.

These mutations can be used on any
models in your Chaos army, and are
particularly easy to use with plastic
regiments. The different arms on the
Mutations frame are easy to use on your
plastic models by simply gluing the arm
onto the plastic model instead of its
normal arm.

To make the heads from the mutations
frame fit neatly onto the Chaos Warrior
bodies, you will need to cut the necks
slightly. It is best to do this while the
head is still on the frame, as this makes
it easier to hold and get a straight cut,

When dry, to bring
out the detail of
the arm, it was
painted over
with watered
down Flesh
Wash.

When the ink was dry
we painted the raised
parts of the arm with

: Elf Flesh.
> Finally, the
" tips of the
= claws

were
painted with
Chaos Black.
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#@ increasing cost. Of all these
I wars, one alone is known as the

| 1

2

) greater than the last, and every

EA”

lay under a curse, for who but the Lord
of Plagues, the foulest of Chaos gods:
Nurgle himself, could be responsible
for such woe.

Over the ages, the Old
World has known many wars
and endured innumerable
perils. The fragile kingdoms
of Humanity have met and
defeated each threat, yet every
new danger that emerges is

It seemed as if the four great gods of
Chaos had, for once, put aside their
timeless rivalry and united in common
purpose. The power of Chaos had
grown over the last few years, that
much was certain. In the north,
Beastmen had multiplied and become
bolder, emerging from the forests to
repossess the lands that men called
Ostland and Ostermark. There was no
centralised authority to oppose them
for the line of Emperors had long since
ended and the lands of the Empire
were divided between the ruling
Elector Counts. Chaos Warrior bands
roamed as far as the Howling Hills to
the north of Altdorf. Fierce hordes of
Orcs, driven from their refuges by the
growing power of Chaos, plundered
the land unchecked.

battle is won at an ever

Great War Against Chaos.

hroughout the summer of the
l Imperial year 2301, dire portents

of disaster were observed all
across the lands of the Empire. Wells
that had previously served towns for
generations filled with noxious slime.
Cattle succumbed to a virulent pox and
died. Crops shrivelled in the unending
heat or were eaten by plagues of
insects. Few doubted that the Empire

ASAVAR KUI
In the decade leading up to the Great War against Chaos, the Kul tribe of the Kurgan
p:opl: of the northern steppes grew ccnsid:rabiy in size and power, under the I:adcrsﬁip of
the warlord Asavar. He was a mighty warrior and expert horseman, and when the chicftain of
the tribe died in a raid, Asavar claimed the leadership for himself. To prove who should
succeed as chieftain, Asavar and three others who vied to be warlord headed out into the
Wastes with their warriors and when they returned they would battle between themsclves for
rulership.

For seven years, Asavar and his warband wandered the Chaos Wastes, reputedly entering the
Realm of Chaos itself. None can truly say what battles they fought and what hardships
they faced, but when the contender returned he was changed. It is said that the light of
the gods shone in his cyes, and that he could lift a full grown horse above his head. His
armour was fashioned from a metal that glowed a dull red. smouldering with the fires of
Chaos. His mighty sword screamed for blood when unsheathed, and could cleave through a
stone wall with a sing]c blow.

When all four were returned, they met atop the Hill of Destiny, a prominent fell in the
1cr1'it0ry of the Kul, and watched b)r all the tribe, the warbands hurled themsclves at cach
other. The battle was swift and bloody, and three score warriors breathed their last on that
day. The tales of the tribe claim that the last of Kul's opponents flung down his axe and
craved mercy, but Kul tore his head from his shoulders with his bare hands for the affront
done to the Dark Gods.

Having proven his worth, Asavar Kul led his people on a series of conquests against the
neighbouring tribes, slaying cach of their leaders in turn and forming a coalition under his
fearsome presence. As news of his greatness spread, Kul's empire was swelled by warbands
from distant tribes, some from as far as the north of Catha)r and others from tribes that
lived near the Watch Towers of Naggaroth. At the head of this mighty host, the Kul
turned south, passing through the Great Skull Land. Here, they sold many slaves to the
Chaos Dwarfs in return for arcane war machines, fine stecl weapons and armour. Moving
along the High Pass, Asavar's army was swollen by hordes of Beastmen and other creatures
that live in the wilds. Dragon Ogres came down from the mountaintops, and Trolls with
strange mutations were called to his host by the pull of Chaos.

Like a storm they fell upon Kislev, while Norscan marauders sacked Erengrad and then
stole ships from the harbour to sail home, First Praag fell, then came the siege of the
capital itself.

THE GREAT WAR AGAINST CHAOS

In the far north, the gateways that
divided the worlds swelled with power.
The dark shadow of Chaos spilled
southwards, engulfing the wastelands
and absorbing them into the Realm of
Chaos. Before this irresistible tide the
minions of Chaos advanced, and as the
shadow moved south so the forces of
Chaos grew. Monsters from the
Northern Wastes were joined by bands
of Chaos Warriors from the borders of
the Troll Country. In the deep forests of
the Empire, Beastmen assembled and
readied themselves for war. Between
the Middle Mountains and the High
Pass to the north of Praag, there
emerged an unholy horde ready to do
the bidding of the Chaos gods.

As autumn came, the lands of the
Empire fell into anarchy. Many
thousands died of hunger. Thousands
more sought refuge in the crowded
cities. Farms, villages and small towns
were abandoned to marauding bands
of Beastmen, Chaos Warriors and
common bandits. Even in the
prosperous Reikland region around
Nuln and Altdorf, things were not well.
Beastmen roamed the Reikwald forest
and many boats were attacked and
burned as they travelled along the River
Reik. In the streets of the cities, fanatics
and prophets of doom preached their
strange brand of redemption. Many
desperate citizens listened and,
believing the world to be at an end,
joined the bands of flagellants and
world-weary apocalypts. Witchcraft and
the foul gods of Chaos were blamed for
the sorry state of affairs. As a result,
many innocents were burned at the
stake or drowned, but doubtless many
secret worshippers and other agents of
Chaos were rooted out and slain by the
zealots.

The Chaos horde continued to gather
from the lands around the Troll Country.
It was said to be the largest army ever to
have marched to war in the Old World.
Some numbered it a hundred thousand
strong whilst others put the figure two
or three times higher. In Kislev, the most
northerly of the Human realms, the Tzar
sent southwards for help, foreseeing the
moment when the horde would move
upon him. The message reached
Wolfenburg where the Count of Ostland
still held out, though the lands around
had long since been ravaged by
Beastmen. The Count held the gods of
Chaos amongst his most bitter foes and
responded immediately. Inside a week
he led his army northwards to join that
of the Tzar.
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Under their foul banners, the forces of Chaos march upon Kislev. |

Meanwhile the Empire continued to
devolve into anarchy. Chaos sorcerers
emerged from hiding and led bands of
deluded followers in attempts to take
over the local government. Some men,

. those driven to the edge of madness by
. starvation and bloodshed, openly

recognised the might of Chaos and
swore allegiance to the Dark Gods.
Witch hunters and preachers rallied the

. people against the followers of Chaos

and there was open warfare in the

- streets. In Nuln, the preacher Magnus

drew a great following, and with his
mixture of zeal and common sense, the
city was finally purged of the
worshippers of the Dark Gods.

 As winter settled on the northlands, the

army of Chaos began its long march
south. The Count of Ostland and the
entire Kislevite army moved northwards
to meet them. The two gigantic forces
clashed somewhere between the
Kislevite towns of Murmagrad and
Chazask. Few survived the battle to
report the defeat to Ostland and Kislev.
The Chaos horde laid waste to the
northern part of the Tzar's territory
before moving southwards along the
foothills of the Worlds Edge Mountains.
The massive army crossed the frozen
Lynsk in the spring. The very last of the
Kislevite regular troops were caught
from front and rear and destroyed as
they defended the bridges. Beyond the
Lynsk lay the heartlands of Kislev and

t] the great city of Praag.
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In Praag the people prepared for attack.
Thousands flooded into the city from
the surrounding countryside, bringing
with them what livestock they could
salvage. It was not enough, for soon
the brave citizens were starving and in
their weakened condition many
succumbed to the heinous visitations of
Nurgle. The brave Kislevites planted
what crops they could within the city
ralls.

Outside the city’s defences the Chaos
horde made camp. From here the
attackers launched occasional forays,
but made no attempt to seize the city
until the pestilence had done its work.
The people of Praag survived attack
after attack, hoping beyond hope that a
relieving force would be sent. Rumour
of a heroic new leader from the south
reached the defenders, a man called
Magnus who was bringing an army
north to their salvation.

Indeed, the flock of Magnus of Nuln
grew ever stronger. He gathered an
army of all kinds of men: loyal
devotees of Sigmar, weird mad-eyed
zealots, ordinary citizens who hated
Chaos, and professional soldiers from
the armies of the provinces.
Recognising in Magnus a leader they
could all follow, the Elector Counts of
the Empire pledged their support and
led their troops to join him. Soon a
vast army marched north. But their
progress was slow, and with every

passing day the people of Praag grew
weaker and hope faded in their hearts.

Eventually, after a bitter battle within
the streets of the city, Praag fell in the
winter of 2302. The power of Chaos
swept over the land. Magnus was too
late. An advance force of cavalry lay but
a day's march from the city, but it was
all to no avail. Chaos had triumphed.

With the fall of Praag a great black wind
blew from the Realm of Chaos. Out of
the Chaos gateway it roared, over the
Troll Country and into northern Kislev.
Through the streets of Praag it howled
and screamed. Where the wind blew
the Realm of Chaos followed, absorbing
the lands of Men. The streets of Praag
bowed before its blast. Men and stone
twisted and became as one. Living
things melted and reformed within the
very fabric of the city. Souls in
imprisoned torment cried out from the
twisted stones of the city. Distorted
faces peered from walls. Agonised limbs
writhed from the pavements. Pillars
groaned with voices that once belonged
to living flesh. Praag had become a
nightmare incarnate, a taste of what lay
ahead for the Old World under the rule
of the Chaos gods.

A few managed to escape the ruin of
Praag, slipping through the siege lines
as the Chaos armies mounted their final
assault. They brought the news of
Praag's fall to Hislev where the Tzar was




hastily training his new army. When
Magnus of Nuln heard of the defeat it
was said he wept tears of blood and
swore before Sigmar to avenge the
horrors done that day.

After the fall of Praag the Chaos horde
moved southwards, passing Magnus's
advance force without realising they
had done so. These cavalry soon
reached the stricken city of Praag where
the warriors, many of them Kislevites
themselves, witnessed the horror that
had overtaken its people. They did not
stay but moved quickly south in pursuit
of the Chaos horde. They soon
encountered and destroyed the
rearguard of the Chaos army, stragglers
and slackers for the most part;
Beastmen who had squabbled with
their rivals and had been left behind.

The human warriors fell upon the evil
force with ferocity spawned of outrage.
It was a minor victory, but a victory
nonetheless. Meanwhile the main body
of the Chaos horde continued its
advance towards Kislev, knowing
nothing of the human army that was
now behind it.

At the same time as Magnus’s cavalry
headed for Praag, the main Empire
army and Magnus himself made for
Kislev. Though this force still hoped to
reach Praag it sorely needed provisions
in order to continue. Magnus hoped to
acquire these together with fresh

troops before moving northwards. As it
happened, he arrived at Kislev just in
time to see the Chaos horde surround
the city.

The army arrayed around the walls of
Kisley, its black banners fluttering from
the hills around. The standards of all
four Chaos gods could be seen where
their champions were encamped.
Chaos Warriors and Knights of Chaos
stood in serried ranks waiting to
advance. Sorcerers stood behind them
or rode amongst the troops upon
beasts of indescribably foul appearance.
Beastmen massed noisily around the
banners of their own lords, braying and
bellowing in their excitement. Above
the reeking crowd towered massive
things with broad ugly heads, but
whether these were mortal creatures or
daemons it was impossible to say.

The battle was ever afterwards called
the Battle at the Gates of Kislev. Within
the city, the Tzar ordered the defences
and took command of his new army.
Hastily trained and ill-equipped, yet
with a courage born of desperation, the
Kislevites prepared to meet the Chaos
assault. With them were many Dwarfs
from the great seat of Everpeak, the
Dwarf city of Karaz-a-Karak. Despite
continuous unrest in the Dwarfs’ own
mountain realm, a contingent of Dwarfs
had come to the Tzar’s aid. These
doughty warriors were to bear the
brunt of the fighting during the initial

assault, and without doubt it was their
stolid determination which saved the
city from ruin.

In the first Chaos attack the Dark Gods
committed the Beastmen. Following a
furious assault, the foul creatures drove
the Kislevites from their hastily
constructed outer defences. The
Kislevites withdrew behind the city
walls. The last to reach the safety of the
city were the Dwarfs, whose valiant
rearguard action had held the
Beastmen at bay.

As the Chaos Lords prepared to lead the
second assault upon the city, Magnus's
army reached the outskirts of the Chaos
encampment. The Empire troops
immediately set about the few Chaos
followers there, and the main Chaos
force quickly learned of this new threat
to its rear. With great haste the Chaos
army divided into two, one part of the
horde continuing to assault the city
whilst the other turned to attack
Magnus.

Magnus's blow fell like a righteous
hammer. Before the Chaos army could
properly regroup he attacked, routing a
large contingent of Beastmen who had
only just retired from the front. The
creatures despaired when they saw the
human army, and put up little
resistance before they turned and fled.
Magnus’s army pushed deep into the
Chaos army. Thousands of Chaos
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troops were slaughtered and the Chaos
force could do nothing to halt the pace
of Magnus’s furious advance.

But the forces of Chaos were still great,
Though Magnus had driven off many
thousands of troops, many more
thousands remained. Caught off guard
by the sudden attack from its rear, the
Chaos army took time to redeploy, but
eventually its greater numbers began to
tell. The advance of the Empire army
was halted and Magnus found himself

Fom] '] ‘ 3

| Empire cavalry smash into the Chaos army.
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surrounded. The Empire army fell back
into a defensive circle.

All this was observed from the city
walls. At first the Kislevites sent up a
great cheer as they saw the Chaos
troops fleeing in all directions. Later
the cheering turned to silence as the
Empire army seemed to stumble.
Fearing their saviours would be
destroyed before their eyes, the Dwarfs
attempted to break out and help
Magnus. Three hundred Dwarfs sped

from the south gate and hurled
themselves upon their tormentors. But
the Chaos troops surrounding Kislev
were too many and too well led, and
the Dwarfs were beaten back with
heavy losses. Of the gallant three
hundred who left Kislev, barely half that
number returned.

With the threat from Magnus contained,
the Chaos forces turned their attention
towards Kislev once more. As the Chaos
forces massed, it became apparent to
the defenders that the next assault was
intended to carry into the city. The best
Chaos troops were arrayed against
them: Daemons, Chaos Warriors,
sorcerers upon huge monsters, and
Dragon Ogres — huge and powerful
creatures woken by the storm of Chaos.
The Kislevites and Dwarfs prepared for
the final assault with little hope, but
great courage.

It was as the Chaos army prepared to
attack that the fortunes of the allies
took a sudden and dramatic turn.
Magnus’s advance force of cavalry, the
same force which had reached Praag
too late to save the city, arrived upon
the northern flank of the Chaos army.
The cavalry were mainly drawn from
the Empire, but there were also many
native Kislevites, and the memory of
what they had seen in Praag was still
fresh in their minds. With tremendous
ferocity the cavalry plunged into the
Chaos army, which began to crumble
before their implacable anger.

Magnus and his main army had drawn
up onto a low hill where it endured the



constant attack of Beastmen and Chaos
Warriors. From his position he saw the
sudden confusion in the rear ranks of
the Chaos horde, and realised that his
own cavalry had returned from the
north. The Chaos troops heard the
confusion behind them and began to
waver. Summoning the last of his
strength, Magnus spurred his troops to
the attack.

Meanwhile, in the city, the defenders
witnessed the cavalry attack upon the
assembled hordes of Chaos, and saw
the dark forces begin to turn. The city
gates were flung open and the
Kislevites rushed out and attacked their
besiegers. The Dwarfs swore a great
oath of vengeance and launched
themselves upon the Chaos army,
hewing with their great axes as they
yelled their Khazalid battle-cries.

Caught from three sides, the Chaos
horde fell into confusion. Beastmen
milled about, running hither and
thither, and were impossible to draw
into order. Chaos Warriors fought on
regardless, but their numbers were too
few to fight on all fronts. Slowly the
Chaos army disintegrated. Warbands
fled before the fury of the Human army,
and many were caught and destroyed
as they did so. By the day’s end the
Chaos horde was broken and scattered.
Many thousands lay dead.

Following the Battle at the Gates of
Kisley, the power of Chaos ebbed away.
The Daemons melted back into the
Realm of Chaos. Darkness withdrew
from the land once more. The city of
Praag was levelled and rebuilt, though
ever afterwards it has remained a
haunted city where the dead sleep
uneasily.

Magnus the Pious, as he was known
from then on, became Emperor and
united the Empire again. The forests
were cleared of Beastmen and the last
of Ostland and Ostermark was freed
from their grip. The forces of Chaos
were confined to the Troll Country and
beyond. The Great War of Chaos was at
an end.

The alliance of the Chaos gods ended
t00. Their rivalries drove them apart
once more. Perhaps the Dark Gods
were content to test the defences of
Mankind, for their true plans are hard
to fathom. For two hundred vears since
that time the forces of Chaos have been
gathering strength in the wastelands.
Within the Empire the followers of
Chaos have begun again their secret
work of infiltration and destruction.

Everywhere, Chaos prepares for the
next attempt to wrest control of the
Old World from its mortal lords...

|
|
|
|

' Finding himsclf in a pausc in the fighting. Magnus looked about, gripping his blood-slicked

. moment. Looking back at the Chaos horde he saw why, and for the briefest moment his heart

# A massive knot of armoured horsemen was thundering across the divide that had opened up on

| beasts sprouting tusks and horns from their coal-black hide. Magnus found it difficult to look

| were Simp]y knceling at prayer rather than in the middle of 2 blood-soaked battleficld. It scemed

the dying and the wounded, the bellowing of war cries and the screeches of inhuman
focs. Magnus looked about him and all was in disarray, with no pattern nor plan. The
hordes of Chaos mingled with the ficree Humans and Dwarfs in swirling combat, the battle lincs
long since merged by the confusion of war. {

! Il around was the din of bloody war: the clash of weapons on armour, the screams of ! \

sword tightly. The battle swayed in the balance, he could feel it in his bones. He could also fecl
the spirit of Sigmar within himself, guiding his hand as he smote the enemies of the Empire, | i
fuclling his sincws with the strength of faith He started to turn to his men, to raﬂy them for
another charge, when a voice, the voice he had heard for months now, told him to wait a

quailed at the sight.

this part of the battlefield, and at the front rumbled 2 gigantic chariot pulled by three immense |

at the chariot itself, strange runcs and symbols hanging from half a dozen iron banner poles
twisted the air and made his eyes water.

This is the one who leads them, the voice told him This is the beast in human form named
Asavar Kul.

Steadying himself. Magnus looked on as the chariot turned towards him, its spiked wheels
crushing the bodics of the slain and throwing up plumes of snow and blood. The Knights of
Chaos reined in their mounts at a signal from the creature that stood atop the chariot, slowing
down and allowing their warlord to approach alone. The snow melted under the fiery tread of
the unnatural horses pulling the chariot, which thundered towards Magous at 2 terrifying pace:
Magnus held his ground calmly as the war engine hurtled towards him. and at the last moment
it turned aside, slewing fo a stop.

“The gods tell me that you alonc stand in my path to greatness” the warrior bellowed from the
back of the chariot. “I shall carve your heart out and then burn the city to the ground.”

As Kul stepped down from the chariot, Magnus realised how huge the warrior was, fully half as
tall again as the Sigmarite Priest. But Magnus felt no fear. He felt calm and ordered, as if he

as if silence descended as Magnus focussed on the Champion of Chaos, broken only when Kul
drew a massive writhing sword from the scabbard across his back, at which a deafening keening
filled the air. His armour burst into flames, wreathing the warrior in smoke as he advanced, and
the sword scemed to grow in his hand. Magnus remained impassive as the ugr:—sizcd warlord
stomped towards him, his shadow engulfing the priest.

With a war cry in a tongue that Magnus could not comprehend, Kul launched himsclf at the
priest, the dacmonsword in his hand scything towards the faithful scrvant of Sigmar with a
screech. Magnus took two swift steps to the left, without thinking, and brought up his own
sword, which now glowed from within with 2 blue light. The chaos runeblade struck sparks
from Magnus's weapon as he parried the blow, swiftly riposting with a thrust to the armoured
gut of Kul. The priest's sword rang harmlessly off the hell-forged armour and numbed Magnus's
hand, who threw himself backwards with more urgency than before when Asavar Kul delivered
an overhead chop that would have cleaved him from head to groin.

For what secemed like an cternity the two exchanged blows, their swords ringing rc]:mlcssly
together, one occasionally, scoring a light wound on the other, until both were streaming with
blood from a dozen cuts each. Magnus felt no tiredness in his limbs, and it was obvious that
Kul had barely even started. The batile would last an cternity more if all remained :qual.

But then Kul made his fatal mistake, 2 plunging thrust with his sword buried the blade two feet
into the ground and pulled him off balance. Striking with every ounce of strength, Magnus
hacked off the Champion's right arm. the power of the blow scnding Kul recling back. Asavar
looked down at the stump and then, as if he had suffered nothing more than a scratch, pulled
an axe from where it hung at his belt with his left hand. But now the advantage belonged to
Magnus, and he pressed it home, constantly attacking from the beast's right with backhanded cuts
until final}y his double-handed blows knocked the axe from Kul's hand. Defenceless the warrior
stood there and looked down at Magnus, his dark eyes gleaming within his helm.

“The gods promised me glor)f and conquest if I could defeat )'011‘" Kul said, pulling his helmet
free and revealing a face criss-crossed with scars and branding marks. T have failed them, and
the victory is yours.”

Without hesitation, Magnus swung his sword, and Kul's head flew from his shoulders to land in
the snow a dozen feet away.

“Tt was your gods who failed you,” Magnus whispered to himself as he looked up from the
corpse of the Chaos Champion. "My god is always with me.”
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att Hutson always seems

to have a number of armies
on the go at any one time.

§ With the release of the

| amazing new Chaos

{ Marauders he couldn’t
resist turning his paint

- brush towards the hordes
of Chaos.

The models were stuck together using
Citadel Plastic Glue. All the Marauders
were then undercoated with Chaos
Black undercoat spray. They were
painted four models at a time, finishing
each model’s basecoat before moving
on to the highlights, and so on.

Chaos Ultramarines
Black Blue |
Vermin ok Codex
Fur f@‘% Grey
B Bronzed i Boltgun
Flesh Metal
B Bleached B Mithril
Bone Silver
B Skull B Goblin
White Green
Scorched (%9 Brown
Brown - Ink
i Snakebite  (*%% Flesh
Leather m Wash
B Vomit iss) Blue
Brown - Ink
i X Regal sy Black
1 Blue W
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NTCH CHAOS MARAUDE

AINTING THE B

The model was painted starting with
the lowest layer. This allows you to
get to difficult areas with the paint
brush without worrying about getting
paint onto areas that have already
been finished.

The lowest
area on the
Marauder is
his skin so
this was
painted first
with a
basecoat of
Vermin Fur.
All the flesh
areas were
then given a
wash of
Brown Ink to
create
shading. Once
dried, the skin
was then
highlighted by
using Vermin
Fur again,
then Bronzed
Flesh,
followed by
Bleached
Bone. A final
highlight of
Skull White
was used to
add definition
to the
muscles.

Leather areas such as the
~ breeches, straps, boots
and wrist bands were
painted with a basecoat of
Scorched Brown. These
areas were then given a
watered down wash of

- Black Ink. The wash was
watered down so that it
didn’t settle on any areas
that didn’t need shading,.
Any areas where the wash
, had overlapped were

* touched up with Scorched
Brown. A highlight of
Snakebite Leather was
then applied onto the
edges and creases.

DE

§ Skull White, carefully leaving a black
\ outline. A small dot of Chaos Black

To mark the models as
followers of Tzeentch,
| the tabards were given
a basecoat of Regal
Blue. The edges were
then highlighted using
Ultramarines Blue.

All of the
different
metallic areas
were given a
basecoat of
Boltgun
Metal. Areas
such as rivets
Or recesses
were given a
wash of
thinned down
Black Ink.
These areas
were then
touched up
with Boltgun
Metal where
the Black

Ink had
overlapped.
To give the
armour a blue
tinge and to
further mark
them out as
followers of
Tzeentch,
Blue Ink was
carefully
painted into
all the
recesses on
the shoulder
plate, helmet,
skulls and leg
plates. All of the metal
areas were then given
a final highlight of
Mithril Silver.

The eyes on the
Chieftain were painted |§f
Chaos Black. Usinga ||
Fine Detail brush they
were then painted

was then applied to the centre.
iy, 3




The fur on the back of
i -the legs was drybrushed
R with Vomit Brown.

Codex Grey was
rushed onto the
f the flail to bring
out the woodgrain. At
this e any black
areas e highlighted

The top of the
base was given a
generous coat
“haos Black.
Whilst the paint
still wet, the
base was dipped
into fine
sand, then
immediately

by Bleached
2. The side of the base was then

base off, small clumps of stat
were stuck on using supergl

in the Chaos Wastes.

A Champion of Tzeentch leads a unit of Marauders




This month we start with
the first in a series of
features that will lend some
insight into each of the
separate forces in the
Studio’s huge Chaos army.
To start the ball rolling we
take a look at the infamous
Swords of Chaos, Archaon’s
personal warband.

IVTES

—  OVERALL THEMES
" The 'Eavy Metal team had a few things
to bear in mind when setting out on
this project. They knew that they
would have to paint four separate
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armies for each of the Chaos Powers,
plus one force to be led by Archaon
himself. Archaon’s force would not
only be used in its own right but also
as a unifying force for the other Chaos
power specific armies, thus forming a
huge Chaos horde.

The premise behind the colour scheme
chosen to paint Archaon’s Swords of
Chaos army turned out to be very
simple — bad guys wear black! In reality
there was much more to the decision
than just that bold statement — each of
the other forces would have their own
distinctive scheme but Archaon’s force
would have to be painted in colours
that would complement each of the
other four powers’ colour schemes.
Black is a very neutral colour, whilst

O CHAQ!

W,

still retaining the dark feel of the Chaos
army. By painting the miniatures with a
limited palette an army looks far more
cohesive and individual regiments
would be tied together as a whole
force. The best looking armies follow
this stricture — creating an army that
has a uniform theme but with
characteristic details. The chosen
scheme was black, gold and silver. Gold
works very well with black adding a
certain depth and richness, whilst the
silver acts as a striking contrast colour.

1ORS OF CHACGIS
The first units to be painted were the
Warriors of Chaos. Two of the units
were painted using the same colour
scheme but have different weapon




Chosen Chaos

combinations (one witp -
4 Warriors.

halberds and shields, and
the other with hand
weapons and shields).
The units were painted
with black armour, gold
trim and silver
weapons. Red was
used to paint the
blood on the
weapons. This
gave the units a grimmer,
battle-worn feel. The blood
also.allowed red to be
utilised as a common
colour throughout the
army.

The models in the unit armed with
halberds had their weapons placed so
the haft was on the base. This was to
give the models a sense of realism;
halberds are unwieldy and heavy
weapons and they would not be

individualise a specific unit, especially
within an army that has a very similar
colour scheme throughout.

Chaos regiment set there is a separate
frame with head and arm mutations
allowing the modeller to create

carried freely in one hand. The same The third unit of Warriors of Chaos variants on his Warriors. As they had
icon was used on both regiments but were to be upgraded to Chosen. the not used any Mutation frames yet on
the way in which the gold and silver elite warriors in the Chaos army. the other Warriors of Chaos, it was
colour scheme was applied was varied Because of this the 'Eavy Metal team decided that they could make the third
to differentiate them. Banners are a wanted to make them stand out from Warrior unit stand out by modelling

great method to identify and the other units. In each Warriors of them with the appropriate mutations.




A marauding

painted. For the Maraude
etal team decided that the)
use a more weathered and
as to represent the
were constantly

S g
shields whilst the second unit was
assembled with flails. The shields were
all painted with the same scheme that
had been used on the Chaos Warriors,
to show more unity to the complete
force and identify them as part of the
Swords of Chaes army.-

SWORDS OF CHAOS




The Marauder horsemen were painted
in a similar manner to the Marauder
foot units. The horses were
painted with a dark brown
tone, differentiating them from
the black steeds of the Chaos
Knights to represent that

these are not the pure bred
steeds of Chaos but more
common horses perhaps
plundered from

previous raids.

CHARGING 1DOON
The Knights were the next
models to be painted. The
team again stuck to the
same colour schemes that
they had used for the
Warriors, painting the
armour black and using
the gold banding on the
barding to tie the unit in
with the rest of the army. The
Chaos Knight models also have a

great deal of fur sculpted onto them so
the same colour schemes that had
been used to paint the fur on the
Marauders was also carried onto these
models. The Champions in the Chaos
Warrior units had been given a grey
skin tone and this was also applied to
the Knight’s skin and banners.

Knights of Chaos

The chariot was painted in a colour
scheme very similar to that of the
Knights, carrying through the same
schemes that had been used for the
horses through to the barding. The
crew were also painted with the same
black, gold and silver theme as the rest
of the Warriors.

Mounted Chaos
Marauders

The Chaos Hounds were painted using
the same palette as the rest of the
army, and to help unify them with the
force further, the same blood red
scheme that had been used on the
weaponry of the Warriors, Knights and
Marauders was applied to the teeth
and claws of the Hounds.




] L A CITER

| With the main units of the army
completed, the 'Eavy Metal team could
now concentrate on finishing off the
army with some character models.

The Champion on foot was painted
using the same basic schemes of Chaos
Black, Gold and Silver, except that a
hint of blue was applied to the mix for
his armour, adding more richness. This
could imply that the model might be
wearing Chaos armour or some special
magical armour as befitting a mighty
Chaos hero. More time and attention
to detail was spent on painting this
single model. Many of the same
characteristics that apply to the rest of
the force, such as the bloodied axes
were still carried through but by
adding extra highlight stages or subtle
changes in colour, the figure
automatically identifies itself as
something special.

i A horde l'_; Chaos att.ack Dakl:,]f. -f-orc c.: t
36 SWORDS OF CHAOS

Chaos

The Sorcerer on foot was painted with
a black cloak and his horns were
painted red. As he wore no armour this
was the only method in which he could
really be painted to match the colour
schemes. Some extra thought was put
into his skin tones. It was decided that
rather than painting him with the same
greyish tone, the 'Eavy Metal team

Champion

Chaos Sorcerer
and Familiar

would make him stand out as
unworldly by painting him with a
purple tone.

The standard bearers were painted last.
The first was painted with the black,
gold and silver armour that had been
used throughout. The deep blood red
that had now become commonplace



throughout the army was then applied
to his banner. Some time was spent
painting a detailed image on the
banner. With the rest of the army
complete, the "Eavy Metal painters
found they were able to spend extra
time on the models which can really
demonstrate the high levels of detail
they are capable of painting — in
particular the standard bearers.

The second standard bearer was
modelled using parts from the
Marauder kit. This model was painted
as an-alternative to the special Battle
Standard Bearer that you can buy with
the army deal. It shows what can be
achieved with just a small amount of
conversion and some attention to
detail when painting the standard. The
same grey tone was used to paint the
skin and the same armour scheme was
used, but the model really stands out
because of the detail that has been
applied to the banner.
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LHAOS WASTES

S

ALETANED TOOK AT TEE FEANTASTI “N LW CHAOS TERRAIN

In this issue we get our first
“look at the fantastic new hordes
of Chaos as they march to war.
"Eavy Metal have been working
it their fingers to the bone painting

@) this vast new Chaos army.

Studio model makers Dave
Andrews and Mark Jones have
also been busy creating a set of
themed terrain to sit alongside
the new armies. They used

very simple shapes and dark
colours, and as I'm sure you can
see, the results instantly capture
the cold and forbidding nature
of Chaos.
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ated using barbecue skewers,
from the plastic
nd painted in dark
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Above: These rather nasty looking
spikes thrusting out of the rocks are
actually as sharp as they look.

Left: They're also surprisingly simple to
create as the rock base was again

made from polystyrene off-cuts, which
were then glued to a card base. The
textured effect was created by roughly
scraping the surface of the polystyrene
with a knife.

Bottom lefi: The main column of each
spike was cut from a piece of dowel
rod. After one end was sharpened to a
point, holes were then drilled into

the rod, into which cocktail sticks were

then glued. They were then drybrushed
with a mix of Scaly Green, Rotting Flesh
and Chaos Black.

‘Deep within the Chaos wastes the
plains are covered with the bleached
bones of countless generations of fallen
warriors.’

Below: Using the plastic Skeleton
regiment again and another life size
plastic skull, Mark covered a 2' x 2'
board in skulls and bones. Not really big
enough for a battlefield, but perfect for
capturing the true apocalyptic nature of
Chaos and a perfect home for the
servants of Khorne.




the above
" art by Ian
Miller (featured in its full glory
elsewhere in this issue) for this sinister
i te the strange and
d only a rough

structure. The sails of the
made from simple strips
a wood over which a roughly torn
paper towel soaked in PVA glue was
draped and left to dry. Hanging

skeletons, the odd bo
metal spikes all hel
piece a very
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- The models were first assembled before
E being given an undercoat spray of Chaos

¢ Black. Any areas where the spray had

b failed to catch were then touched up

. with thinned down Chaos Black paint.

Painted by Darren Latham

: T:hc' armour was first painted with a

start w1th Chaos Undivided.

dNnyp

basccoat mix of mwo parts Chaos Black
= = to one part Regal

of Fortress Grey
were then added to
this for the highlight

A basecoat of
Brazen Brass was
used to paint the

# trim and helmet.
This was first
highlighted with
Shining Gold. Next
Mithril Silver was
mixed with Shining
Gold. These
sections were then
given a wash with
Chestnut Ink followed by a second wash
with thinned Brown Ink. @nce this had
dried a fine highlight line of Mithril
Silver was then applied.

The horns and skulls were painted with §
a basecoat mix of equal parts Snakebite §

Leather and Chaos Black. Snakebite
Leather was then used on its own for

T his is the first in a series of §
Painting Masterclasses

. looking at the incredible

: new Chaos miniatures. We

the first
highlight stage.
Bubonic Brown
was the next
highlight stage
followed by
Bleached Bone.
Skull White was
then applied for
& the final
highlight stage.

The fur cloak was painted with a
basecoat of Snakebite Leather. Skull

i White was added to this and the mix was
* then applied towards the outer edges of

the cloak.
Thinned
Brown Ink
was then
painted in the
centre of the
cloak,
followed by

Blue. Small amounts §

stages. 1

Black Ink at
the very
centre.

To paint the

| cloak and the
scabbard a
basecoat of
Scab Red was
highlighted
with Red
Gore. The
next highlight
was Blood Red,
this was then
mixed in equal
parts with Fiery
Orange.

A small amount of Skull White was
added to this for the final highlight
before the whole cloak was given a wash
with thinned Chestnut Ink.

A basecoat of
Bestial Brown was
used to paint the
flayed skin and
pouches. An
equal quantity of
Dwarf Flesh was
then added to
this for the first
highlight stage,
followed by a

Flesh on its own.
For the final
highlight stages

Bleached Bone
were then added.

highlight of Dwarf §

small amounts of

The silver
sections were
painted with a
basecoat of
Boltgun Metal.
This was first
highlighted with
Chainmail and
then Mithril
Silver. The shading was applied with a
wash of thinned down Brown Ink.

The cloth on the
axe was painted
with a basecoat
of Scorched
Brown. Equal
B quantities of

| Rotting Flesh
b were then added
to this, followed
by adding more
Rotting Flesh for
each highlight
stage.

An equal parts
mix of Bestial
Brown and
Chaos Black
was used for
the basecoat
of the boots.
Bestial Brown
on its own
was then
applied for the
first hlghilghtb followed by adding
Bleached Bone. For the top section of
the boots further highlight stages using
Bleached Bone were used in order to
give it a lighter tone.

G TOUCHES

L LALY

To paint the blood, an equal parts mix
of Red Gore and Red Ink was used. This
was given a gloss varnish
once the model was
finished.

~ Texture was added to the
base of the model by gluing
on sand with PVA glue. This
was then washed down with
Black Ink and drybrushed

with Bubonic Brown. It was given a final
drybrush with Bleached Bone and lastly
static grass was applied.




A basecoat mix of equal parts Chaos
Black and Warlock Purple was used to
paint the skin and tentacles of the
Sorcerer. (This mix was also used as a
basecoat on the body of the familiar, and
as the only highlight on
the familiar’s hood.) This
was then highlighted by
adding a small amount of
Bleached Bone to the mix
for each successive
highlight stage. The skin
was then given a highlight
of Bleached Bone on its
own, followed by a wash
with thinned Purple Ink.
To finish these sections
Bleached Bone was then
applied once more as the
final highlight.

The robes
were painted
with a
basecoat mix
of Scorched
Brown and
Chaos Black.
This was then
highlighted
' with
Scorched Brown on its own, followed by
adding an equal amount of Bestial
Brown to Scorched Brown. Bestial
Brown on its own was used for the next
highlight stage which was in turn mixed
with an equal quantity of Bronzed Flesh.
To finish the robes an equal parts wash
of thinned Brown and Black Inks was
applied.

The inside of the cloak was painted with

a basecoat of Scorched Brown. This was %3

highlighted by using a mix of Scorched

§ Brown and Bleached Bone. For the final
. highlights, more Bleached Bone was

added to the mix and applied.

The outside of the cloak was painted
with a basecoat of Chaos Black. This was
then highlighted with a mix of Chaos
Black and Bubonic Brown,

To paint the statf a basecoat
of Tin Bitz was used. This
was highlighted with a mix
of Dwarf Bronze, to which
a small amount of Bleached
Bone had been added.
Starting at the top of the
staff and painting
downwards more Bleached
Bone was added for each
successive highlight stage.
Towards the bottom of the
staff a small amount of
Skull White was added to
the mix. The staff was then
given a wash with a mix of
Brown and Black inks.

The top of the staff was
given a number of these
 washes to create the darker
. appearance, gradually

| blending it down the
length of the staff.

The shoulder pads were painted with a
basecoat of Tin Bitz. This was
highlighted with Dwarf Bronze. A wash

of Brown and
Black inks was
then applied
before a second
highlight of Dwarf
Bronze was
painted on, To
ﬁmah the highlights on the shoulder
pads a small amount of Mithril Silver
| was added to Dwarf Bronze.

e SHING TOLUIC
To paint the h-mdmg at the edges of the
robes a basecoat of Tin Bitz was R i
highlighted with Bleached Bone. A wash I
of Brown and Black Inks was then
applied before a second coat of

| Bleached Bone was highlighted over
this.

The horns were
painted with a
basecoat of Red Gore.
This was then
highlighted by adding
small amounts of
Bronzed Flesh for each
successive stage. To
finish the highlights
Bleached Bone was
added to the mix.
Thinned washes of
Red Ink were then repeatedly applied
until the desired effect was achieved.
The horns were finished with gloss
varnish.




- — ASSEMBLING THE MODELS

gluing each Knight to a flying
for easier access whilst painting,

fir ng with

light drybrush of
~odex Grey on its
own for the fetlock
and on the tip of
the tail. The boots
were painte

Painted by Tammy Haye

highlight stages
applied.
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The plate armour
and barding-was
painted with a
basecoat mix of
equal parts Chaos
Black and Boltgun
Metal. The e

these se s were
then highlighted

with Boltgun Metal

on 1ts own.

The gold trim :

and spikes

were painted

with a
basecoat of Dwarf
Bronze. This was then
given a wash with
Chestnut Ink followed
by a highlight with
Shining Gold. The final highlight was
made with an equal parts 1
Shining Gold and Mithril Silver.

A basecoat of Mithril Silver was used
to paint the chainmail and sword.
ions then given a

th a thinned Black Ink. The

blood on the

rord was painted in
s the blood on the axe

The fur
painted with a

pat of
Scorched Brown.
This was
highlighted with
Bestial Brown and
then given a final
highlight of
Bronzed Flesh.

To paint the flesh, skins
and the banner, Scorched
Brown was mixed in
equal parts with Chaos
Black. Bleached Bone was
then added to this for the next two

highlight stages. After this Skull White | :

hen added to the mix, with an
extra highlight stage used to paint the
face of the Champion.

The skulls and
bone were
painted with a
basecoat of
: Bestial Brown.
Bubonic Brown was used for the first

" highlight stage followed by Bleached

Bone. The final highlights were made
using an equal parts mix of Bleached
Bone and Skull White.

L painted with Chaos Black. To paint

the design on the ban

it was first drawn in with

Chaos Black. Blood Red

was then painted over

this, with Fiery Orange

being used for the
highlights.
Blood Red
was then
used to
deepen the
highlighting
slightly.




BAMES WORESHOP,

The Games Workshop hobby
takes many forms — playing
great games of Warhammer,
Warhammer 40,000, The Lord
of The Rings or one of our
other games systems,
converting and painting
miniatures or collecting and
refining a powerful army.

Your local Games Workshop
store is the perfect place to try
all these things, as well as
getting expert advice from our
staff. Here’s a look at all the
different things your local
store can offer you...

THE GAMES WORKSHOP RANGE
Each of our stores stocks a full range
of Warhammer, Warhammer 40,000
and The Lord of The Rings games and
models, as well as all the hobby
materials needed to collect, build and
paint your armies.

In addition to this, you can also use
the instore order service to get your
hands on an even greater range of
extras. This way, you can order any
of the Specialist Game systems and
models, including Blood Bowl,
Inquisitor, Warmaster, Battlefleet
Gothic, Epic, Necromunda and
Mordheim, using the Specialist
Games Range catalogues in the
stores. You can also order individual
components and older models from
the Warhammer Fantasy and

WHAT'S
IN STORE
FOR YOU?

Games Workshop stores are
more than just a shop...

Warhammer 40,000 race and range
catalogues, and even place an
advance order for models that
haven't been released yet!

ORDER SERVICE

The order service is available in
every Games Workshop store, but
can also be found on the Games
Workshop website, at www.games-
workshop.com/storefront. You can
also phone in an order direct on
0115 91 40000, where we have
experienced hobbyists ready to
answer any questions you may have
and offer the most expert advice
available.

MORE THAN JUST A STORE
Games Workshop stores are much

| '3

more than just places to buy the
latest Games Workshop games and
miniatures. Our staff are all veterans
in the hobby and can offer sound
advice on any aspect you want to
know about. They can give you
advice on collecting and building
your armies, provide excellent
painting and modelling advice, offer
tips and tactics for getting the most
out of your army on the battlefield,
and also offer general advice on
starting and maintaining your
involvement in the hobby. Each
store also has gaming and painting
tables, so you can arrange to play
games against your friends in the
store, or even bring in some
models and get expert help with
your painting.

You can order i
store from the inste
ly by phoning 0115 91 40000

r point or




HOBBY ACTIVITIES . 5
Each store also runs activities an
events from week to week, so there's
always plenty going on in the store.
During the holidays, Games
Workshop stores become hives of
gaming activity, as the campaigns go
into overdrive, and epic conflicts take
place to decide the fate of worlds. All
of this goes towards making the
Games Workshop stores centres for
local hobby activity and an essential
resource for the expansion and
enjoyment of your hobby.

To assist in this process Games
Workshop stores devote certain days
to particular aspects of the hobby.
This doesn't mean that you can't get
help and advice if you come in on a
different day, as we do cater for
everyone, whenever you come into
the stores. It does mean that
particular days have a definite focus,
and are designed to give the most
help and enjoyment to each level of
the hobby individually.

BEGINNERS’ SUNDAYS

Sundays are especially devoted to
helping those new to the hobby.
Whether you want to learn how to
charge your Knights into your
opponents battleline or lead a squad
of Space Marines into battle, all you
need to do is come along!

To help those just starting, we run
our special Beginners' Programme,
where we can teach you how to play
and help you take your first steps
into the Games Workshop hobby.

(Y LM
Whether

you can | mes in any Games Wor

+ ;-’.1 . .

oned veleran or a complete no

re.

THURSDAYS GAMES NIGHT

Most Games Workshop stores stay
open late on Thursdays so that you
can play your favourite games.
Thursday’s games feature team
participation battles for you to take
part in, painting workshops for those
who want to develop their painting
skills, and a forum for gamers to talk
about the hobby, particularly for
those who have just graduated from
the Beginners’ Programmes.

VETERANS' NIGHTS

Many Games Workshop stores run
days for Veteran gamers. They are
aimed at older gamers with plenty of
experience on the battlefield. You
can play games against equally
experienced opponents, share ideas
about all aspects of your hobby and
also play Games Workshop's more
specialised gaming systems.

Most of these stores stay open late
to enable Veterans to play well into
the evening.




For the newcomer to our hobby, 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 (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 tutorials and
scenarios designed to teach various
aspects of playing the games, the
beginner is fully catered for.

STORE CLUBS

A development of Veterans’ evenings
run by some stores (marked with a
red dot on the store list opposite),
are special Store Clubs.

These are evenings where the store
closes to the public, and only club
members (16+ only) are allowed to
come in and play. They are a great
way to meet new people and expand
your knowledge of the hobby. You
can exchange painting and modelling
advice, hints and tips on collecting
and building your armies, learn
interesting new tactics to aid your
armies on the field of battle, and
also play great games against like-
minded individuals.

.~ ARE YOU THE GREATEST
. LEADER OF YOUR REGION?

ONFLIC

BRISTUOL

Regional Tournament

Saturday'22nd June 2002

The University of Bristol Union (UBU)
Queens Road, Clifton, Central Bristol

B Register your army for your regional tournament and prove your

®worth! The Conflict Tournament will also feature participation gamess

Mail Order, Forge World, the chance to meet the Fanatic team,
and special guests.

To get your ticket, talk to your local Store staff now!
Full Tournament rules will be sent with your ticket.
Warhammer 40,000 Tournament - 1,500pts
Warhammer Tournament - 2,000pts

£25 in advance for each tournament.
£10 in advance for spectators.
Tournament tickets only available in advance.
Don’t miss out, get your ticket today!

Check out www.games-workshop.com fukevents for more details about this tounament and other events.




' GAMES WORKSHOP STORES IN THE UK

The stores marked with dots have Store Clubs. 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 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.

wf= ENGLAND

ALTRINCHAM: Unit 1, 17 Grafton Street.
Tel: 0161 929 9896

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

BATH: 30 Upper Borough Walls.
Tel: 01225 314 414

BEDFORD: 10 Greyfriars.
Tel: 01234 273 663

® BIRMINGHAM: 116 Corporation Street.
Tel: 0121 236 7880

BLACKPOOL: 8 Birley Street.
Tel: 01253 752 056

BLUEWATER: Unit 0528,
Upper Thames Walk, Bluewater,
Greenhithe, Kent. Tel: 01322 427 880

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

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

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.
Tzl 01223 313 350
® CANTERBURY: Unit 5, Iron Bar Lane.
Tel: 01227 452 88O
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 Forepate Street.

Tel: 01244 311 967

COLCHESTER: 2 Short Wyre Street.
T2l 01206 767 279

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

CAROYDON: Unit 35, Drummond Centre
outside the back of the centre),
«ealey Road.Tel; 0208 680 4600
CRAWLEY: 11 Broadway.

Tel: 01293 552 072

DARLINGTON: 78 Skinnergate.

Tzl 01325 382 463

DERBY: 42 Sadler Gate.

Tzl 01332 371 657

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

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

Zzling Broadway Centre.
Tzt 0208 840 0171

EASTBOURMNE: 13 Terminus Road.
Tel: 01323 641 423

@ ENFIELD: 3/5 Genotin Road.
Tel: 0208 363 3238

@ EXETER: 12 Paris Street.
Tel: 01392 490 305

GLOUCESTER: 35 Clarence Street.
Tel: 01452 505 033

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

GUILDFORD: Unit 1, 9112 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 Gentre, Tel: 01494 531 494

HULL: 30 Paragon Street.
Tel: 01482 589 576

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

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

@ KINGSTON ON THAMES: 33 Fife Road.
Tel: 0208 549 5224

LEAMINGTON: 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

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 Strest. 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

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

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

MANCHESTER (TRAFFORD CENTRE):
Unit H2, Festival Village, The Trafford Centre,
Trafford Park. Tel: 0161 747 2121

MIDDLESBROUGH: Unit 33,
39 Dundas Street. Tel: 01642 254 091

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

@ NEWCASTLE (CENTRAL):
63 Clayton Street. Tel: 0191 232 2418

MEWCASTLE (METRO CENTRE):
Unit B14, First Floor (near the Mediterrangan
Village). Tel: 0191 461 0950

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

@®NORWICH: 12-14 Exchange Street.
Tel: 01603 767 656

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

@O0XFORD: 1A Bush House, New Inn,
Hall Street. Tel: 01865 242 182

PETERBOROUGH: 3 Wentworth Street.
Tel: 01733 890 052

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 8, 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 Strest.
Tel: 01722 330 955

@SHEFFIELD (CENTRAL):
16 Fitzwilliam Gate. Tel: 0114 275 0114

SHEFFIELD (MEADOWHALL CENTRE):
Unit 918, 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

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

STAINES: 520 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 Flest Street.
Tel: 01793 436 036

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

TOROUAY: 12 Market Street.
Tel: 01803 201 036

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

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

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

WARHAMMER WORLD: Willow Road,
Lenton. Tel: 0115 916 8410

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

WATFORD: Unit Q, 1A Queen Street,
Harlequin Gentre. Tel: 01923 245 388

WINCHESTER: 6 St Georges Street.
Tel: 01962 860 199

WOKING: Unit 3 Cleary Court.
Tel: 01483 771 675

WOLVERHAMPTON: Unit 98,
Mander Gentre. Tel: 01902 310 466

WORCESTER: 4 Charles Street.
Tel: 01905 616 707

@®YORK: 13A Lendal. Tel: 01904 628 014

il 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 885 9440
@DUNDEE: 110 Commercial Street.
Tel: 01382 202 382
EDINBURGH: 136 High Street.
Tel: 0131 220 6540

EAST KILBRIDE: 4 Righead Gate
(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 hack of the Centre).
Tel: 02890 23 36 84

LISBURN: 3 Smithfields Square.
Tel: 02892 634 150

B B ERE

BLANCHARDSTOWN: Unit 249a,
Blanchardstown Shopping Centre,
Dublin.Tel; 01822 3868

DUBLIN: Unit 3, Lower Liffey Street.
Tel: 01872 5791



While the vast majority of Chaos Space Marines are known for their
unyielding bitterness towards the Imperium of Man, there are few
who could match the depths of hatred of the Word Bearers. Armed
with zealous faith in Chaos in all its myriad forms, the Word Bearers
waged an unholy war against Man even before the Horus Heresy

erupted.

Lorgar, Primarch of the Word Bearers
Legion of Space Marines, was known
as one of the most scrupulous and
dedicated followers of the Imperial
Cult. His zeal in persecuting the
enemies of the Emperor was almost
unmatched by any of his brother
Primarchs and many were those who
felt him to be the most devoted of the
Primarchs. It was on the world of
Colchis that his character was to be
formed, one of the first worlds settled
in Mankind's exploration of the stars.
Its continental masses were dotted
with strange, crumbling edifices, and
no amount of exploration and research
could fathom their purpose.
Explorators at the time of the Great
Crusade put the date of its first
settlements somewhere around the
16th  Millennium, though it is
impossible to be certain. Imperial
scholars and historians believe that
the world of Colchis was once highly
advanced technologically, but fell into
anarchy during the turbulent time
known as the Age of Strife and that its
population regressed to the level of a
feudal society.

Few records remain of the society that
arose from the ashes of the Age of
Strife, save those penned by Lorgar
himself, and these are sealed in the
deepest vaults of the Library Sanctus
on Terra. Various fragments of these
records are reproduced in the
Speculum Historiale, the exhaustive
history of the Great Crusade penned
by the historian Carpinus. In his
description of Colchis, Carpinus tells
of a caste of priests calling themselves
the Covenant who rebuilt the shattered
society of Colchis on the promise
that a great leader would one day
come to deliver them from the
darkness their world had descended
into. With harsh religious observance,
the Covenant's strict dogma became a
gigantic, monolithic belief structure
that permeated every facet of daily life
on Colchis. Of Lorgar's coming,
Carpinus speaks of a fiery comet
smashing into the foremost temple of
the Covenant bearing the infant
Primarch, while Lorgar himself often
made oblique references to his
‘pilgrimage’ to Colchis. Another tale
tells of the arrival of a strange, golden-

skinned child at the doors of the
Covenant's largest temple, asking to
be schooled in their ways. The child
was taken into the temple and given
the name Lorgar, growing to manhood
within its walls and quickly mastering
the many tenets and codes of faith
imposed by the Covenant. The truth of
the matter will, in all likelihood, never
be known, and though the answers
may lie in the blasted words of the
Liber Malum, its pages must never
again be opened.

However it came to pass, Lorgar
became a devout member of the
Covenant, taking fiery words of faith to
every corner of the globe, where the
power of his oratory and charisma won
him many supporters. He rose rapidly
through the ranks and though the
people of Colchis loved him, he had
enemies within the Covenant who
grew jealous of his popularity and
challenge to their power. The
Speculum Historiale speaks of a tale
told by Lorgar to Konrad Curze,
Primarch of the Night Lords, during the
victory celebrations on Boraint
following the defeat of the Arch-Heretic
of Dulorth. Lorgar spoke of strange
dreams and visions that afflicted him in
his early years. In them he saw a
mighty warrior in gleaming armour with
a helm of bronze and a shining sword.
A giant in blue robes with but a single,
unblinking eye stood behind him,
speaking of his lord's coming to
Colchis and that Lorgar must be ready
for him. Lorgar was convinced that this
mighty warrior was the divine leader
the Canticles of the Covenant had
promised and, at the urging of Kor
Phaeron, his closest friend, began
spreading the word that their god
would soon be amongst them. People
flocked to hear his words and waves of
popular support followed Lorgar
wherever he preached. This was the
opportunity Lorgar’'s enemies within
the Covenant had been waiting for and
they denounced him as a heretic,
fearing the threat to the status quo and
their power.

Lorgar's supporters rallied round him,
fighting and killing the soldiers of the
Covenant who came to arrest him.
Lorgar himself, fought. with strength
and passion for his cause, and each




time the Covenant's Warriors came for
him, he slew them. His enemies had
vastly underestimated the depth of
belief in Lorgar’s words and the
Covenant split into two factions, each
deeply opposed to the other's belief,
and each believing that only they could
save their people. A holy war of horrific
proportions erupted, with more and
more of the population forced to
choose sides as the battles grew
larger and spread across the planet.
For six years the fighting raged across
Colchis and many were the atrocities

carried out in the name of holy
righteousness. Lorgar’'s supporters
were outnumbered, but they were led
by a Primarch, and his strength and
power were beyond compare. Lorgar
fought many battles, learning the ways
of war with astounding rapidity. His
inspired words roused his armies to
undreamed of heights of courage and
devotion, binding them to the promise
of their saviour’s coming, and the
priests of the Covenant could do
nothing to stop him. Eventually, Lorgar
led his people to victory, storming the
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temple he had trained in and killing all
the priests within. With the end of the
war, the people awaited the arrival of
the divine being promised by Lorgar,
and less than a year after the final
battle, a mighty, sky-borne vessel
descended to the temple on a trail of
fire. The Apocrypha of Skaros tells
that the Emperor and Magnus the Red
descended to Colchis with two squads
of Thousand Sons Space Marines, to
meet its mighty war leader. Lorgar
dropped to one knee, immediately
recognising the Emperor from his
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visions, and swore hfs undying fealty
to him. Under Lorgar's rule, every
facet of the Covenant's belief structure
was devoted to the worship of the
Emperor and the population of Colchis
rejoiced, united behind their new and
wondrous god.

The elaborate celebrations and pious
displays of devotion lasted for many
months, and recent translations of
some of the more obscure passages
within the Speculum Historiale infer
that the delays enforced on the Great
Crusade by the lengthy shows of fealty
Lorgar offered chafed at the Emperor,
who wished to resume the conquest of
the galaxy as swiftly as possible.
These same scholars cite later events
in the Great Crusade as further proof
of this, though others point out
Carpinus'’s revisionist tendencies and
claim that such interpretations are
based on the venerable historian’s
hindsight. At the conclusion of the
celebrations the Emperor offered
Lorgar command of the Word Bearers
and bade him take his best and
bravest warriors to become Space
Marines for his praetorian guard.
Lorgar accepted the honour the
Emperor offered him and decreed that
he would leave Colchis and take his
place at the Emperor's side. He
appointed faithful followers to minister
to his people in his absence, garbed
himself in his battle gear and departed
with the Emperor and Magnus.

Lorgar led his Legion throughout the
glory years of the Great Crusade,
setting out to eradicate and destroy all
forms of blasphemy and heresy that
threatened the Emperor's realm. All
manner of ancient scrolls, books,
artworks and icons were burned and
smashed before the advancing ranks
of the Legion. In their place, vast
monuments and cathedrals, all
dedicated to the Emperor, were
erected upon the mounds of dead of
those who had resisted conversion.
The greatest Chaplains of the Legions
produced enormous works on the
divinity and righteousness of the
Emperor, and Lorgar himself delivered
countless speeches and sermons,
converting millions to the Emperor with
his words alone.

The progress of the Word Bearers was
slow, but complete. None escaped the
crozius or the bolter. Entire worlds
were scoured of the living for their
refusal to submit to the will of the
Emperor. When the Emperor took note
of Lorgar's slow advance across the
stars, he personally reproached his

THE PURGING OF FORTREA QUINTUS

The world of Fortrea Quintus had been isolated from Imperial rule for several
centurics, and when the lcading edges of the Great Crusade reached the fronticr
of their system, the planet's monarchy was unwilling to submit itself to Imperial
rule and had the Emperor’s represcntatives executed. The Word Bearers were the

nearest Legion, though were already heavily engaged 1n fighting Orks in the
Chairak Nebula. Lorgar despatched two thousand warriors to Fortrea Quintus
with orders that the planet be pacified within three months. The Word Bearers
quickly established positions on the planct and found the populace to be living
in abject poverty, while the corrupt and ruthless monarchy grew fat off their
labours. A well-trained and disciplined army defended the planct’s rulers, cquipped
with advanced weaponry and war-machines. Under the command of Captain
Jarulek, the Word Bearers steadily pushed their enemics back, their captain rousing
the popuhcc with stirring speeches and fiery oratory. In ever-increasing numbers,
the people of Fortrea Quintus joined Jarulek’s march until his army numbered
more than a million.

A month after the Word Bearers had landed. Captain Jarulek, together with his
millions of new followers, launched his attack on the planctary ruler’s last bastion,
the Palace of Light. The casualtics amongst the populace werc horrendous.
thousands dying cvery minute as they charged the defended walls, armoured
bastions and labyrinthine trench systems of the main gates armed with little more
than pistols and spears. As the carnage continued at the main palace gates, the
Word Bearers attacked on another front, catching the defenders off guard and
striking for the heart of the palace. Nothing could stand beforc them and Jarulek
himself captured the planct’s ruler, throwing him to the blood-maddened
survivors of the battle at the gates. Fully 90% of the people who had joined
Jarulek's march were dead. while barcly a handful of Word Bearers had been
killed. Following the victory, Jarulck began indoctrinal teachings among the
populace and when Adepts of the Ministorum arrived to bring the word of the
Emperor to Fortrea Quintus, they were horrified by the Word Bearers careless
use of the populace, but found the people as well versed in the faith of the
Imperium as any loyal world could be.

[Historical note: Fortrea Quintus was later cleansed by the Blood Angels after
the planct sided with Horus during the Heresy and the citizeary rosc up to
slaughter their Imperial leaders. It is widely believed that the Word Bearers
corrupted the populace on the planet’s initial capture ]

Primarch. He informed Lorgar that his
purpose was not for faith, but for
battle. The true mission of the Space
Marines was to re-conquer and unify
the galaxy under the banner of
Imperium, not to waste precious time
and resources in vast displays of fealty
and piety.

Lorgar was stunned. Upon returning to
his personal battleship, the Fidelitas
Lex, the Primarch refused to speak to
any of his lieutenants or chaplains. He
removed his power armour and wore
nothing but sackcloth, his golden skin
greased with ash, his hair torn and
dishevelled. He mourned the
Emperor’'s command for a month, and
the Legion of the Word Bearers stood
idle and silent within the depths of
space, waiting for a command, any
command, to be issued by their
Primarch.

The Master of Mankind did not remain
ignorant of Lorgar's reaction. The
Emperor was on the verge of once
again reprimanding his tardy Primarch
when news came that the Legion had
suddenly renewed its campaign.
Worlds now fell before the Word
Bearers like ripe grain. The assaults
were quick and devastating; no longer
did Lorgar offer redemption or
salvation to those he set his Legion
against. The embittered Primarch
offered only the sword, and in his
wrath the holocausts were
unnumbered. Pleased with what he
saw as progress, the Emperor turned
his eyes towards other matters. What
he could not know is that he had
already been betrayed.

The Word Bearers were the first
Legion to be fully corrupted by Chaos.
While it is true that Horus was the first
of the Primarchs to be tainted, and his

.
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KOR PHAERON - MASTER OF THE FAiTH

Kor Phacron was Lorgar's spiritual advisor on Colchis and the Primarch valued
his counsel above all others. When the visions of the Emperor's arrival on Colchis
plagued the young Primarch, it was Kor Phacron who pressed him to take his

prophecics 1o the people. First amongst Lorgar's {ollowers, Kor Phaeron followed
the Primarch through all his battles against the Covenant, lending him spiritual
strength when it scemed there was no end in sight to the wars. Upon his elevation
to a Space Marine, Kor Phacron became Lorgar’s sccond in command, leading the
First Company of the Word Bearers. Even in a legion of zealots. Kor Phaeron
stood out, and it was incvitable the Legion's chaplains would pick him for further

devotional training. Immersed in religious study, Kor Phacron’s zeal rose to new
heights and the warriors he led fought with ferocity unmatched by any of their
brethren, Kor Phaeron advanced quickly through the Chaplaincy, the speed of his

assimilation of holy texts beyond all mortal comprehension.

But 2 man such as Kor Phacron should never have become a Space Marine. His
ambition for power had led him as a child to the Covenant, and thence to Lorgar.
As the Word Bearers sat becalmed in deep space, following the Emperor’s rebuke

of Lorgar's slow advance, it was Kor Phacron who first gave voice to the idea

that if the Emperor would not accept their worship, there werc other beings in
the galaxy who would. Kor Phacron understood Lorgar’s need for acceptance and

he knew that the powers of Chaos turned no-onc away. Kor Phaeron’s quest for
power had now led him to Chaos and as Lorgar brooded over the Emperor’s
reproach, Kor Phacron worked subtle manipulations and whispered appeals to

Lorgar's pride, slowly poisoning the Primarch against his former master.

Kor Phaeron became Master of the Faith and began the process of corrupting
the entire Legion. With Lorgar embracing Chaos with gusto, it was not long
before the Word Bearers were wholly dedicated to the Ruinous Powers. As before.
Kor Phacron was Lorgar's spiritual advisor and led contingents of the Word
Bearers in some of their most devastating battles of the Horus Heresy. He was
eventually defeated by the Ultramarines on Calth and forced to flec to the
Maclstrom. The Ultramarines claim to have destroyed his battle barge in an

engagement on the fringes of the Maclstrom, but such a claim is impossible to

verify in this volatile region of space. However, the number of cults and uprisings
belicved to have been instigated by the Word Bearers in regions surrounding the

Maelstrom makes it increasingly likely that Kor Phacron survived and continues

his evil calling to this day.

Sons of Horus were the first Legion to
openly rebel, in truth it was the Word
Bearers who were the first to fully
embrace Chaos as an entire Legion.
When the Emperor rebuked Lorgar's
shows of devotion, the Primarch
turned his gaze towards gods who
would be more worthy of his
dedication. In Chaos, Lorgar found
what he was searching for. Beyond all
mortal comprehension, the gods of
Chaos welcomed, even demanded,
worship. As such, they were initially
generous with Lorgar, as his devotion
to gods that accepted his worship
unquestioningly was second to none.
Lorgar’s ego, however, would not
allow him to become any single god's
champion, instead preferring to
worship Chaos in its myriad, infinite
forms. The Word Bearers came to
worship Chaos as a pantheon of
countless gods and goddesses, dark

&

princes and ethereal powers that
writhed and seethed in the haunted
depths of the Immaterium.

Lorgar would Jater say that as he
turned his faith to Chaos, a veil lifted
from his eyes and he was able to see
the Emperor for what he was; not his
god at all, but an irreverent man who
had failed to grasp that what Humanity
needed above all else was religious
domination, that could only be
provided by godlike beings such as
himself. The resultant submission and
fealty to Chaos would allow Mankind
to stave off the countless alien hordes
that sought to overwhelm and destroy
the young Imperium. At first, the
Legion kept their new faith secret,
unaware that Chaos had already
tainted many of their brethren. Once
Horus openly defied the Emperor, and
his Legion renounced all ties to

Imperial authority, the Word Bearers
openly cast their lot with the side of
Chaos. The second Legion to spit on
their oaths of loyalty, the Word
Bearers, soon set upon the Legion
they had come to despise the most,
the Legion of Roboute Guilliman, the
Ultramarines.

While the Emperor had chastised the
Word Bearers, they watched with
jealous hearts as he championed the
Ultramarines as his finest warriors.
When the Heresy erupted and the
shackles of loyalty were cast off, the
Word Bearers set upon the Sons of
Ultramar with unbridled hatred. The
Ultramarines were initially stunned,
and Lorgar was able to push them
back to Ultramar, the region of space
that the Ultramarines govern and
defend. It was upon the world of Calth
that the final battle would take place.
Famed for its orbital shipyards, Calth
was a typical world of Ultramar. Its
inhabitants were wealthy and
generous, knowing little in the ways of
want or fear. In many ways, theirs was
a paradise, and as such it was not to
last.

When the Word Bearers launched
their attack against the Ultramarines,
the strike against Calth was led by one
of Lorgar’s greatest champions, the
former Master of the Faith, Kor
Phaeron. This mighty champion swore
to utterly destroy the planet, and was
very nearly successful. From his
personal battle barge, now renamed
Infidus Imperator, Kor Phaeron
directed a full-scale invasion of the
Calth System. Calth's three sister
planets were all destroyed, massive
geo-nuclear strikes ripping them apart
at the core. Its once gentle sun was
laced with deadly metals and
substances that increased the star's
radiation output tenfold. Within a
century after the Heresy's end, the
final elements of Calth's atmosphere
were burned off, the world left airless,
its populace now dwelling in gigantic
underground caverns. Upon its
surface, the Word Bearers fought the
Ultramarines to a standstill. The
traitors held superiority in numbers,
weaponry and brutality, but the
Ultramarines would never give in. As
driven as the warriors of Lord Kor
Phaeron were, they could not dislodge
the Ultramarines, many of whom had
once called the planet home.

The war upon Calth was devastating
and horrific. Ancient codes of warfare
and martial conduct were broken and
set aside by the Word Bearers as all
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manner of death and destrucfion was
unleashed. The Ultramarines were
stunned by the millions of cultists the
Word Bearers used as human shields
and disgusted by the hordes of
daemons unleashed as shock troops.
The Word Bearers, in turn, had
underestimated the tenacity and
resolve of their hated foe. In the end,
Lord Kor Phaeron was defeated when
reinforcements from Macragge drove
the Word Bearers from the surface of
Calth. Kor Phaeron retreated all the
way to the Maelstrom, a turbulent
region of the galaxy where the
Immaterium of Chaos seeps through
into the material realm of the universe.
The Ultramarines were victorious, and
their leader, Brother Captain
Ventanus, would one day set foot
upon a broken Colchis, symbolically
capturing the abandoned home world
of the Legion that had once
threatened to enslave Ultramar.

While Kor Phaeron set his men upon
Calth, Lorgar was leading the rest of
the Legion against Terra. The horrors
of the battles there were beyond the
comprehension of mortal beings and
fill many vaults of the Library Sanctus.
Lorgar helped smash down the realm
of the master he had once served with
the fanaticism of a zealot. Suffice to
say, Horus was defeated, and the
legions of Chaos were forced to flee.
The Word Bearers were also forced to
retreat to the Eye of Terror, and there
they have remained, returning to the
Imperium to raid, pillage, and destroy,
awaiting the chance to reclaim what
was once theirs.

As time passed and the atrocities
carried out in the name of Lorgar rose
to new heights, he was rewarded by
his patrons with the gift of
daemonhood. Now he truly was the
equal of a god, and the birth scream of
this newest daemon of Chaos was
said by Astropaths to have echoed
through the warp with triumphant
vindication, From the Daemon-world
of Sicarus, Lorgar watches over his
Legion, directing its myriad wars and
engagements, orchestrating the vast
corruption from within that the
Imperium suffers at the hands of his
innumerable cults and covens. Unlike
many of the other Traitor Legions, the
Word Bearers have remained a
unified, if loosely organised, Legion.
Each of Lorgar’s champions have
become an amalgamation of brutal
war leader and divinely inspired
preacher of Chaos known as a Dark
Apostle. Each is gifted an army

roughly equivalent to a Space Marine
Chapter, known as a Host, and these
armies have proven to be deadly
raiding forces against the Imperium.

From the two primary bases of the
Legion, the daemon world Sicarus
and the factory-world of Ghalmek,
located within the Maelstrom, the
Word Bearers launch twisted wars of
faith against the Imperium. On each
world they attack, they plant the seeds
of future corruption and an ever-
expanding web of cults. Fortunately
for the Imperium, the cults of the Word
Bearers compete heavily with those of
the Alpha Legion, a rivalry that has
spread to the Legions themselves.
Though the Alpha Legion and the
Word Bearers have united several
times to take part in the Black
Crusades of Abaddon, they are more
usually in states of bitter division and
rivalry.

On the worlds they attack, the Word
Bearers build huge monuments
dedicated to their dark gods, and vast
cathedrals are erected where the
chants and prayers of the faithful
intermingle with the screams of those
being sacrificed in the name of Lorgar.
The Word Bearers are the only Traitor
Legion to still observe codes of
religion in the form of their Dark
Apostles, and under them have
retained a strict regimen of
blasphemous prayer and evil devotion
that fills much of their time. All Word
Bearers are expected to be thoroughly
knowledgeable in ritual sacrifice,
occult study, and decadent worship. In
battle the Word Bearers are zealous in
the extreme, marching forward under
huge banners dedicated to Chaos in
its myriad forms, reciting catechisms
as they fight, and slaying the enemy
for failing to follow the one true path to
righteousness. Their war against the
Imperium of Man is total, and it will not
end until every icon of the Emperor
who betrayed them lies shaitered at
their feet.

é

“Speak the words of Lorgar and
you shall live forever in the glory
of Chaos. Speak them not and
every onc of you shall dic today.”

Ultimatum made at the gates of
Moergh TV prior to its destruction
by Kor Phaeron

Home World

Colchis was once a technologically
advanced world that regressed to a
feudal state during the Age of Strife.
The arrival of Lorgar brought with it
both a blessing and a curse. A blessing
because it brought the world into the
fold of the Imperium, a curse because
his arrival signed the planet’s death
warrant many hundreds of years later.
Under Lorgar's brief rule the planet
prospered, but when the Emperor
came to Colchis and put Lorgar in
command of the Word Bearers, those
he left behind allowed the world to fall
into decline. When the Ultramarines
took the fight to Colchis, they found a
devastated world, its industry in ruins
and its people clinging desperately to
civilisation. Given Lorgar's treachery,
the Inquisition ordered the planet to be
cleansed and the Ultramarines battle
barge, Octavius, bombarded Colchis
with  cyclonic torpedoes. The
geological structure of Colchis was
highly unstable and the resultant
seismic activity split the planet apart.
Nothing now remains of Colchis and
where it once existed is still a closely
guarded secret.

Combat Doctrine

The Word Bearers follow the words of
their Dark Apostles with utter loyalty
and faith in battle, and they in turn
interpret the will of Lorgar by many and
varied means. The means to win a
battle may be contained within the
entrails of a particular captive, a
particular alignment of the stars or the

“We killed thousands, yet still they came. A living tide of traitors, herded by
armoured giants in red armour like so much cattle into the tecth of our guns. chanting
that damnable litany that infests my head still. They waded, knee deep in blood, yet
still they came. All to the horrid cadence of pounding drums. a driving beat that
stretched the nerves of my men to breaking point, and 2 droning mindless chant. Yet
for all the cruel dsar:gard their masters showed. every traitor dicd with a beatific

smile upon his face..”

After action report 3445/ 1tf/9
Filed by Colonel Johann Adronia
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pattern of cast bones. The Dark
Apostles decree how the battle is to be
fought and the warriors of the Host
obey unquestioningly. Before battle,
the Word Bearers gather in ritual
prayer, chanting blasphemous hymns
and forbidden doctrine to affirm their
faith in the power of Chaos. Often
these chants will be answered and it is
common for the Word Bearers to fight
alongside hideous daemonic entities
that have made diabolical pacts with
the Dark Apostles.

&

The Word Bearers then raise their
damned standards high and march
into battle beneath cursed icons,
bellowing catechisms and canticles of
hatred at their foe as hideous drums
beat out a dolorous thunder. The
relentless advance of the Word
Bearers is a terrifying sight, as the
monotonous chant and beat of drums
can break even the strongest will. The
night before battle, the enemy can
hear dark mutterings emanating from
all around, echoed in the pounding
drums, stretching the nerve and

instilling every man with fear. The
unshakeable belief of the Word
Bearers that they alone can save the
galaxy has seen them marching
towards certain death, yet unwilling to
take a single step backwards. Any
victory won over the Word Bearers is
only won at a terrible cost, as their
attacks will only ever end when all are
dead.

Organisation

Alone amongst the Legions of Chaos,
the Word Bearers maintain a facsimile
of their former discipline and faith.
That faith has been corrupted beyond
all recognition and their discipline now
serves darker masters, but their
organisation bears a twisted
resemblance to their former glory. The
various warbands of the Word
Bearers, known as Hosts, are
scattered throughout the Eye of Terror
and the Maelstrom, each led by a
mighty champion known as a Dark
Apostle. These terrifying warriors fulfil
the dual role of chaplain and
commander. Veterans of a thousand
times a thousand battles, these mighty
champions of Chaos are the epitome
of a warrior of Chaos. These blood-
soaked killers make unspeakable
pacts with the entities of the warp,
ritually debasing the Crozius Arcanum
that was once their symbol of office by
binding a daemonic creature within its
accursed form. They are a potent
reminder that even the most revered
champions of the Emperor can fall
from grace.

Each Host varies enormously in size,
ranging from the equivalent of a Space
Marine Battle Company to a rare few
that almost equal a Chapter in size.
The organisational make-up of each
Host differs wildly as well, and can
change depending on the whims of the
Dark Apostle that leads it. Often they
will suddenly alter the hierarchy of
their Host for reasons known only to
themselves. The reason for these
changes has continued to baffle
Imperial tacticians, as they often result
in unwieldy or tactically inflexible
formations that appear to have no
battlefield precedent. The Word
Bearers themselves accept these
changes without question and none
dare question the Dark Apostle's
methods. The most commonly
occurring structure discovered is that
roughly equating to a Space Marine
company, with the Host broken down
into units.of about twelve warriors.
Each Is commanded by a champion of
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the Word Bearers "who “strives to
become as devout a war leader as the
Dark Apostle in the hope of one day
being chosen to succeed him on the
occasion of his death.

Beliefs

Rooted in the beliefs of Lorgar himself,
the Word Bearers are the heralds of a
terrible new age of religious servitude.
Only united behind the teachings of a
god and offering the obeisance that
such a god requires can the masses of
Humanity be saved from the perils of
alien menace and internal schism,
There is only one power in the galaxy
worthy of such submission, and that is
the dark majesty of Chaos. Each
warrior of the Word Bearers is a
missionary bringing the darkness of
Chaos with them, preaching the one
true faith to those that will hear it and
exterminating those who will not. Their
belief is simple, tread the path of
Chaos or die.

Gene-seed

The gene-seed of the Word Bearers
was originally thought to be pure, but

events subsequent to the Horus
Heresy revealed the weaknesses
inherent in their genetic make-up. The
Space Marines of the Word Bearers
have a marked tendency towards
dogged, unguestioning belief and
stubbornness that verges on insanity.
Since the Heresy, their gene-seed has
become corrupted beyond redemption
and those negative traits have been
magnified to hideous proportions. The
Word Bearers do not display a
particular tendency towards mutation,
though those who are gifted with such
blessings of Chaos are much favoured
amongst their Host.

Battle Cry

The Word Bearers do not seem to
evince any one particular battle cry,
favouring instead to march into battle
chanting passages from their damned
texts over and over. The Host's Dark
Apostle chooses the exact passage
before the battle, and each warrior
chants in time with the beating of great
drums, either carried into battle by the
Word Bearers themselves, or
channelled through the amplifiers on
their suits of power armour,

From the fires of betrayal
Unto the blood of revenge
We bring the word of Lorgar
The Bearer of the Word
The Favoured Son of Chaos
All praise be given unto him
For those that would
not heed
We offer praise to those
who do

That they might turn their
gaze our way

And gift us with the
boon of pain

To turn the galaxy
red with blood

And feed the hunger
of the gods

Excerpted from the three hundred
and forty first Book of the
Epistles of Lorgar

RHAMMER 40,000 |

USING A WORD BEARERS ARMY IN WARHAMMER 40,000 _I

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

The only Mark that may be assigned to models in a Word
Bearer army is the Mark of Chaos Undivided. They are
allowed to use any type of Daemon however.

FORCE ORGANISATION

Because of the large numbers of Daemon packs that the
Word Bearers can call upon, they may always include
additional Troops choices on the Force Organisation
chart to replace one each of the Elite, Fast Attack and
Heavy Support choices. Effectively, this means they
could have nine Troops selections in the same army
although they would then only have two each of Elite,
Fast Attack and Heavy Support.

Amongst the Word Bearers the most distinctive leaders
are their Dark Apostles. Only the Word Bearers include
Dark Apostles in their ranks and they are the zealots that
drive the Legion onward. Word Bearers Dark Aposties
are always recognisable by the Accursed Crozius they
carry as testament to their origins. Any Word Bearers
Mighty or Exalted Champion can be given an Accursed
Crozius to make them Dark Apostles.

Dark Apostles will often have the Demagogue skill (see
opposite) to better motivate their followers, but it is not
compulsory.

NEW WARGEAR

Accursed Crozius — Daemon Weapon (40 pts)

During the Horus Heresy most of the Chaplains of the
Traitor Legions resisted the taint of Chaos and were
murdered by their brethren. The Chaplains of the Word
Bearers Legion embraced Chaos willingly though and as
an act of faith ritually desecrated their once sacred
weapons. These Accursed Crozius have a powerful
effect as talismans of Chaos, proving that even the most
pious of the Emperor’s followers can be turned to the
path of damnation.

The Accursed Crozius is a power weapon that is
available only to Word Bearers models with the Mark of
Chaos Undivided. Additionally, the bearer enjoys the
protection of the Dark Gods and receives a 4+
Invulnerable save,

Demagogue Ability — 20 pts
The Word Bearers are exceptionally well-versed in the
counter-arguments to the Imperial Creed. Moreover their
Dark Apostles are skilled orators, able to incite their
brethren to a fanatical fervour.

Any Chaos Space Marine units with a model within
8" of a character with the Demagogue ability will
automatically pass any Morale test they are required to
take. This skill is available only to Independent
Characters.

u
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HERETICUS

BY DAN ABNETT

o The last volume in
the awesome
Eisenhorn trilogy

.. and an epic final
~ battle with the
forces of Chaos.
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TALES OF FANTASY AND
ADVENTURE

Essential new
Fisenhorn fiction!
Deff Skwadron
launch! More
Greenskin action in
‘Liberation Day’ plus
mysterious
Warhammer fiction.
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ONLY £5.99
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ONLY £5.00
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ONLY £5.99

COMING SOON
ONLY £2.50

AVAILABLE FROM ALL BETTER BOOKSHOPS
AND GAMES WORKSHOP STORES

THE LAUGHTER
OF DARK GODS

SHORT STORIES

Classic dark
adventures in the
mystical world of
Warhammer, from
such authors as
William King, Brian
Craig and more.
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THE ALL-ACTION CoOMIC

The death of Legions
in the Titan 11 finale!
Lone Wolves! Kal
Jerico! Bloodquest's
Cloten & Lysander:
Champions of
Chaos?

* Buy the latest Black Library & F'orge World releases

e/ Meet Dan Abnett and other Black Library writers & artists

e Ask advice from Forge World's master sculptors

e Talk with GW Hluminati on the future of Warhammer

* Play games starring Black Library characters

e Compete in 40K CCC tournaments

* Win prizes on the day!

:"_B_.uy your ticket now: (0115) 916 8177
For details: wivw.blacklibrary.com/events



To help those of you who are
thinking of entering the Open
Competition we thought we’d ask
long serving Golden Demon judge
Alan Merrett, and Matt Parkes, last
year’s winner of the Open
Competition, for a few hints

and tips.

Matt Parkssbing presented with the
2001 Open Competition trophy by Alan Merrett.

THE OPEN COMPETITION

Throughout the long and distinguished
history of the Golden Demon painting
competition it almost goes without
saying that we have seen some pretty
amazing models and dioramas. We
have also seen a host of other unusual
and very special modelling projects.
Wizard's staffs, Space Marine helmets,
fully rendered-up icons, to name but a
few. When we relaunched Golden
Demon a few years ago and established
the format now used on the day, we
wanted to retain this very exciting aspect
of the show. This was the primary
motivation for us introducing the Open
Competition. This particular section of
Golden Demon allows people to really
let their imagination run riot. The Golden
Demon categories themselves are by
necessity very tightly defined and
specific, a single Warhammer miniature,
for example. By contrast the Open gives
everyone the opportunity to be as
creative and inventive as they like.
Obviously a good thing!

An entry catches Alan’s eye.
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In addition to this, Rick Priestley and |
wanted to ensure that as far as possible
all of the very best painters and
modellers in the land had a chance to
strut their stuff and have a go. Of course
Games Workshop employs a huge
number of very talented painters and
modellers and we really wanted them to
be able to take part in the Golden
Demon event as well. We therefore
decided that the Open would be the
petfect way for them to participate in the
world’s premier painting tournament.
After all we couldn’t let the 'Eavy Metal
team loose on the Golden Demon
categories, especially as they have to
help with the judging!

So there we have it. The Open
Competition is a showcase of great
models from right across the broad
spectrum of GW enthusiasts, including
GW staff, and is a wonderful opportunity
for the participants to really go for it and
create some very special models!

JUDGING THE OPEN

The Open presents unusual problems
for the Golden Demon judges. Firstly, of
course, some of the Golden Demon
judges may have actually entered the
competition. Obviously, if this is the case
they are barred from judging it
themselves, This means that on
occasion we have had to draft in
additional help when examining the
entries. In recent years we have elicited
the services of some of the great
luminaries of the painting and modelling
world. For example, John Blanche can
usually be persuaded to spare us some
time to do this even if he is unable to be
a Golden Demon judge on the day. In
addition we always like to get last year's
Open winner to give us some help
(unless he or she has entered again).

The second big problem for the Open
judging is the sheer variety of entries we
see. Certainly the challenge to create
something memorable and spectacular
has been met with a range of awesome
models over the years.

The first thingwé will do when it comes.
to the Qpen is to take a step back from
the benches and single out any models

7 that immediately stand out for some

- reason, This may be because of the
finely rendered painting or intricate

. _conversion work but is most likely to be
because of the overall impression the

model presents to us. The Open always

The judges always find it difficult
to make the final decision.

has a number of really big entries and
these tend to catch the eye but they
aren’t always the ones that win. We like
to see models that have an overall
consistency and a strong theme or
narrative. Does the model tell a story or
illuminate a character? Does the model
present a view of one of our worlds,
settings or characters that enhances the
background and imagery? Is it striking
and dynamic? And is it brilliantly painted
and modelled?

Taking these questions in turn let's look
first at narrative or story content. Here
we are looking for content. The models
should relate to each other and the
setting they are presented in and any
conversion work should be appropriate
to that narrative. Dave Andrews' jousting
scene (shown overleaf) is a great
example of this. Every facet of this
brilliant diorama is focussed on telling
the story of the joust and Dave hasn’t
skimped on any aspect of it. The scene
he presents is full of entertaining little
details that enhance the joust scene as
you discover them. He has taken care to
pay lots of attention to.the buildings and
onlookers; not just to the main
protagonists. He has also presented

the entire diorama with a
characterful and appropriate
decorative frame.

The second guestion asks
if the model enhances our
imagery and background.
We like to see that the
modeller has paid attention
to, and has a love for our
worlds. After all we do, so

it is natural for us to have a
keen-interest infcool models




THE ARCHIVIST
Méirk Bedford was
inspired to make ‘The
Archivist’ for the
Golden Demon 2000
Open Compefition,
which Mark in fact
won! Much of his vision
for the model came
from seeing veteran
horror film actor
Christopher Lee in his
role as a judge in the
movie ‘Sleepy Hollow’. The rest came from other
macabre movies, as well us John Blanche’s
sketchbooks for both Inquisitor and Mordheim.

than an action scene, and decided he wanted the

Mark wanted to capture a moment in time rather i ; % st
model to look interesting from any angle. He | \\
s/ j 7 é,“ .“\

\

imagined that the servants who attend the scribe 1 h a\n.
would have been bred for this one purpose only. i ; & \‘3
The modelling and painting contains lots of tiny ’f ST
details, such as the scrolls covered in liturgy you
can read.

Eiex .'

It is quite easy to see how the fantastic level of
detail that Mark has incorporated won him his
Golden Demon trophy. There is no limit as to what
u little imagination and a bit of inspiration can
produce. We certainly hope that future Golden
Demon competitions will feature such evocative
and well-modelled scenes.
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that demonstrate this. What really
impresses us is models that do this in a
novel and unexpected way. We all know
and love Space Marines for example,
and the most common image of them is
in battle or war situations. However, we
also know that they do have a life
beyond this. What could that be like?
Are there really interesting ways to
illustrate this with a model or diorama?
What kinds of buildings or spaceships
do they have? And so on...

Is the model dynamic? This doesn't
necessarily mean that the model has to
be in a wild pose or extraordinary
situation but it does mean that the model
should be in an appropriate pose for the
character and/or situation. Even a very
simple figure composition can be
dynamic, yes even a standing figure!
Imagine a character tensed for action or
in a casual pose appropriate to the
scene. If the model consists of more
than one figure does the overall scene
have a dynamic and do the individual
elements contribute to this?

Finally, though no less important, is the
whole model well painted and modelled?
When all is said and done Golden
Demon is about excellence of painting.
We don't want to see models that are
painted to a good standard, we want to
see superbly rendered masterpieces.
And these are the models that will win
prizes at Golden Demon. Neatness
obviously is essential. As is a colour
scheme that is balanced and appropriate
and clean, crisp colours that are well
defined and smoothly blended,
emphasising the underlying anatomy
and detail of the sculpting. Modelling
detail that is sharp and defined with any
conversion work that seamlessly blends
in with the original cast details. There
should be a balance between the
painting and modelling.

Lastly a word of advice. Avoid gaffs!
Even the most fabulously painted model
will not win if presented on a poorly
rendered base or if the casting lines and
sprue marks haven't been removed.
Similarly, a brilliant conversion will not
win if the painting doesn’t match up to
the same standard. We will look at

the model from all angles so don't
forget to paint the back of it. And

don't put anything on the model

that wouldn't exist in the world of

that model, so avoid ‘real world’
references like Coke cans and

jokes about Tony Blair!

| hope that this gives you some
nsight into the judging and |
can only hope that this inspires
io have a go yourself. This
we are awarding trophies
st, second and third
the Open ’
fition so there is ev:
@ee reason to.enter, |look
formard o seeing you there. |




Beneath the pavilion a strest urchin aims at a
knight with his catapuft!

Dave Andrews helps judge the entries
at last year's Golden Demon.

THE BRETONNIAN JOUST

Duve Andrews created ‘The Brefonnian Joust’ for the
Golden Demon 1996 Open Competition, which he
won. However, this incredible diorama was not his
first taste of success, as he entered and won the 1995
Open Competition with another stunning diorama
featuring an Imperial Thunderbolt fighter.

Take a few minutes to look af this whole model as it
tells it's story. A brave and determined knight
unhorses his hapless opponent whilst the spectators,
men-at-arms and peasants cheer wildly. If you lock
closely, out of sight in the pavilion, an assassin waits
to strike down a noble, whilst underneath, o street
urchin also waits to let fly at one of the combatants
with a stone from his homemade catapult.

Dave really has pulled out all the stops on this
model. The illuminated manuscript is hand-written
and stuck to a wooden backboard. In each corner of
the base are fleur de lys made out of plasticard. The
ground is DAS modelling clay, indented with hoof
WL ; = A marks. The tent and pavilion are frameworks covered
R 8 L e R o v : in metal foil. This is carefully painted with fleur de

A
. & i B A [ lys and other decorations and looks like embroidered
i k R 4 : cloth — the finished effect is remarkably realistic.
o b bo 3 ~— One of the most characteristic things about Dave’s

; gn f’* n ﬁl’lllﬁ‘ 1 naﬁi}’a Ilrf-ﬁmlnﬁg + ; 5 . | model, apari from the incredible attention to detail,

is the painting style. He has spent years collecting

/ W , 4 : miniatures and his home is overflowing with both
=3 :; 0 Z > ae | models and terrain. Hours and hours of painting
i & Lo I huge, beautifully puinted wargaming armies have
given him the expertise to paint a sizeable force very
quickly. Using black undercoat for his models, Dave
generally paints block colours with minimal
highlighting, saying that the limited number of
colours on a model helps the finished effect. Dave
has taken this army painting style a stage further for
this model. He has used o lot more fine detuil on the
miniatures which is normally lost on a
wargames table. A good example of this is
the linework on the horses’ barding.
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At Games Day 2001 Matt Parkes
won the Golden Demon award for
the Open Category. His converted
model of Orion was absolutely
breathtaking and when he visited
the Studio recently, we couldn’t
resist the opportunity to find out
how he went about creating it.

Above: The original Orion model.

Right: Matt Parkes' converted
Orion in all its glory.

CONSTRUCTION

The model of Orion was chosen for two
reasons. Firstly, | have always wanted to
paint this particular model. Secondly, |
thought | would be able to improve the
overall level of detail on the original
model.

The first stage in the process was to
decide which parts | wanted to keep the
same and which areas | wanted to
convert, | was after a more dynamic
pose, so a few changes were necessary.

1. | had an idea beforehand that |

wanted the model to be walking down
some steps. For this reason | attached
the body to the legs at a twisted angle.

2. The weapon arm usually points
forward as though the model is thrusting
the spear. Using green stuff to fill any
gaps | reversed the direction of the arm
to point it backwards as though Orion is
about to throw the spear.

3. As a main point of focus the head was
given some special attention. The single
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5. The shield was made from a curved
piece of toilet roll tube. This was first cut
to shape and then the surface covered
with a thin layer of polyfilla.

| hairs were created by
! drilling holes into the
hair; thin fuse wire
was then glued into
place. The horns
were chopped off as

| thought they looked moose-like and |
wanted the model to have stag-like
horns. Holes for some brass wire were
drilled in their place, which was then
attached using superglue. After this the
horns were built up using green stuff.

4. The trident is

.’&m\ closely based on
] [ the original spear.
—=_"" | added a haft
T with aluminium
=7 tube, pinning the
v spike on top:. |

then bent some
thick wire into shape and glued milliput
fins on the ends to look like fish hooks,
giving the trident a more sinister feel.
The decoration was added by using
twisted fuse wire and real pigeon
feathers cut into shape.

6. | knew the cloak was always going to
be the big conversion for this figure. To
start with | used a wire mesh frame, cut
to size in the shape | wanted. This was
then skimmed with milliput, so it could
be sanded. Once dry | carefully glued
cotton thread in an X pattern to
represent the twine which would be used
to keep the leaves in. The leaves were
made from cut paper which was
superglued into place (yes, if took a long
timel).

PAINTING

| always paint my models by painting
each piece separately before fixing
together the model. Mainly this is for
easier access to areas that would be
tricky to reach with a brush once the
model is assembled.

| wanted the colour scheme to be as
simple as possible — giving myself a
very tight palette, mainly greens and
browns.

Each part was undercoated with Skull
White except the cloak and weapons,
which were done with Chaos Black.

The body and
head were
painted first,
with Dark
s Angels Green
{ as the base
coat. This
was then
blended up to Snot Green for the main
highlight colour of the skin.

After the main highlight colour was

painted, it was then given a wash with a
mix of Dark Green Ink and Yellow Ink to
blend and smooth out the shaded areas.

The skin was highlighted in very gradual
stages by adding small amounts of
Bleached Bone to Snot Green. Adding
this strong colour to the main skin mix
did bleach out the subtle greens already
painted, so the skin was inked back
down with the same ink mix, to add
richness and depth. This was repeated
four times.

The last stage of painting the skin was a
final touch of Bleached Bone on the
sharp edges. 4



With the largest area complete, | could
then move on to other parts of the-torso.
The first thing to do was to paint all the
other areas and details on the model
Chaos Black, mixed with a touch of Dark
Angels Green. This stage is called
‘lining’. It adds more depth to these
areas and is especially good for
photographic purposes.

The legs were then painted using a
basecoat of Scorched Brown. This was
painted, not drybrushed, as the lining
mix would be slightly too dark for the
colour | wanted as the basecoat of the
fur. The next stage was to carefully
drybrush the legs with a mix of Bestial
Brown and small amounts of Blood Red,
Bubonic Brown and Bleached Bone. |
like to build up natural elements on
figures with a few colours for a more
organic feel. This method works
particularly well for human skin.

The hooves were painted with a
basecoat of Chaos Black, with small
lines painted vertically in Codex Grey to
produce the texture required.

The loin cloth was kept as simple as
possible, as | did not want to make
another area stand out on the torso.
This balance of detail and simple areas
is one of the key elements to a well
thought-out colour scheme. The loin
cloth was painted with the same greens
as the skin, only using less highlight
stages to make it darker.

i All the gold on the
model was then
painted at the
same time. | have
an easy method of
painting gold. Tin
Bitz with Brown Ink
mixed in is used for the basecoat. This
mix is blended up to Shining Gold in
three stages, adding Mithril Silver in very
small amounts for the final highlights.

Like the gold, the silver sections were
painted all at once. With any silver, | like
to start with a totally Chaos Black
undercoat. Thin layers of Chainmail
were added until | had a smooth silver
finish. This was then highlighted with
Mithril Silver and washed over with a
mix of Black and Blue inks. This gives
the metal a steel like appearance.

All the gems were painted at the same
time and with the same colour for a
more genuine feel. Details like
gemstones provide an important relief
from the green main colour. These were
painted in the standard way as
described many times in White Dwarf.

| wanted the hair to be a different green,
so a mix of Dark Angels Green,
Ultramarines Blue, Bleached Bone and
Skull White was used. The mix was
highlighted with Bleached Bone,
followed by Skull White for a crisp finish.

The eyes and teeth were painted in the
usual way. A good tip with the eyes is
that you can change the whole character
of the face by moving the pupils. Notice
how Orion is looking slightly to the right,
maybe at his next target!

The horns were then painted with a
basecoat of Scorched Brown and
Bestial Brown. Thin lines were painted
down the horns with Bubonic Brown for
texture. This is a similar technique as
used for woodgrain, only more uniform.
These lines were built up with very
thinned down Bleached Bone and

Skull White.

PAINTING THE CLOAK

The cloak was undercoated with Chaos
Black spray, followed by Dark Angels
Green. Each individual leaf was painted
separately. The leaves were all painted
the same way, adding slight variations of
greens and yellows to the highlights.
The texture achieved on the leaves was
painted on by using a few lines on the
surface in opposite directions.

The wood grain on the trident came next.
As mentioned above, lines were painted
down the haft in slightly irregular
patterns and highlighted with Bubonic
Brown and a final highlight of Bleached
Bone. A glaze of Brown and Orange

inks was then applied for a warmer
finish.

PAINTING THE SHIELD
The shield did not take a long time to
paint. It was made much easier by
having the rest of the model painted
beforehand so | could see the overall
feel of the miniature. With this in mind, |
painted the sky first with Blue Ink. The
forest and horizon were next with a
similar technique, except small amounts
: of light
. green
(Scorpion
Green,
Bleached
s Bone and
Snot
Green)
were added
. to the ink
mix. Notice
how the
landscape
starts out
quite dark
and
bleaches
out towards
the horizon.
This adds
perspective
g P to the
y - . piece.

When totally dry, the silhouette of the
eagle was painted over with thinned
down Chaos Black paint. Dark Flesh and
Bleached Bone were the main colours of
the eagle, with highlights of the old
Terracotta Red, which can be made by
mixing Dark Flesh and Bleached Bone.
The symbol at the bottom of the shield
was painted with Skull White. Lastly, a
border was put around the edge — this is
a great way of tidying up all those stray
blobs of paint. This was done with Dark
Angels Green and Chaos Black as a
basecoat, with highlights of Rotting Flesh
and Skull White.
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Warhammer Starter Paint Set

£15

This boxed set contains nine Citadel paints, one Citadel 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

Nauseating Blue
Imperial Purple
Liche Purple
Warlock Purple
Tentacle Pink
Midnight Blue
Storm Blue
Regal Blue
Ultramarines Blue
Enchanted Blue
Lightning Blue
Ice Blue

Hawk Turquoise
Dark Angels Green
Snot Green
Scarpion Green
Bilious Green
Scaly Green
Jade Green

Vile Green
Camo 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

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.

1 SET + ENSEMBLE DE MODELISME +
. HOBBY = HOBBY STARTERSET - %
LL HOBBY « #E— RF—g—ty b WOR

Hobby 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 paint brush,
two types of glue, clippers, modelling flock, and a simple
guide on how to paint your miniatures.

Citadel Colour Spray Cans

400mi Skull White ..............£5 D5
400m| Chaos Black. .. ........... £5 ORI
400ml Matt Varnish . ............ £5

There is also a range of 250ml spray -

cans available. With colours ranging
from Goblin Green to Space Wolves
Grey, these are ideal for the expert and
beginner alike. Phone Mail Order for
more details. S 3

CHAOS
BLACK



[CITADEL ICITADEL
[MODELLING| MODELLING|

[CITADEL
MODELLING|
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Pin Vice £8 Curved Pliers £6  Model Files £5 Tweezers £4  Sculpting Tool £3 Clippers £6

Terrain Cutter £12 PVA Glue £3
L —
Tank Brush £3 Paint Brush Set £6

Detail Brush, Standard Brush, Small Drybrush

Superglue  £3

' // Paint Station £18 bl
.~ % i Self assembly modelling area

24" wide x 16" deep
AVAILABLE FROM YOUR LOCAL GAMES WORKSHOP STORE,

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




WARMASTER?

Warmaster is Games Workshop's
game of fantasy battles on an epic
scale, using smaller
models to play out
enormots clashes.
Here Pete Haines
explains how to
collect and win with
a Warmaster
Chaos
arnty.

armaster is all about fighting battles

0{ in the Warhammer world on a truly
massive scale. The smaller figure scale
allows you to field lots of really
substantial units of troops and focusses
your attention on tactics on a far bigger
scale. If the majestic sweep of massed
legions takes your fancy then Warmaster
is something you have got to try. More
to the point, if you are a devotee of
Chaos, doesn’t the idea of commanding
a full-blown, no-holds-barred Chaos
horde sound like a good plan?

The Warmaster models are very detailed
and are instantly as recognisable as their
Warhammer big brothers, and for
anyone who likes to get an army on the
table sharpish, the scale permits you to
use some quick painting techniques to
get the horde you have always wanted
surprisingly quickly. The first 2,000
points of my own Chaos army was
painted from start to finish in a single
day. Whilst I would be the first to admit
that it's very basic, it is still a painted
army that looks perfectly acceptable
when set up on the table.

Warmaster is all about manoeuvre. Sure
there are tough units but none so tough
that they can survive a barrage from
massed artillery batteries, being
encircled by vastly superior numbers or
being forced to attack a well-prepared
force in a strong defensive position. This
makes the game extremely dynamic and
rewards a keen tactical awareness above
all else.

As you might expect, there are
numerous different ways you can choose
what to use in your army. From picking
the models you like to the most carefully
calculated and optimised army, you have
a world of options. The best advice I can
give is to let your imagination work for a
bit. Picture the army you want to build
in your mind’s eye, feel free to nab bits
from your favourite movies, books,
comics or other GW games. Feed the
imagination by reading a Black Library
novel set in the Warhammer world and
have a flick through your White Dwarf

THE ART OF
SLAUGHTER

Using a Chaos Army in Warmaster

collection. The object of all this
contemplation is to come up with a
theme for your army. It is far better to
pick something that you really like the
idea of. There will be plenty of time to
add the odd extra unit as you learn the
game and your chances of working out
which ones to get will be immeasurably
improved by playing a few battles.

There are a few pointers worth bearing
in mind though. In Warmaster you can
move up to four units together as a
brigade. You will find it easier to pick
your army in brigades where the units
can work together sensibly, as this will
give you a basic battle plan and save you
from having to bosh one together while
you are actually deploying. If you pick 2-
4 units of Marauder Horsemen for
example they will be able to keep up
with one another, will want to avoid
difficult terrain and will need to be
cautious when enemy heavy cavalry or
chariots are in the vicinity. Brigades
don’t have to consist of four identical
units though, and one of the
fascinations of the game is coming up
with combinations that will be able to
provide mutual support. Mixed Warrior
and Marauder infantry gives you a strong
front line of warriors with a supporting
line of Marauders that can be used to
extend the frontage if needed but
otherwise simply back up the Warriors.
Marauder Horsemen and Chariots are
still fast and have the extra hitting power
of the Chariots. Trolls can mass with
Dragon Ogres to break the enemy line
and so on.

Having one or two brigades of infantry
units to hold the centre, perhaps
supported by some monsters for
counter-attacks and a couple of brigades
of mounted units able to cover the
flanks is a decent starting place, With the
Chaos list you must have one unit each
of Warriors and Marauders for every
1,000 points you use, so you will always
have some infantry, but beyond that it is
really up to you. Be true to the theme
you have worked out and pick the units

Right: The Magisters of the Spiral Path - Pete’s Chaos Army

Pete's army was completed in one day using every time-saving trick be could think of.
The figure strips were glued to their bases and the bases PVA'd with sand before
undercoating them black. The main trick is using a very limited palette of colours. This
keeps the army themed (in this case blue, as the arny worship Tzeentch) and allows you
to go through the whole lot with the same colour.

that fit it. Pretty obviously the more
cavalry and chariots you have then the
more you will have to attack. Infantry
are no less resilient and are cheaper in
points, but they are not capable of
totally defeating a mounted unit and can
be reached by the longer charge of
enemy cavalry before they can deliver
their own attack.

The Chaos army also has access to some
of the most powerful units in Warmaster.
Not surprisingly units like Knights or
Dragon Ogres cost a lot of points, so the
more elite units you include the smaller
your army will be.

The problem with not having many units
is that you will lose the battle when you
have lost half of them. This means that
you really cannot afford losses, and have
to be careful about protecting your
weaker units. The balance between
including lots of cheap units to bulk out
your army and finding yourself too
diluted to be effective is a fine one, and
best explored through a bit of practice.
Initially at least try to ensure you have
about 4-6 genuinely tough units at 2,000
points and work from there.
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This raises a further question, what is a
tough unit? This brings'me to the army
list tour. Be warned that these are my
personal views and other Chaos players
will tell you different things.

Rough Guide to the
Chaos Army

Infantry Units

Chaos Warriors. Probably the toughest
infantry in the game, they can grind
most other infantry into the dirt and see
off cavalry units with equal aplomb.
Expensive at 150 points a unit, but very
often they will make the difference in
games.

Marauder Foot. These are every bit as
good as the line infantry in other armies,
however they are in the same army as
Chaos Warriors so they tend to get
looked down on and fretted about. If
you only have a few, then they are best
used as supports for the more powerful
infantry, but they can be used in
numbers to form quite resilient infantry
brigades and boost your numbers
considerably.

Ogres. Not as resilient as Chaos
Warriors but still very powerful. If you
want an army that is more infantry than
cavalry-based then Ogres really come
into their own as a nice compromise

between the power of the Warriors and
the cheapness of the Marauders.

Trolls. Trolls are dim. When you move a
brigade containing them you get a
minus to your Leadership. This can be
off-putting. In a numerous Orc and
Goblin force a bit of Troll-induced
inertia doesn't do that much harm, but
with a Chaos force that relies on
dynamic action for its success they can
be a liability. The trick is to play to their
strengths, they can inflict a lot of
damage and because of their
regenerative abilities can survive under
heavy attack. Because of this they are
ideal for holding difficult terrain where
they can let the enemy come to them.

Cavalry Units

Marauder Horsemen. Unlike other
armies’ light cavalry, Marauder
Horsemen don’t shoot, so they tend to
fall into the role of supports for the
Chaos Knights. They are quite capable of
riding down unsupported infantry
though and are in with a fighting chance
against most things. [ tend to see them
as a utility unit which whilst not perfect
for every job are not the worst at it
either. One or two units will rarely
disappoint.

Chaos Knights. The mere words ‘Chaos
Knights' give me a warm feeling. Chaos
Knights are the most destructive heavy
cavalry there is. In a straight fight they
can cut through most troops with
absolute certainty and if you manage to
manoeuvre them well, the charge of
your knights can cut a hole in the enemy
army from which they will never recover.
At 200 points though you cannot mess

around; if in doubt charge and take
credit for the slaughter they inflict.

Chariots. As resilient as Marauder
Horsemen, Chariots have the same
hitting power as Knights on the turn
they charge. As they are 95 points per
unit, this makes them extremely valuable
for improving your army’s hitting power
for minimal points. If they don’t charge
in though, you miss out on the best of
them, so if you have

chariots you simply

must atrack first.

Hounds. In a list full of expensive troop
types the Chaos Hounds at 30 points a
unit look like a real bargain. To an
extent they are. They are fast, counting
as cavalry, but sadly have no saving
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throw at all and can therefore be killed
very easily. Artillery tends to ignore
armour saves so if something is going to
get shelled, better to risk the hounds
than your Knights. They are also
excellent at picking off enemy units
once the main impact has occurred and
there are a few weakened units hanging
around with their flanks exposed. For
the points they are probably worth the
gamble, but don’t over-use them or
leave them in hazardous locations.

Monsters

Harpies. Harpies are similar to many
other fliers in that they are very
manoeuvrable but lack real combat
power. Because of the way they are
based though, flyers such as Eagles and
Carrion will have an advantage over
them. Whilst I can always find something
useful for Harpies to do in a game, they
are often one of the first units to die, so
having them increases the number of
vulnerable units the enemy can target.

Given that the only sure way to destroy
enemy fliers is to attack them with your
own, you will probably need Harpies
against armies that make frequent use of
fliers themselves.

Dragon Ogres. Although they move as
infantry, Dragon Ogres possess
enormous hitting power. And at 250
points per unit they should. I have
always found them to be an excellent
deterrent, even quite experienced
players tend to steer clear of Dragon
Ogres, making them useful for covering
the immediate flanks of your infantry or
following up after the Chaos Knights

have struck. Rather like Ogres, though,
they are most useful in contributing
killing power to a largely infantry army.

Chaos Spawn. Spawn arc a very
unusual unit type. Consisting of a single
stand, each unit moves in company with
other units in the Chaos army. This can
be a good thing as it beefs up a brigade
considerably and makes an excellent
flank guard, but can also be a bad thing
if the Spawn gets separated from other
troops and ends up sitting around
waiting for someone to herd it into
action. I would suggest avoiding these
until you have the hang of the more
normal troop types as,
although they can be
very good, they
do complicate
manoeuvring
your army
quite a bit.

Deployment

Because the Chaos army includes a
number of expensive elite units,
enemy armies will often outnumber it
with cheaper troops. This means the
enemy line will probably overlap
yours. Do not make the mistake of
thinking that you will have time to
react to any outflanking attempt. In a
standard Warmaster game you deploy
80cm from the enemy. There are at
least two ways in which an opponent
can compromise your deployment
immediately. Firstly flyers move
100cm so that means that an airborne
unit could swoop into your flank on
turn one. This type of unsupported
attack should not be underestimated.
If facing an Undead army for
example, their Carrion will single out
weak units and go for them while the
Liche Priests attempt to summon
Undead to join the combat. This can
result in you being tied up in your
deployment zone with your plan
ruined. Enemy cavalry who complete

three orders (moving 30cm each time)
can reach you on turn one. This isn’t
attempted often but if you leave a flank
exposed or have too many lightweight
units in your front line then the enemy
might be tempted to rush you. If they
have the Orb of Majesty (a magic item
that changes a failed command test to a
passed one) then the chances of the
immediate charge working are increased
considerably and you will be in serious
jeopardy.

You can protect yourself by adopting a
sensible deployment. Resting a flank on
difficult terrain or the table edge will
provide some security but it can result
in a negative deployment with few
opportunities to attack. A simpler
technique is to deploy in a convex curve
with the flanks pulled back. This
provides reasonable protection without
determining where you have to set

up. Weak units should always be
protected either by being in the second
line or by being placed between
powerful units. -

Crescent Deployment: In this photo Pete’s army is deployed to present the strongest front to the enemy, its flanks are refused to
prevent it being outflanked, but without breaking up its brigades,

Precautions aside, there are really
two approaches to deploying a Chaos
army. In both, your deployment is the
starting point for an immediate
attack. You can therefore deploy
directly opposite the route you plan
to take across the battlefield or try to
misdirect the enemy by deploying
elsewhere and using your first turn to
realign. Remember you have virtually
no shooting capacity, so taking a
defensive posture can only ever be a
temporary measure. Delay is only
worthwhile if it can be used to lure
the enemy into the position where
you want to attack them. This is
sometimes necessary as, although it is
scandalous to conceive of, sometimes
the enemy will occupy a good
defensive position and you will not
be able to carry it with an immediate
frontal attack. When you deploy, take
the enemy’s likely deployment into
account and be ready to sweep
around a flank or seize a key terrain
feature before launching the main
attack without mercy.
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You need Characters to command your
units. All armies must have a general -
the guestion is how many heroes or
sorcerers to include. In Warmaster
Chaos Sorcerers are as good in a fight as
Heroes and can (obviously) cast spells.
The only problem is that they can only
command friendly units or brigades
within 20cm of them, which precludes
sudden dramatic moves. At 2,000 points
you will definitely need another
character to back up the general and
possibly one more in addition, to
command any wide flanking forces. You
have the option of mounting characters
on Chaos Dragons, something that T
strongly recommend that you do with
one character. The Dragon causes terror
and is a real difference-maker in close
combat. Because Dragons are at their
best when hurled into the fray, it is
preferable not to issue
one to your general.
In Warmaster the loss
of your general ends  wg
the game so you don't
really want him
swooping into the
enemy ranks. A Hero
or Sorcerer can do
the job almost as well
and are far more
expendable if things
turn out poorly.

Battle Tactics
— Attacking without mercy

You will only win one way with a Chaos
army: you must smash your enemy
utterly in close combat. You can, as
noted above, indulge in a bit of
manoeuvre first; you might even hold
back and wait for the enemy to come a
little closer. Ultimately though you will
charge them. It's very easy to lose sight
of this one simple fact and put off the
moment when you effectively surrender
control of the army. This is pretty much
always a mistake. If you give an
opponent too much time you will find
your army being dismantled piece by
piece. Although the enemy will respect
units like Chaos Knights and Dragon
Ogres, everything else is fair game. You
will find your normally invulnerable
Knights being shot at by artillery while
your vulnerable units are mugged
ruthlessly. Each turn this goes on, the
chances of you turning it around are
reduced.

So, to reiterate, take the first decent
opportunity you have to smash into the
enemy and beat them up. With luck
your opponent will react like a rabbit in
a car’s headlights and just make whining
noises while your iron-clad legions do
the dance of death all over them. Even if
they're not the panic-stricken kind, the
prospect of immediate assault sets a
clock running on their own plans. They
will know that they have limited time to
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come up with a way of disrupting your
battle array and then it’s time for the
pain! This might result in some unlikely
manoeuvres being attempted which will
provide you with additional amusement
before you crush them utterly.

I won't lie. There are ways of fending off
the attack of a Chaos army. Units may be
set up as ‘speed bumps' in advance of
the main line to slow the attack so that
missile fire and counter-attacks can be
used to break up the horde. Artillery
and clever spell use can similarly leave
you unable to launch the attack, A well-
timed charge by Empire Knights, Elven
Silver Helms or Orc Boarboyz can also
be effective. My advice regarding all
these threats is, don’t worry about them.
The simple fact is whatever the enemy
do you are still going to charge them, so
why let their ploys bother you?
Concentrate instead on getting your
army into position for its charge, lining
up the right targets and avoiding getting
too spread out.

When you use a Chaos army in
Warmaster, you are always looking to set
up ‘the turn’, that is, the one when you
unleash the horde. Ideally ‘the turn’
should begin with your army within
60cm of attackable enemies. If you have
any magic items that help with
command tests then you should save
them until this moment. Now the
trouble with wanting to be at 60cm, is
that by getting there you will give the
opponent a chance to do something to
you at the same range. The object
should therefore be to ensure that when
you end the last move before ‘the turn’,
your army is set up in the most secure
defensive formation you can manage.
Hills make great positions from which to
commence the attack as the enemy will
be reluctant to attack you uphill.

If playing someone with a bit of cunning
it will be quite tricky to assume the
60cm position. There is therefore a
variant 1 frequently use which involves
attacking in two waves. The first consists
of the fast stuff: Knights, Marauder
Horse and Chariots. The second consists
of the slower infantry and monsters. The
idea here is to use the first wave to
make a real dent in the enemy line while
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The Chaos horde crashes into the enemy, in the Warmaster battle report from WD2406.

the second line comes into very close
range ready to support the following
turn. This can often be very effective as
it has two major advantages. First, the
fast wave can commence its charge from
further away and still have a good
chance of getting in, which reduces the
effectiveness of enemy counter-
measures. It can also select a portion of
the enemy line to attack that is more
vulnerable as it is attacking on a smaller
frontage. Secondly, the enemy response
will be disrupted by the huge gaps the
first wave has torn in its line and will
often be limited to counter-attacking the
first wave. Conveniently this will put
them in just the right position to be
attacked by the second line. Try to keep
some fast units with the second line,
such as Hounds and Harpies, as these
are really too brittle to be in the first
wave and will be very useful for finishing
off enemies that the second wave
defeats.

My final piece of advice is not to fiddle
with your army composition too much
between games. It is far more
productive to learn how to use the
troops you have more efficiently than to
build a new army. If you follow these
guidelines and pick a reasonable
combination of troops, deploy sensibly
and make direct moves with the intent
of charging as soon as is practical, you
should not only have fun but win a few
games as well. Finesse comes with
practice, not instruction, so concentrate
on the basics at first and refine your
own method later.

Played well, a Chaos army is a pleasure
to use as it is simple, direct, has a lot of }
very cool units and causes far more
anxiety in opponents than virtually
anything else.

Have fun!
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throw at all and can therefore be killed
very easily. Artillery tends to ignore
armour saves so if something is going to
get shelled, better to risk the hounds
than your Knights. They are also
excellent at picking off enemy units
once the main impact has occurred and
there are a few weakened units hanging
around with their flanks exposed. For
the points they are probably worth the
gamble, but don’t over-use them or
leave them in hazardous locations.

Monsters

Harpies. Harpies are similar to many
other fliers in that they are very
manoeuvrable but lack real combat
power. Because of the way they are
based though, flyers such as Eagles and
Carrion will have an advantage over
them. Whilst I can always find something
useful for Harpies to do in a game, they
are often one of the first units to die, so
having them increases the number of
vulnerable units the enemy can target.

Given that the only sure way to destroy
enemy fliers is to attack them with your
own, you will probably need Harpics
against armies that make frequent use of
fliers themselves.

Dragon Ogres. Although they move as
infantry, Dragon Ogres possess
enormous hitting power. And at 250
points per unit they should. I have
always found them to be an excellent
deterrent, even quite experienced
players tend to steer clear of Dragon
Ogres, making them useful for covering
the immediate flanks of your infantry or
following up after the Chaos Knights

have struck. Rather like Ogres, though,
they are most useful in contributing
killing power to a largely infantry army.

Chaos Spawn. Spawn are a very
unusual unit type. Consisting of a single
stand, each unit moves in company with
other units in the Chaos army. This can
be a good thing as it beefs up a brigade
considerably and makes an excellent
flank guard, but can also be a bad thing
if the Spawn gets separated from other
troops and ends up sitting around
waiting for someone to herd it into
action. I would suggest avoiding these
until you have the hang of the more
normal troop types as,
although they can be
very good, they
do complicate
manoeuvring
your army
quite a bit.

Deployment

Because the Chaos army includes a
number of expensive elite units,
enemy armies will often outnumber it
with cheaper troops. This means the
enemy line will probably overlap
yours. Do not make the mistake of
thinking that you will have time to
react to any outflanking attempt. In a
standard Warmaster game you deploy
80cm from the enemy. There are at
least two ways in which an opponent
can compromise your deployment
immediately. Firstly flyers move
100cm so that means that an airborne
unit could swoop into your flank on
turn one. This type of unsupported
artack should not be underestimated.
If facing an Undead army for
example, their Carrion will single out
weak units and go for them while the
Liche Priests attempt to summon
Undead to join the combat. This can
result in you being tied up in your
deployment zone with your plan
ruined. Enemy cavalry who complete

three orders (moving 30cm each time)
can reach you on turn one. This isn't
attempted often but if you leave a flank
exposed or have too many lightweight
units in your front line then the enemy
might be tempted to rush you. If they
have the Orb of Majesty (a magic item
that changes a failed command test to a
passed one) then the chances of the
immediate charge working are increased
considerably and you will be in serious
jeopardy.

You can protect yourself by adopting a
sensible deployment. Resting a flank on
difficult terrain or the table edge will
provide some security but it can result
in a negative deployment with few
opportunities to attack. A simpler
technique is to deploy in a convex curve
with the flanks pulled back. This
provides reasonable protection without
determining where you have to set

up. Weak units should always be
protected either by being in the second
line or by being placed between
powerful units. -

Crescent Deployment: In this photo Pete's army is deployed to present the strongest front to the enenty, its flanks are refused to
prevent it being outflanked, but without breaking up its brigades.

Precautions aside, there are really
two approaches to deploying a Chaos
army. In both, your deployment is the
starting point for an immediate
attack. You can therefore deploy
directly opposite the route you plan
to take across the battlefield or try to
misdirect the enemy by deploying
elsewhere and using your first turn to
realign. Remember you have virtually
no shooting capacity, so taking a
defensive posture can only ever be a
temporary measure. Delay is only
worthwhile if it can be used to lure
the enemy into the position where
you want to attack them. This is
sometimes necessary as, although it is
scandalous to conceive of, sometimes
the enemy will occupy a good
defensive position and you will not
be able to carry it with an immediate
frontal attack. When you deploy, take
the enemy’s likely deployment into
account and be ready to sweep
around a flank or seize a key terrain
feature before launching the main
attack without mercy.
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Characters i
You need Characters tofcommand your
units. All armies must have a general -
the question is how many heroes or
sorcerers to include. In Warmaster
Chaos Sorcerers are as good in a fight as
Heroes and can (obviously) cast spells.
The only problem is that they can only
command friendly units or brigades
within 20cm of them, which precludes
sudden dramatic moves. At 2,000 points
you will definitely need another
character to back up the general and
possibly one more in addition, to
command any wide flanking forces. You
have the option of mounting characters
on Chaos Dragons, something that 1
strongly recommend that you do with
one character. The Dragon causes terror
and is a real difference-maker in close
combat. Because Dragons are at their
best when hurled into the fray, it is
preferable not to issue
one to your general,
In Warmaster the loss
of your general ends
the game so you don't
really want him
swooping into the
enemy ranks. A Hero
or Sorcerer can do

the job almost as well
and are far more
expendable if things
turn out poorly.

Battle Tactics
— Attacking without mercy

You will only win one way with a Chaos
army: you must smash your enemy
utterly in close combat. You can, as
noted above, indulge in a bit of
manoeuvre first; you might even hold
back and wait for the enemy to come a
little closer. Ultimately though you will
charge them. It's very easy to lose sight
of this one simple fact and put off the
moment when you effectively surrender
control of the army. This is pretty much
always a mistake. If you give an
opponent too much time you will find
your army being dismantled piece by
piece. Although the enemy will respect
units like Chaos Knights and Dragon
Ogres, everything else is fair game. You
will find your normally invulnerable
Knights being shot at by artillery while
your vulnerable units are mugged
ruthlessly. Each turn this goes on, the
chances of you turning it around are
reduced.

So, to reiterate, take the first decent
opportunity you have to smash into the
enemy and beat them up. With luck
your opponent will react like a rabbit in
a car’s headlights and just make whining
noises while your iron-clad legions do
the dance of death all over them. Even if
they're not the panic-stricken kind, the
prospect of immediate assault sets a
clock running on their own plans. They
will know that they have limited time to
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come up with a way of disrupting your
battle array and then it’s time for the
pain! This might result in some unlikely
manoeuvres being attempted which will
provide you with additional amusement
before you crush them utterly.

I won't lie. There are ways of fending off
the attack of a Chaos army. Units may be
set up as ‘speed bumps’ in advance of
the main line to slow the attack so that
missile fire and counter-attacks can be
used to break up the horde. Artillery
and clever spell use can similarly leave
you unable to launch the atrack. A well-
timed charge by Empire Knights, Elven
Silver Helms or Orc Boarboyz can also
be effective. My advice regarding all
these threats is, don’t worry about them.
The simple fact is whatever the enemy
do you are still going to charge them, so
why let their ploys bother you?
Concentrate instead on getting your
army into position for its charge, lining
up the right targets and avoiding getting
too spread out.

When you use a Chaos army in
Warmaster, you are always looking to set
up ‘the turn’, that is, the one when you
unleash the horde. Ideally ‘the turn’
should begin with your army within
60cm of attackable enemies. If you have
any magic items that help with
command tests then you should save
them until this moment. Now the
trouble with wanting to be at 60cm, is
that by getting there you will give the
opponent a chance to do something to
you at the same range. The object
should therefore be to ensure that when
you end the last move before ‘the turn’,
your army is set up in the most secure
defensive formation you can manage.
Hills make great positions from which to
commence the attack as the enemy will
be reluctant to attack you uphill.

If playing someone with a bit of cunning
it will be quite tricky to assume the
60cm position. There is therefore a
variant I frequently use which involves
attacking in two-waves. The first consists
of the fast stuff: Knights, Marauder
Horse and Chariots. The second consists
of the slower infantry and monsters. The
idea here is to use the first wave to
make a real dent in the enemy line while
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the second line comes into very close
range ready to support the following
turn. This can often be very effective as
it has two major advantages. First, the
fast wave can commence its charge from
further away and still have a good
chance of getting in, which reduces the
effectiveness of enemy counter-
measures. It can also select a portion of
the enemy line to attack that is more
vulnerable as it is attacking on a smaller
frontage. Secondly, the enemy résponse
will be disrupted by the huge gaps the
first wave has torn in its line and will
often be limited to counter-attacking the
first wave. Conveniently this will put
them in just the right position to be
attacked by the second line. Try to keep
some fast units with the second line,
such as Hounds and Harpies, as these
are really too brittle to be in the first
wave and will be very useful for finishing
off enemies that the second wave
defeats.

My final piece of advice is not to fiddle
with your army composition too much
between games. It is far more
productive to learn how to use the
troops you have more efficiently than to
build a new army. If you follow these
guidelines and pick a reasonable
combination of troops, deploy sensibly
and make direct moves with the intent
of charging as soon as is practical, you
should not only have fun but win a few
games as well. Finesse comes with
practice, not instruction, so concentrate
on the basics at first and refine your
own method later.

Played well, a Chaos army is a pleasure
to use as it is simple, direct, has a lot of
very cool units and causes far more
anxiety in opponents than virtually
anything else.

Have fun!
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Here is a list of Games Workshop stores and independent stockists in Northern Europe. Each of the independent stockists has a large
range of Citadel Miniatures blister packs and boxed sets, as well as boxed games, rulebooks and supplements for Warhammer and
Warhammer 40,000. Stores marked in red are Games Workshop stores, while stores marked in blue are elite stores and stock the full
Games Workshop range. Stores marked in green stock a range of Lord of the Rings products.

A full list of all Games Workshop stockists is available on our website: www.games-workshop.com
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VAN DE WAL SPEELGOED VOF, Nieuws Markt 70, Gouda.

w (18 2631 682,

VLIEG-ER-UIT, Brusselsestraat 70, Maastricht. =: 043 3251 653.
WIZARD, Haverstraalpassage 40, Enschede, =: 053 4305 743,
WSUM, Laag Einde 93A. Waalwijk. = 041 6333 118.

BAKY MODELTREINEN, Laarderweg 3, Bussum. =: 035 6318 410,

BOEKHANDEL FANOY, Markt 51, 4331 LK Middelburg, Holland.
= (118 886 887,

CEDILLE SPEELGOEDWINKEL, Gelderlandplain 67, Amsterdam.
= 020 6162 694,

DE BOEKENHALTE, Assendordenstraat 103, Zwolle.
038 4221 077,

DE COLLECTOR, Korenpassage 17, Apeldoorn, =: 055 5214 796.

DE FILMSHOP, Tuinweg 3, Hoofddorp. =: 023 5633 982.
DE TINNEN SOLDAAT, Soembalaan 12, Ede. =; 031 865 3296,
ED V/D VIJVER BV, Oude Kerkstraat 7, Sluis. =: 011 7461 393,

FA. BROUWER, Langedijk 40, 4201 CJ Gorinchem, Holland,
= 0183 631 247.

GOBLIN, Brabantplein 164, Uden. =: 041 3270 662.
HET GANZEBORD, Parlevinker 59, Amstelveen, =: 020 6412 552,

HOUNJET SPEELGOED, Burg. Cortenstraat 18, Maastricht,
@ (43 3636 778.

1.J. VAALBURG, Pernestraat 31, Castricum. =: 025 1652 216.

INTERTOYS JAMN V. PEER, Derkstraat 17, Emmen,
=: (59 1615 495,

INTERTOYS VEENENDAAL. Davidsplein 8-10, 3905 AZ Veenendaal.
= 031 851 2617.

INTERTOYS ZWIJNDRECHT, Hot Van Holland 75, Zwijndrecht
=; (78 6128 306.

JADIN, Markt 58, Roosendzal. = 016 5557 864,
KNIBBEL COMICS, Mieuwstraat 38, Deventer. =: 057 0616 879.
MAGIC FRIENDS, ST, Aagtenstraat 26, Leiden, =: 071 5130 522,

MBC HILVERSUM, Hoge Larenseweq 3, Hilversum.
= (135 6832 877

MODELBOUW LUTHART, Oude Markt 74, Venlo. = 077 3542 688.

MODELBOUW V/D GOOR, Heistraat 89, Helmend. = 049 2551 704,

MODELBOUWGCENTRUM HAARLEM, Generaal Spoorlaan 8,
Haarlem. =: 023 5310 987

MOURITS MODELBOUW, Croonenburgh 32, Oud-Beijerland.
=: 018 6621 931.

N.V. MOESTERMANS, Maarschalk Fochstraat 12-14, 3870
Leopoldshurg, Belgium, =: 011 393 246,

PIJP LINES, Fijpenstraat 34, Enschede, =: 053 4305 727
PLOK, Staticnsstraa 71, Assen. =: 059 2313 292,

SCALE-LINE, Kwelkade 53J, 4001 RL Tiel, Holland.
=; 0344 631 162.

SCHELLENS SPEELGOED B.V, Parkstraat 24, Nuenen.
= 040 2832 984,

SOMBERG MODELBOUW, Grotestraat 136, Almelo,
= 054 6812 981.

TAGTICA, Anjelierstraat 3, Geleen,=: 046 4743 016.

THE PERFECT GAME, Schoolstraat 2C, 2282 RD Rijswijk
=: (70 390 6836.

TOLKIENWINKEL, Hoge Rijndijk 195, 2314 Ad Leiden. Holland.
= ()71 541 2324,

TOP 1 TOYS BRUINSMA, Costermeent West 21, 1274 5P Huizen.
= 035 647 2676.

TOP 1 TOYS, Nobelstraat 3-5, Brielle. =: 018 1414 284,
TOP 1 TOYS, 5T Jacobsstraat 31-33, Viissingen, =: 011 8413 015
TOP 1 TOYS, Middelzand 1002, Julianadorp. =: 022 3642 071,

TOP 1 TOYS EVERS, Dr Huber Moodtstraat 5, Dostinchem.
=: 031 4383 888,

WIRWAR SPELLEN & PUZZELS, Oude Kijk int jatstraat 40,
Groningen. =: 050 3148 424.

WOUTERS TECHNOHOBBY, Pankenstraal 31, Bergeyk.
= 049 7550 248,

FANTASIAPELIT HELSINKI, Vilhonkatu 4B, Helsinkl.
= +358-8-650803.

FANTASIAPELIT TURKU, Yliopistokatu 334, Turku.
w; +358-2-2328413.

PUCLENKUUN PELIT, Rautatienkatu 16, Lahti. = 4+358-3-7515151.
ACTIVE OY, Antinkatu 10, Pori. = +358-2-6415300
ANTIKVARIAATTI KERSA, Torikatu 1, Kerava. =: +358-8-2944210,

ASKARTELUPUOTI/HOBBYBODEN, Mannerheiminkatu 10, Porvoo.
= +358-19-5243775.

CRAZY STATION, Puijonkatu 37, Kuopio. =: +358-17-2668550.
DILLEN, Torggatan 7, Marienhamina, =; +358-18-15578.
EAGLE CARD, Kirkkokatu 9, Kotka, = #358-5-214238.

FANTASIAPELIT JOENSUU, Torikatu 24 2. krs, Joensuu,
=, +358-13-2843144,

FANTASIAPELIT JYVASKYLA, Kauppakatu 2, Jyvalskyla.
= +368-14-216629.

FANTASIAPELIT DULU, Koulukatu 28, Qulu, =: +358-8-374906.

FANTASIAPELIT TAMPERE, Rongankatu 5, Tampere.
=, +358-3-2225200.

FUN STUFF & CARDS, Turuntie 4, Forssa, =: +358-3-4356585,
HITTIMAATTI, Felmanninpuistokatu 18, Raahe. = +358-8-2238388.
HOBBY JOBI, Vuorikatu 10, Hanko, = +358-19-2485498,

INFO KIRJAMERI, Valtakatu 3, Rauma. =: +358-2-5494000.

INFO KDSKIKESKUS, Koskikeskus, Tampera. = +358-3-2251850.
JAAKKD SAARI, Vilitie 1, Jamsa. =: +358-14-7497215

KIRJA JA LEHTILINMA, Kuninkaankatu 23, Kuopio.
= +358-17-2618795,

KIRJAKAUPPA BIRGITTA, Tullikatu 13, Naantali,

= +358-2-4310755,

KORTTIKULMA, Viintinkaty 26, Jyviskyld, = «358-14-620477,
KUISMA, Kauppakeskus Plaza, Salo. =: +358-2-7776629,
KUISMA, Joensuuntie 7, Somero, =: +358-2-7488700.

LEVY JA KASETTI, Sibeliuksenkatu 5, Hameenlinna.
=, +358-3-6823380.

LIGACENTER JiiSSI, Ravakatu 28, Rovaniemi.
= +358-16-3560545.

LOHJAN KIRJAKAUPPA, Laurinkatu 48, Lohja. =: +358-19-324150.
MUOVIEPOX, Valtakatu 3, Kouvola, =: +358-5-3117955.
MUPPELA, Porrassalmenkatu 21, Mikkeli. =: +358-15-361611,
NIRUNARU, Rauhankatu 19, Vaasa. = +358-6-3127027.
PELIKETUT, Kemintie 4, Tornio. =: +358-40-5725829.

PELIKETUT, Keskuspuistonkatu 11, Kemi. =: +358-40-7772234.

PELIKETUT/GAMEFOX, M. Esplanaden 4, Haaparanta.
= +358-40-5728529,

PELIMESTA, Ulappakatu 1, Espoo, =: +358-9-8133283,

PIETARSARREN KIRJAKAUPPA, Isakatu 11, Pigtarsaari.
@ +358-6-7230889.

PITKAKIEKKO, Rewell Canter, Vaasa, =: +358-400-917880.

PITKAKIEKKD, Kauppakeskus Eps-tori, Seindjoki.
= +358-6-4177880.

PLAYER ONE, Koskikeskus, Tampere. = +358-3-2230666.
PLAYER ONE, Tuomiokirkonkaty 30, Tampere. = +358-3-2223666.
RAISION KIRJA, Tasalanaukio 1, Raisio. = +358-2-4310750,
ROYAL TOYS, Kauppakatu 5-7, Riinimaki. = +358-19-765355.
ROYAL TOYS, Torikatu 11, Hyvinkad, =; +358-19-439376.

SALON HARRASTE, Vilhankatu 21, Salo, =; +358-2-7333022,

SAVONLINNAN ANTIKVARIAATTI, Olavinkatu 51, Savenlinna.
= +358-15-034412.

STUNTMAN, Mannerheimintie 10, Mikkeli. = +358-15-365490.
VALKEAKOSKEN KIRJAKESKUS, Kauppatori 3, Valkeakoski,

=: +358-3-5845135.

VANHA KAARTI, Sahantie 5, Jiminkipohja. =: +358-3-4762886.
VIDEOMAAILMA, Lonnrotinkatu 3, Kajaani, = +358-8-6120031,
BERANGER, Vuoksenniskantie 73, Imatra, =; +358-5-6581800,
FINTIR, Hameentie 170, Helsinki, =: +358-8-4540713,

LUDLAMESTARI, Koulukatu 25, Lappeenranta.
o +358-40-7244246.

PAIVANSADE, Kauppakatu 30, Joensuu, =: +358-13-126297.
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NEXUS, P.0. Box 5085, Reykjavik. = +354-552-901112.

SINOOPERI, Vapaudenkaty 49-51, Jyvigkyld. . T oE
= +358-14-4499363.

SINDOPERI, Lansikeskus, Turku, =: +358-2-5141100.
SINDOPERI, Itikeskus, Helsinki, =: +358-8-3431935.
SINDOPERI, Helsingintie 13, Jirvenpd. = +358-9-279401 20,
SINDOPERI, Martinkylintie 41, Vantaa. =: +358-9-34844560.
SINDOPERI, Iskukuja 3a1, Vantaa.

TAIKATALO, Savonkatu 12, lisalmi, =; +358-17-826358.

TALOUSMUOVI JA LELU. Kauppakatu 18, Heinola.
=; +358-3-7153905.

VELJEKSET KESKINEN, Keskisentie 12, Tuuri,
NORWAY

GW 0SLO, Mollergata 5/9, 0179, Oslo, =: 22332990,

AVALON BERGEN AS, Fortunen 4, Bergen. =: 55314622,

AVALON BOK AS, Karl Johans gt.37-43 , Oslo. = +47-22333308.

CENTRO HANDEL A/S, Haraldsgt. 125, Haugesund. =: 52724028.

DREAMLANDS, Kongens gate 21, Trondheim. =: 73512888,

GLEDESHUSET, . Langgate 47, Tensberg. =: 82251707

GUSTAV PEDERSEN, Henrik Wergelandsgt. 27, Kristiansand.
w; 38023622,

H. ANDERSEN INTERBOK, Storgata 16, Halden. = 69178400,
HOBBYSENTRET, C.M. Havigsgt. 18, Mosjeen. = 75170170.
INTERBOK STRIBOLT, Storgt. 82, Lillehammer. =: 61250800,
KREMMERHUSET, P.b. 8186 Spjelkavik, Alesund. =: 70143770,
LEKEHUSET, Aslak Botts gt. 48, Hamar, =: §2533808.

0 SAELAND, Langgaten 44, Sandnes. =: 51661509,

OLE BRUMM, Haugat. 7, Kristiansund. =: 71674377

OUTLAND, Jernbanetorget 1, Oslo. = 22177010,

DUTLAND, Munkeg. 58, Trondheim, =: 73520545,

TROMSO BRUKTBOKHANDEL, Kirkegt. 6, Tromsa. = TT6BEIT4.
TYNSET BOKHANDEL, Brugt. 2a, Tynset, = 62480038,
UNDERHOLDNINGSMAGNETEN, Sandgt. 3, Bode, = 75525070,
BARDUFOSS LIBRIS, Boks 1014, Bardufoss. =: 77833054.
BARNAS VERDEN AS, Kongensgt. 66-70, Narvik, =: 76946505.

BARNENS LEKEBUTIKK MAGASINET AS, Nedrstorgate B,
Drammen. =; 32897175

BJARNE FINSTAD GAVESENTER, Stargaten 14, Stange.
= 62571417,

BRIO LEK CENTER, Bolagsgata 1 Amfisentret, Narvik.
= 7963472,

EIKEN LIBRIS, Kyrkieat. 2, bok 190, Ulteinvik, =: 70010833,
FETTER KLOVN, Sjoskogun 7, Vinterbro. =: 64878648,
FOTOGRAF OTZEN, Frekhaug Senter 2, Frekhaug. =: 56176500,
FRISENFELDT, Dronningensat. 10, Moss. =: 69251290,
GAMEWORLD, Holbergt. 4, Skien. =: 35520722,

GJOLBEG INTERBOK, Bondelidtorget, Dokka. =: 61111852,
GOGATA LEKER, Jernbanegt. 8, Kongsvinger, =: 62817611,
GULSET LEKER AS, Nyhusvn. 14, Skien. = 35811120
HANDLERIET A8, Smorhusbakken 1, Finnsnes, =: 77842530,

HELMAY, LEKER A/S, Bjornstierne Bjornsongst. 60, Drammen,
=; 32612026,

HELMAX LEKER, Buskerup Storsenter, Krokstadelva,
o 32879910,

HOBBYHJORNET, Storgt. 21, Sandefjord, =; 33460508,

HOBBY LARSEN, Sandvika Storsenter, Sandvika. =: 67540107,
JARLE'S GAVESENTER AS, Sentrum Sor, Forde. = 57821621,
KEMA AS, Fokusbygget, Orsta. =: TO0GG848.

KONNERUD INTERBOK, Pettersvolleu 3, Drammen, =: 32885672,

KVINNHERAD BOK OG PAPIR AS, Torghuset, Husnes.
= 53471626,

LEIKEHUSET AS, Storehagen 9, Forde. =: 57820102,
LEIKESTOVA, Uttragt. 29C, Voss. =: 56511475

LEKEHJORNET, MO AS, Nordahl Griegs Gt. 8, Mo | Rana.
= 75151717,

LEKELAND AS, Stormoa, Alesund, = 70145366,
LEKE-OLSEN, Storgt. 10, Gjovik, =: 61175444,
LEKER OG HOBBY, Amii senteret, Stord. = 53412379

LEKETORGET MOHOLT AS, Moholt Storsenter, Trondheim.
@ 73835094,

LEKETORGET STEINKJER AS, Globus Storsenter, Steinkjer,
w: T4143987,

LEKETORGET STJORDAL A8, Stokmovaten 2, Stjordal.
=; 74824625,

LURIFAX LEKER AS, Askay Senter, Kleppesto, =: 56141300,

MODELL OG HOBBY, \erkstedsbakken 12, Narvik, =; 76942495,
PER IGESUND AS, Sentrumsgarden, Fosnavoy. =: 70083250,
P.M. DANIELSEN, Torvet 10, Arendal, =: 37009833,

RINGO, Marnaveien 33, Mandal. =: 38265720.

RINGO BO, Bo-Senteret, Bo | Telemark. =: 35061132,

RINGO HARSTAD, Bysenteret Rik. Kaarbosplass 1, Hardstad.
= 77001565,

RINGO LEKESENTERET, Olav Kyrresvei 2, Gamle Fredrikstad.
= §9325676.

RINGO LEKNESSENTERET, Storgt. 82, Leknes. =: 76082998,

RINGO STORMARKEDET, Amamannsveien 5, Honefoss.
= 32113962,

RINGO TROLLSTUEN LEKER, Bagrums Verk Leker AS, Baerums
Verk. =: 67133850

RINGO VINJE, Vinje. =; 35071025,

ROLF LIAME AS, Kirkegaten B, Kongsberg. =: 32731161,
SOKRATES LEKELAND, Torvet 8a, Larvik. =: 33185437,
SOLA GAVER OG LEKER, Solakrossen, Sola. =; 51651763,

STOKMARKNES AKTIETRYKKER, Markedsgt. 12, Stokmarknes.
= 76117750,

TARANGER BOK & PAPIR AS, Brotorvet, Stathelle. = 35960563,
TARANGERS EFTF., P., Torvet 4, Langesund, =: 35873662.
TOY SHOP AS, Prinsegt. 3-9, Larvik, =: 33178093,
TRGNDERFRIM, St Olavsal, 11, Trondheim. =: 73520840,

TUT TUT MOLDE AS, Storgt. 23, Molde. =: 71200363,
VESLEFRIKK, Skagen 12, Stavanger. = 51895232,

VOLDA GLASMAGASIN AS, Hamnegt. 214, Volda. =: 70076817,

DENMARK
GW KOBENHAVN: Frederiksborggade 5 KI. =: 33122217
DRAGONS LAIR, Aboulsvarden 33, Arhus C. =: 86190063.

DRAGONS LAIR, Kongensgads 71, st.th, Odense C. = 63111218,

DRAGONS LAIR, Ringstedgade 13, Roskilde. =: 46365300,

FANATIC GAMES & MINIATURES, Classensgade 11, st,
Kobenhavn @. =: 35429640,

GUNS N' GAMES, Danmarksgade 45, Aalborg. =: 98134280,
JUNKERS BUNKER, Kongensgade 18, Esbjerg. = 75181199,
STYX, Landtsgaard 4 st., Heming, =: 97220078

WARLOCK, Pstergade 37, st.th, Nestved. =: 55775445,
BOG & IDE, Asnas Centret 2, Asnas. = 59650014,

BOG & IDE, Kongansgade 33, Esbjerg. = 75121177

BOG & IDE, Espergrde Centret, Espergirde. =: 49131946,
BOG & IDE, Torvet 8, Grend. =: 89321933,

BOG & IDE, Sturups Plads 1, Helsinger. =: 48215600,

BOG & IDE, Norregade 13, Holstebro, = 97420144,

BOG & IDE, Kolding Storcenter 52, Kolding. =: 75503834,
BOG & IDE, Lynghby Storcenter 54, Lynghy. = 45870445,
BOG & IDE, Holsted Alla’ 16, Neestved. =; 55734241

BOG & IDE, Algade 32, Nykaping ). =: 59910006,

BOG & IDE, Flensborg Sct. Hans Gade 9, Ringsted. =: 5761001 0.

BOG & IDE, Redovre Centrum 116, Redovre. = 36410485
BOG & IDE, Vestergade 33, Silkeborg. = 86820287,

BOG & IDE, Dstergads 14, Struer. =; 97850408,

BOG & IDE, Gerritsgade 28, Svendborg, =: 62210323

BOG & IDE, Radnustorvet, Vejle, =; 75820544,

DORTHE'S HOBBYSTUE, Midgaardsvej 2, Ranne, = 5695449,
FANTASK, Skt Pederstragde 18, Kebenhayn K. =: 33938538,
FARADS CIGARER, Skindergads 27, Kabenhavn K. = 33322211,
GENBRUGSBOGER, Kegevej 95, Taastrup. =: 43716115,
GOBLIN GATE, Borgergade 18, Aalborg. =: 98133724,

GOBLIN GATE, Kystusjen 27, Arhus C. =: BE194311.

HOBBY & LEGETEJ, Nerregade 38, Fraderiksvark. =: 47721683
HOBBY WORLD, Sct. Matiasgade 45 C, Viborg. = 86601740,
JYDSK BOGHANDEL, Norregade 19, Skive, = 87512589
LEGEK/EDEN, Storegade 17, Aabenrd, = 74622404,
LEGEK/EDEN, Hospitalsgade 15, Horsens, =: 75616011,
LEGEK/EDEN, Dstergade 8, Maribo, =; 54762521,
LEGEK/EDEN, Rosens Gade 32, Odder. = 86544276,
LEGET@JSCENTRET, Sendergade 12, Nakskov. = 54822697,
NETWORLD MEDIA, Nerregade 26, Aalborg, = 70220822,
OWKEL BUCH, Jernbanegade 31, Frederikssund. = 47383959,

ROSES BOGHANDEL, Sendergade 41, Frederikshavn.
= 98021744,

TIVOL! LEGETBJ, Algade 63, Vordingborg. =: 55340431,

ULDTOTTEN, Nygade 2, Slagelse. =: 58535035 |
AALBORG HOBBY SERVICE, Narregade 18, Aalborg. =: 88121315, |

ARNOLD BUSCK, Boghandel, Rédhusstrade 2, Randers.
= 86420113,

BOG & IDE, Jaegershorg Alle 5, Charlottenlund. =: 39643840.
BOG & IDE, City 2, Tastrup. =: 43880387,

BOG & IDE, Farum Bytory B4, Farum. =: 44851225,

BOG & IDE, Amagercenteret 103, Amager. =: 32543666,
COMIX, Gribradrepassagen 12, Odense C. =: 66113658,

FARVE & HOBBY HJBRMET, Klosterplads 4, Svendbora.
= 62213131

GK LEGETAJ, Bstergade 19, Kolding. =: 75528433

GK LEGETAJ, Vestargade 4, Thisted, =: 97921333

HOBBY & FRITID, Rosenkildevej 2, Helsingor. =: 49214542,
HOBBY HOUSE, Morregade 51, Arhus C. = 86120062,

JIN CENTER, Kitkeve] 7, Hadsten, =; B6980839,
LEGEK/EDEN, Narregade 20, Haderslev, =: 74528028,
LILLYS LEGET@J, Vesterbrogade 9, Gilleleje. = 48303090,
MORSA BOGHANDEL, Algade 1, Nykabing M. =: 97720700,
RANDERS HOBBY IMPORT, Adelgade 13, Randers, =: 86433923
SNURRETOPPEN, Stenlosecentret, Stenlase. = 47173220,
WULF BOGER & PAPIR, Ahlgade 53, Holbeck. =: 59430045,

SWEDEN

GW STOCKHOLM, Regeringsgatan 30, =: 8213840,

ABSOLUT SPEL, Olofsgatan 12, Stockholm. = 8-226444.
ACTIVE KIDS, Kungsgatan 25, Alingsés. = 0322-634511.
AVALDN, Stora Nygatan 53, Malmd. =: 040-6118000.

FANTASIA, Storgatan 44, Umed, =: 090-770360.

FLAMMANS SPEL, Tegnersgatan 8, Géteborg. =: 031-188346.
GAMESHOP, Norrgatan 10, Varberg, =: 340-678880.

GAMES IMPORT, Lilla Sédergrénd, Lund. =: 046-184570.
GAMESMANIA, Storgatan 34, Virnamo. =: 0372-14550.
HELGES HALA, Linnegatan 29, Vixjo. =: 0470-21802.
HOBBYHORNAN, Drottninggatan 18, Norrkdping. =. 011-162120.
HOBBYHUSET, Skolgatan 7, Uppsala. =, 018-711590.
HOBBYSHOPEN, Drottninggatan 25, Givle. =: 026-186299.
HONAN AGDA, Vistra Storgatan 39, Kristianstad. =: 044-102288.
KALMAR LEK & HOBBY, Stdra Langgatan 32, Kalmar.

=; (1480-24717

LAKA TV SPEL, Ostra Storgatan 22, Nykoping. =: 0155-281000.
LEKLADAN, Bergmansgatan 17, Karlskoga. =: 0586-53325.
NARREN, Prinsgatan 2, Katrineholm, =: 070-5546848.

NEW TOYS, Allegatan 1, Karlstad, =: 054-210215.

PHANTACITY, Gustav Millersgatan 2, Malm. =: 040-123719.
PRISFYNDET, Kungsgatan 39, Uppsala. =: 018-106607.
SF-BOKHANDELN, Visterlinggatan 48, Stockholm. =: 08-215052.
SPEL & HOBBY, Bragegallerian nr 8, Borlinge. =: 024-388855.
SPEL & SANT, Norra Kyrkogatan 10, Helsingborg. = 042-242494.
TRADITION, Bredgrind 4, Uppsala. =: 018-123866.

TRADITION, Drottning Kristina Passagen, Halmstad.
= (135-128260.

TRADITION, Femmanhuset, Géteborg. =: 031-1503686.
TRADITION, Hamngatan 3 , Malmé. =: 040-230380.

TRADITION, Hamngatan 37, Stockholm. =: 08-4112151.
TRADITION, Jirntorget 4, Géteborg, =: 031-241468.

TRADITION, Kréimaren Drottninggatan 27, Grebro. =: 119-120140.
TRADITION, Kungsmassan, Kungsbacka. =: 0300-71240.
TRADITION, Storgatan 54, Linkoping. =: 013-137840.
TRADITION, Storforsplan 42, Stockholm, (Farsta). =: 08-6058160,
TRADITION, Wasagallerian, Umed. =: 080-701590.
TV-SPELSBORSEN, Falugatan 2, Falun. =; 023-27775.

TV-SPELSBORSEN, Rddmansgatan 11, Enkdping.
= 0171-479494.

TV-SPELSBUTIKEN, Grevehusgatan 10, Lidhdping.
= (510-66657.

TV-SPELSBUTIKEN, Kyrkogatan 11, Skivde. =: 0500-433810.
ZETTERLUNDS, Storgatan 33, Vasterds. =: 021-131481,
KIRUMA LEK-CITY, Kupolen, Kiruna. =: 0980-80801.

ICELAND

NEXUS, Hverfisgata 103, Reykjavik. = +354-552-9011/12.
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In this Masterclass we find out how
the ‘Eavy Metal team painted the
famous Tau Ethereal, Aun’shi,
designed by Michael Perry, and the
renegade Commander Farsight,
designed by Jes Goodwin and
Mark Harrison.

AUN'SHI

ASSEMBLING THE MODEL

The model was assembled and
then given an undercoat spray of
Chaos Black. Any areas which the
paint had failed to cover were then
touched up with thinned Chaos
Black paint.

PAINTING THE MODEL
For the skin, a basecoat of Shadow
Grey was highlighted by adding
e equal parts
Elf Flesh.
Small
guantities of
Space
Wolves Grey
were then
added to this
mix for
successive
highlight
stages.

| The loincloth, outer jacket and

cloak were painted with a basecoat
of Vomit Brown. An equal quantity

N
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of Bleached
Bone was
then added to
the mix for
the first
highlight
stage,

" followed by
small

. amounts of

' Bleached
Bone for each successive highlight.
The model was then given a

final highlight with unmixed Skull
White.

& . ey

\

Aun’'shi’s belt and the inside of the
cloak were painted with a basecoat
of Scorched Brown. This was
highlighted with Vermin Brown to
which a small amount of Bleached
Bone was added for the final
highlights.

FINE DETAIL

The metal jewellery and hair braids
were painted with a basecoat of
Shining Gold.
They were then
given a wash
with Brown Ink
and then a
highlight with
Mithril Silver.

Aun’shi's armbands, coat edging,
the bands on the halberd and his
. various

glyphs were
painted with
' a basecoat
| of Brazen

| Brass. This
was then
given a wash
with thinned
. Brown Ink

before
highlights of
Mithril Silver
were
applied.

The blades of his
weapon were painted
with a basecoat of
Boltgun Metal which
was highlighted with
Chainmail, followed
by Mithril Silver. The
markings on the blade
were taken from
Codex Tau. They
were achieved by
drawing two thin
pencil lines with a
¥ ruler. Lines of the

same size were then
drawn onto a piece of
paper and the
inscription was drawn
between these. This
method ensures that
& the lettering will fit

4 neatly on the model.
The lettering was then
applied to the mode!
itself painting the
central letter first and
working outwards.

FINISHING TOUCHES
The tattoos were painted with a
basecoat of Chaos Black. Blood

_ Red was then
painted over this,
leaving a thin
outline of Chaos
Black showing
before a final
highlight of Skull
White was applied.

The diamond stone at the
centre of Aun'shi’s
forenead was painted with
a basecoat of Red Gore.
This was then highlighted
with Blood Red followed
by Blazing Orange, before
a small dot of Skull White was
finally painted on.

Tale

The eyes were painted with a
basecoat of Red Gore which was
highlighted with Blood Red.



COMMANDER  *
FARSIGHT i ¢

ASSEMBLING THE MODEL

When gluing the model together, the
gun and shield were kept separate,
before giving the model an undercoat
with Chaos Black spray. Any sections
where the spray failed to catch were
then painted with thinned down Chaos
Black paint.

PAINTING THE MODEL

The red armour was painted with a
basecoat of Scab Red. This was
highlighted with Red Gore, then a
second highlight of Blood Red. The
final highlight of Blood Red with a
small amount of Skull White was
applied to the very edges of the
armour sections before they were
given a wash with two coats of
Red Ink.

5. . Codex Grey

¢ mixed with equal
parts Bestial
Brown and
Bleached Bone
was used as the
basecoat for the
helmet and
chestplate. This
was then
highlighted by
adding more
Codex Grey and
Bleached Bone,
then Bleached Bone was added on its
own for successive highlights.

FINE DETAIL

The sword was painted with a
basecoat of Boltgun Metal. This was
then given a wash with a thinned Blue
Ink before highlights of Chainmail,

followed by Mithril Silver were applied.

The joint
sections were
painted with a
basecoat mix
of two parts
Chaos Black
to one part
Codex Grey.
This was then
highlighted in
three stages
by adding
more Codex
Grey to the
mix, up to
Codex Grey
on its own.

The gold
sections were
painted with a
basecoat of
Shining Gold.
This was then
given a wash
with thinned
Brown Ink and then a second coat of
Shining Gold was applied.

FINISHING TOUCHES

To paint the lenses, a basecoat of
Scab Red was highlighted with Red
Gore followed by Blood Red. A final
highlight of Blazing Orange was
applied before small dots of Skull
White were painted on.

A basecoat of Chaos
Black was used to paint
the markings on the
armour. Bleached Bone
was then painted on,
leaving a small outline
of the Chaos Black
showing.

The circle in
the shield
design was
painted in
exactly the
same way as
the armour
but a final
highlight of
T Blazing
Orange was painted on before the
piece was given a wash with Red Ink.
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GAMING

THE LEGACY
OF HORUS

By Space McQuirk

On the weekend of February 2nd and 3rd over 100 gamers poured into
Warhammer World for an awesome campaign event run by the Spiky Club. We
decided to find out more and sent Space McQuirk to join in the fun.

The fight for the Legacy of Horus begins in the awesome castle courtyard of Warhammer World.

Over the last four years, Games Workshop
has gone back to its roots and has been
promoting and encouraging gaming clubs
across the United Kingdom. Gaming clubs
are by far the easiest means by which like-
minded people who are passionate about
the hobby can get together and find
opponents for their games. The main aim
of the Gaming Club Network (GCN) is to
provide support to new clubs from other
clubs, in partnership with Games
Workshop. In practice this has led to a
huge ground-swell of hobby support from
groups all over the country, led by the
activists of the GCN. The results have been
astounding and the numbers of clubs that
register on the gaming club website
increases each month.

When the members of the Spiky Club
approached Games Workshop and asked if
they could use the new Warhammer World
to run a campaign, we were more than

happy to help out where we could. The
Spiky Club wanted to involve as many clubs
from the GCN as possible and for us here at
Games Workshop HQ it was a testimony
that everything that the GCN had strived to
achieve was beginning to show signs of
success.

Chris Blair helped judge the painting.

The Spiky Club

The Spiky Club are no newcomers to
organising campaigns. Last year they used
the forums of the Gaming Club Network to
gather together anyone interested in playing
a tournament known as the St Valentines
Day Aftermath. Over 50 players came down
to their club hall based in Reading to fight in
a multi club battle. With that success under
their belts, the members of the club decided
on a far grander and more ambitious project
altogether. The club wanted to repeat the
principles behind the previous event but on
a far grander scale and there was nowhere
better than Games Workshop’s newly rebuilt
hall. By approaching the GCN at

an early stage Games Workshop were able
to help out with the plans for the Legacy of
Horus campaign. The first area where we
were able to help was to give them the use
of the hall. Once we had secured them the
use of Warhammer World then came the
more complicated part — getting people to
turn up.
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Spreading the word

Through White Dwarf, the forums on the
Games Workshop website and most
importantly the Gaming Club Network site,
the message was spread to the gaming
public. Over 100 gamers from many
different clubs across the country responded
to the call. The chance to be amongst the
first gamers in the country to play in the new
Warhammer World was certainly appealing,
but the main hook was undoubtedly the
fantastic background plot that Sean “Ook”
Curtis (Spiky Clubs’ Secretary) had set up
for the campaign.

The structure of the event was designed to
work primarily as a narrative campaign. The

Join the Club Network

If you're already running a gaming club, but

haven't got around to registering yet, here's how:

* Either Log on to the Gaming Club website and
fill in the on-line form at www.gamingclub.org.uk

« Or drop into your local Games Workshop store
and ask for a registration form.

Contact details
If you would like to send in your news
and photos, ask a question, or just drop us a
line, you can?
e-mail us at:

clubguy @ games-workshop.co.uk
or write to:

UK Gaming Clubs,

Games Workshop HQ,

Willow Road,

Lenton,

MNottingham NG7 2WS.

All of the players really got into the spirit of the campaign.

Legacy of Horus was based around the idea
that DNA from Horus himself was rumoured
to have been found. This theme was
expressed as a puzzle to be reconstructed
by recovering each individual strand to
reveal the true nature of the being it was
from. Thus every battle was fought for the
strands of DNA, and deals and alliances
had to be forged to gain advantage.

Let the carnage begin!

Everyone who came to the event was
encouraged to play in the character of their
respective armies. Having run tournaments
and being regulars to the Grand
Tournaments, the Spiky Club organisers
also rewarded those gamers who were used
to a more competitive style of play. By
catering for all types of gamers,
encouraging both competitive gaming and
narrative gaming, the atmosphere of both
days was truly outstanding.

On the Friday night before the first day of
the event the gamers began to filter into
Bugman’s Bar to join in the revelry, and
even before the first shots had been fired,
promises of alliances and bitter feuds had
started to emerge.

Total Chaos!

On the morning of the event the gamers
started to pour into the hall. Throughout the
course of the weekend Greater Daemons
made sudden and unexpected appearances
on gaming tables dragging victims back to
the eye of Chaos. The foul stink of
corruption was rife as bribes and counter

The Victors

The members of the winning
Domain were Mark Reynolds,
Dave Rc)rnolds. Steve Wilkinson,
Tom Cory. Steve Daulby.
Bert Bassett, Adam Woolf,
Jason Tovee and Anthony Walls.

The legacy is theirs.

bribes exchanged hands for underhand
deeds and assassinations within the ranks
of the domains. The organisers were
delighted to see that the players
themselves, by holding inter-club rivalries
and even fabricating DNA strands to
deceive their opponents, brought a great
deal of intrigue and plot twisting to the
battlefields of the campaign.

The Spiky Club were also able to provide the
services of one of it's members, Slayer Sword
winner Chris Blair, who attended the event
and helped in the judging of the best painted
army. The decision wasn't made easy by the
high standard of many of the gamers' armies.
Both days ran exceptionally smoothly and
even compared fo the events that Games
Workshop run there were few, if any, hitches.

Total victory!

The whole day was a fitting testament to the
success of gaming clubs. Games Workshop
has worked to give the clubs across the
country the means to communicate with
each other, but it is clubs themselves that
have ultimately met the challenge and
surpassed all expectations. In the future we
hope to see many more events such as this
and a huge congratulations goes out to all
those who helped run the event and make it
such a great weekend for all concerned.

If you want to know more, why not go along
to the Spiky Club and talk to the chaps?
They are planning more events and always
welcome new gamers.

Spiky Club,

Post Office Social Club,
(next to Brandon Tools),
Richfield Avenue, Reading.
Contact Al — 07788 445906

Underhand deals and traitorous pacts are made.

Sean Curtis was the voice of Chaos on the day.

The Spiky Club provided an excellent event.
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INDEPENDENT STDCHISTS

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 website (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

BERKSHIRE

CYBERDYNE: G3a Northbrook Street, Newbury.

Tel: 01635 521211

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

HAMMICKS BOOKSHOPS: 20/21 Peascod Street, Windsor.
Tel: 01753 856 456

BUCKINGHAMSHIRE

TREATS (K.T. SALES LIMITED): 6 Culverton Hill,
Princes Rishorough. Tel: 01844 274 785

CAMBRIDGESHIRE

CITY CYCLE CENTRE: 7 Market 5t, 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 Street, St. Neots.
Tel: 01480 473242

WESTGATE DEPARTMENT STORE: Church Straet, Wisbech.
Tel: 01536 203525

WESTGATE DEPARTMENT STORE: 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: Unit 20, Market House, Market Hill,
St Austell. Tel: 01726 72259

COUNTY DURHAM

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

CUMBRIA

HEATHS: 76 Dalton Rd, Barrow in Furness, Tel: 01229 820 435
D'LOUGHLINS'S: 44 Finkle Street, Kendal. Tel: 01539 723264
EOBINSON'S MODEL SHOP: 103 Duke Strest, Whitshaven,

et 01946 66525

DERBYSHIRE
Hé ENMOWLES & SONS: 5 Market Street, Buxton.

22753 24903

mu‘n 10 Bridge St, Belpar. Tel: 01773 823 244
SREMET § a0k Rd. Matlock. Tel: 01629 582482

DEVON

RUSTINS: Unit 8 Midas Court, Minerva Way, Brunsll 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 High Street, Honitan.

Tel: 01404 43741

MAD GOBLIN MINIATURES: 7 Crossiane, Sidmouth.

P.J HAWKINS & SONS: 7 Orchard Court, Heron Road, Sowton.
Tel: 01382 20 39 30

THE BATTLEZONE: 59 Boutpart Street, Barnstable,

Tel: 01271 321344

W.G PILLAR & CO: 1 Lower Strest, Dartmouth,

Tel: 01803 832139

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

Tel: 01834 242819

DORSET

BATTLE-SCAR: 551-553 Charminster Road, Bournemouth,
Tel: 01202 258194

PURSUITS: Digby Road, Sherbarne. Tal: 01935 816072
RAZZAMATAZ: 5 St Albans Street, Weymouth.

Tel: 01305 780601

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 790, The Harvey Centre, Harlow.

Tel: 01279 423334

TOYMASTER KINGDOM: Unit 37, The Meadows, Chelmsfard. Tel:

01245 493355
TOYMASTER KINGDOM: 6 Culver 5t. West, Colchester.
Tel: 01206 544344

GLOUCESTERSHIRE

CHELGAMES: 1 Chasely Crescent, Upper Hatherly,

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 Mormandy Street, Altan.

Tel: 01420 542244

DARKSTAR: 155 Cove Road, Farnborough. Tel: 01252 376050
ESDEVIUM GAMES LTD: & Wellington Streel, Aldershot.

Tel: 01420 83900

FAREHAM TOYS AND HOBBIES: Unit 33,

Fareham Shopping Cantre, Fareham, Tel: 01329 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 Wellington Way, Waterlooville,

Tel: 01705 259186

SOUTHSEA MODELS: 69 Albert Road, Southsea.

Tel: 01705 733208

TOYS OF NEW MILTON: 71 Station Road, Mew Milton,

Tel: 01425 517805

TOYS OF RINGWOOD: & The Furlong, Ringwood,

Tal: 01425 479444

THE GAMES SHOP: 6 Wellington Street, Aldershot.

Tel: 01252 311443

HEREFORDSHIRE

HEREFORD MODEL SHOP: 4 Commarcial Road, Union Street. Tel:

01432 352809
REVOLUTIONS: 48 Broad St. Ross on Wye, Tel: 01989 562 639

stock, we recommend you give them a quick phone call before
visiting. If you're still unsure as to where your nearest stockist is
located, why not give us a call on 0115 916 8200.

Those stores marked in green do not carry Games Workshop's
range of The Lord of The Rings products.

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

HERTFORDSHIRE

BOARDMANS: 14-16 Narth Street, Bishop's Stortford,

Tel: 01279 654 033

CHORLEYWDOD MODELS: 4 Lower Road, Charleywood.

Tel: 01923 284 313

COMICS UNLIMITED: Unit 11, The Arcade, Letchworth,

Tel: 01462 480018

HAMLINS: 231 High Street, Berkhamsted. Tel: 01684 591 117
K § MODELS: 19 Middle Row, Stevenage. Tel: 01438 746616
MAINLY MODELS: 66 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, Welwyn Garden City,
Tel: 01707 391319

ISLE OF WIGHT

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

Tel: 01983 517323

WIGHT WOLRD OF WARGAMES: 14 Carishrooke Road, Newport.
Tel: 01983 530200

THE SPORTS & MODEL SHOP: 9 Union 5t, 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

G2 COMPUTERS LTD: 28 Country Square, Ashford,

Tel; 01233 663996

KIT KRAZY: 302 The Broadway, Bexley Heath,

Tel: 0208 2987177

MANKLOWS: 44 Seal Road, Sevenoaks. Tel: 01732 454952
TIME & SPACE: 80 High Street, Broadstairs, Tel: 01843 866006
THE STAMP CENTRE: 45 High St, Gravesend. Tel: 01474 534166
WHITES: Stone St, Cranbrook. Tel: 01580 713298

BAZAAR 58: 58 High St, Broadstairs. Tel: 01843 362425

LANCASHIRE

A & B GAMES: 57 Chapel Street, Charley. Tel; 01257 261833
ARTHUR BENN: 4 5t James St, Burnley. Tel: 01282 422 545
HAMMICKS BOOKSHOP: 46/47 The Spindles Centre, Dldham.
Tel: 0161 6205643

MERCER & SONS: 21-27 Northgate, Blackburn.

Tel: 01254 52701

RICHARD LANCASTER: 35-37 Queen St, Morecambe.

Tel: 01524 410 304

ROSSENDALE MODELS: 3 Bank Street, Rossendale.

Tel: 01706 250007

TWIN SUNS: 125-127 Blackburn Road, Accrington,

Tel: 01254 386665

WIGAN MODEL CTR: 58 Market St, Wigan. Tel: 01942 245 683

LEICESTERSHIRE

STEVE'S MODELS: Bullens Courtyard, Mill Lane Mews,
Ashby-de-la-Zouch. Tel: 01530 416827

LINCOLNSHIRE AREA

ACCESS MODELS: 16 Market Place, Grantham.

Tel: 01476 592001

CASTALINE: 18-20 Upgate, Louth. Tel: 01507 502149
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,
Warringtort: Tel: 01928 735825
TOYMASTER: 3/5 Silk Street, Leigh. Tel: 01942 671116



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: 01895 450 304

NORFOLK

EMPIRE: 121 Norfolk Street, Kings Lynn. Tel: 01553 765 174
HUNSTANTON MODELS: 248 High Street, Hunstanton.

Tel: 01485 533324 / 834466

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

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 5t, East Dereham,

Tel: 01788 562 372

BLACKFISH GAMES: North Walsham. Tel: 01692 403 372

NORTHAMPTONSHIRE

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

0SBORNE SPORTS & TOYS: 118 High Street, Rushden.
Tel: 01933 312415

TOYMASTER KINGDOM: 53 Newlands, Kettering.

Tel: 01536 512507

WESTGATE DEPARTMENT STORE: Elizabeth Street, Corby.
Tel: 01536 203525

NORTHUMBERLAND
FAIRPLAY: 14 Pudding Mews, Hexham, Tel: 01434 606678
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 St, llkeston. Tal: 0115 932 7777
MODEL BASE: 19 Gateford 5t, Worksop. Tel: 01908 501 752
MORTON'S MODDELS: 12 Bridge St, Mansfield. Tel: 01623 22215

OXFORDSHIRE

DENTONS: 202 The Broadway, Didcot. Tel: 01235 816566
DENTONS: 1 High Street, Witney, Tel: 01993 704 979
TRINDER BROS: 2-4 Broad Street, Banbury. Tel: 01295 262 546

SOMERSET

GRIFFINS GAMES: 9 The Centre, Waston Super-Mare.
Tel: 01934 429799

JUST FOR FUN TOYMASTER: 4C Ken Road, Clevedon.
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 Old Chapel Bakery, Union St, Wells.
Tel: 01749 675 262

YEOVIL COLLEGTORS CENTRE: 16 Hendford, Yeavil.

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, Telford.

Tel: 01952 676722

QUESTING KNIGHT GAMES: 6 Old Bakery Row, The Parade,
Wellington, Telford. Tel: 01952 417747

HOBBY HORSE: 62 Whitburn 5t, Bridgenorth.

Tel: 01746 766 659

STAFFORDSHIRE

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

Tel: 01785 223349

THE OLD BELL: 9 Lower Gungate, Tamworth.

Tel: 01827 310 320

TOD FAT GOBLINZ: Unit 3, The Colonade, East Gate Street,
Stafford. Tel: 01785 244499

THE TOYBOX: The Maltings, Utloxeter. Tel: 01889 565 357

SUFFOLK

HALESWORTH TOY SHOP: The Tharoughfare, Haleswarth.

Tel: 01986 874270

MODEL JUNCTION: 10 Whitting St, Bury St Edmunds.

Tel: 01284 753 456

TOY BOX: 32 Mew Market, Beccles. Tel: 01502 712785
TOYMASTER KINGDOM: Gaol Lane, Sudbury. Tel: 01787 372238
TOYMASTER KINGDOM: 62 Cornhill, Bury St. Edmunds.

Tel: 01284 761646

TOYMASTER KINGDOM: 56 London Rd (Morth), Lowestoft,

Tel: 01502 565688

TOYTOWN: & Church Street, Woodbridge. Tel: 01394 383170
WESTGATE DEPARTMENT STORE: 141 London Road, Lowerstoft.
Tel: 01502 512444

WESTGATE DEPARTMENT STORE: NMarket Place, Diss.

SURREY

DORKING MODELS: 12-13 West Street, Dorking.

Tel: 01306 881747

HAMMICKS BOOKSHOP: 12-13 Belfry Ctr, Redhill.

Tel: 01737 770334

HAPPICRAFT: 144 The Centre, High Street, Tel; 0208 890 4211
NASEEM: 58 High Strest, Walton on Thames.

Tel: 01932 252560

TAYLORS TOYS & SPORTS: 10 Chipstead Valiey Road, Coulsden.
Tel: 0208 660 0710

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

SUSSEX AREA

BIG KIDS TOY SHOP: 2 Clinton Place, Seaford.

Tel: 01323 829099

CHICHESTER TOYS: 53 South Street, Chichester.

Tel: 01243 788055

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

GENTLE GALLERY: 24 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 G'S GAMES SHOP: 31 West Buildings, Worthing.

Tel: 01902 237983

TRAINS MODELS AND HOBBIES: Shop 1, Hartfield Court,
High Street, Bognor Regis. Tel: 01243 864727

TYNE AND WEAR AREA

S.R. GLADSTONE & SON: 99 Bedford 5t, North Shields.
Tel: 0191 257 0335

COATS MODELS: 44 Market Place, South Shields.

Tel: 0191 427 7644

WILTSHIRE

GYBERDYNE: 15 The Shires Centre, Trowbridge.

Tel: 01225 775880

H DUGK: 114 High Street Marlborough. Tel: 01672 512170
HOGGOSAURUS TOYSTORE: 29-30 Maryport St, Devizes.

Tal: 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

NUNEATOM BOOKSHOP: 24 Abbaey Street, Nuneaton.

Tel: 02476 342000

WORCESTERSHIRE

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

MODEL MAYHEM: 51 Bridge St, Evesham. Tel: 01386 421431
T.P ACTIVITY TOYS: Severn Road. Stourport on Severn,

Tel: 01299 872800

YORKSHIRE AREA

GREENS SUPERSTORE: 6/8 Market Hill, Scunthorpe,

Tel: 01724 271020

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

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

GREENS SUPERSTORE: 16 Market Street, Huddersfiald,

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, Scuntharpe, South
Humberside. Tel: 01724 842439

SPACE MYTH & MAGIC: 38-40 Queen Street, Scarborough.

Tel: 01723 501821

WESTGATE DEPARTMENT STORE: Middleton Grange Shopping
Centre, Hartlepool.

WESTGATE DEPARTMENT STORE: 17-25 High Street, Scuntharpe,

South Humberside. Tel: 01724 281888
WHITEGRACE LTD T/AS KITCRAFT: 3 Kendray Street, Barnslay.
Tel: 01226 206080

LONDON

FREDERICK BECK LTD: 22-26 Camden Passage, Islingtan.
Tel: 0207 226 3403

HARRODS: Knightsbridge.

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

Tel: 0181 656 6625

JOHN SANDERS: 77-79 High Street, Ruislip. Tel: 01805 634848
LEISURE GAMES: 91 Ballards Lane, Finchley.

Tel: 0208 346 2327

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

WESTGATE DEPARTMENT STORE: 145 High Street,

The Harlequin Centra, Watford.

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

WALES

ALBATROSS: 29 Pier st, Aberystwyth, Dyfed. Tel: 01970 617836
ARTISTS CORMER: 7 Beaufort Sq, Chepstow. Tel: 01291 627 383
BRITE IDEAS: Unit 1, Bank Street, Wrexham. Tel: 01978 758451
CHARLIE'S STORES: Market 5t, Newtown. Tel: 01686 625 213
COMIX SHOPPE: 13 Shoppers Walk, Swansea.

Tel: 01792 642097

J. CLARK TOYS & GIFTS: 13-15 High St, Brecon.

Tel: 01874 622 865

SCOTLAND

THE HOPE CHEST: 103 High 5t, Kinross. Tel: 01577 862516
THE HOPE CHEST: 22 Hunter Street, Kircaldy. Tel: 01592 260116
A1 BOOKS & COMICS: 635 Great Western Road, Glasgow.

Tel: 0141 357 6944

JUNMNER'S TOYMASTER: South Street, Elgin. Tel: 0143 542 492
INVERNESS TOYS: 15/18 The Victoria Market, Inverness.

Tel: 01463 222235

CHANNEL ISLANDS

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

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

THE LITTLE SHOP: 12 Conway Street, St. Helier,

Tel: 01534 732187

NORTHERN IRELAND
TRASH: 12 Waterloo St, Derry. Tel: 02871 372124

NODDY'S: The Corn Market, Cork. Tel: 021 275946

IT°8 MAGIC: Unit 223, Eyre Square Shopping Centre, Galway, Tel:
091 563313

KILLARNEY MODEL RAILWAY: Beech Road, Killarney.

Tel: 064 34000

THE GATHERING: 43 Lower Gerald Griffin Street, Limerick.

Tel: 061 315133

PICK & SAVE: Unit 7 Longwalk Shopping Ctr, Dundalk.

Tel: 042 9327356

THE HOBBY SHOP: 85a The Quay, Waterford. Tel: 051 852227

INTERNATIONAL
ACCOUNTS

R
SOUTH AFRICA

WIZARDS WAREHOUSE: Lower Level, Eden Mall,

Van Ribeeck Avenue, Eden Vale, Tel: 0027 21 683 D360
ESSWEX RETAIL: Shop 204, Northelifte Corner

Shopping Centra, Corner of D.F. Malan Drive & Lawley Avenue,
Roosevelt Park, Johannesburg, Tel: 0027 11 8883619

MALTA

ICON LTD: 83, Trig Misrah ll-Barrieri, Msida.
Tel: 00356 227999

GREECE

FANTASY SHOP: 2 Septemvriou 103, Athens 10434,
Tel: 00301 8231072

B UNITED ARAB EMIRATES

HOBBYLAND TRADING: FO Box 26489, Dubai.
Tel: 0097 14 3493326




He may dally with other
armies, but Dwarfs have
always been Warhammer
veteran Mike Walker’s first
love! Here he ruminates and
cogitates on the science of
army selection.

Mike Walker is all too easily
distracted whilst
playing
Warbammer. The
merest mention
of Kylie Minogue,
and bis bighly-
developed
tactical plans

go right out

the window!

What do the subject of this article, a
slightly sucked Gobstopper that has
been rolled along the floor and a deep
frozen Ewok have in common?

hairy.

The battles I have fought and played in
the games garage in the last few months

nigb:makes.__ '

They are all small, round, dead hard and

THE STRONG, THE SHORT "
& THE SMALL

Mike Walker selects a Dwarf army

have allowed me to have distinetly
different Warhammer experiences: short
periods of unbridled aggression using
my almost entirely mounted Wood Elf
army!, this being necessitated by all the
pent-up frustration gained when trying
to get my animosity-afflicted Savage Orcs
to charge anything. However, most of
my time has been spent in the company
of my grouchy, grumbling and grumpy
Dwarf Throng?.

My 2,000 point Dwarf army has met with
some success on the tabletop. Whilst the
exact selection has varied a bit, the main
tactics and design have yielded a steady
stream of victories. As long-suffering
regulars of my missives will be aware,
anything remotely resembling success
on the tabletop is rapidly turned

into another opportunity for me to
deliver a discourse to White Dwarf
readers, so this month you will find

some cogitation concerning the
selection and use of a Dwarf army:

STAND OR STOMP

The key to winning Warhammer games
is to manoeuvre your troops so that the
combat match-ups are always heavily in
your favour. You want to bring your
super-tough death-dealing loonies into
contact with the enemy as soon as you
can, avoiding contact for as long as
possible with your opponents best stuff.

This key strategy is something the Dwarf
army is uniquely equipped not to do.
The saving grace is that nearly. all the
troops are super tough and reasonably
well endowed in the death-dealing
department.

Craig, Little Dave and the back of the
Dwarf armies book claim that it should
be possible to use aggressive attacking

1] recently came up with the radical idea of a Wood Elf army filled with as many flying and horse borne troops as possible. Many bave doubted the wisdom
of this coneept. Some bave claimed that I.am misguided. A few bave shaken their heads sadly and shrugeed. But I bave persevered. I have continued to battle
with. this army. To come upwith original'strategies and unique tacties. 1o find a way to win. And at last after d dozen battles I know the answer. I can say

ol ?afégdﬁcaf{y to all the doubters, "Yep you were right - it sucks — big time.”
2 Lﬂzﬂé:m,i?é‘misbemd this in conversation and thought that | had said Dwarf Thong. The unwelcome mental picture this conjures up still lives in my
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strategies with a Dwarf force. I've tried,
I've failed. My bewhiskered and barrel-
bellied troops have stomped wearily
across vast expanses of battlefield, only
to find their flanks comprehensively
charged at the first sound of a hoofbeat.
Elusive skirmishers dodging around the
rear, and taller and less tough foes never
quite within charge range.

And as for the Miners! This unit should
be the premier weapon in an aggressive
Dwarf army, but it appears that the
tunnels that run under my wargames
“table are just a bit too complicated and
intricate to allow my underground
warriors to turn up when required. The
few times the Miners have arrived early,
all that the rest of my troops find when
-they get there is a broken pickaxe, a
half-chewed candle and a grubby canary.

My solution is an army combining
firepower with a mobile defence. Mobile
is another word like seber, delicate and
lofty that is not usually associated with
Dwarfs. The mobile element of the
defence means that my troops react
immediately to attacks. Quite often my
fighting troops will move forward to
restrict the attacking options of my
opponent, and protect the firepower
troops. The main idea is to pressure my
opponents into attacking before they are
ready by producing constant casualties
with a steady hail of projectiles. The
most important factor in winning is to

keep firing. The games I have lost are
because my opponent has taken out
these units early or because 1 have
entirely lost concentration arguing in
the ‘could the Clangers take the
Wombles’ debate.

LORDING IT

Dwarf Lords are brave, tough, dangerous
and have beards longer than their
charge range. Lven though they are
fairly expensive, | have always found
room for one in my 2,000 points force,
Whilst panic is not too much of a
problem for troops with a Leadership of
9, with a General-enhanced Leadership
of 10, the chances of them running
(sorry, I mean trudging gradually) off the
table is almost halved. The dilemma of
what to equip him with is a bit tougher.

You can spend a staggering 125 points
on runes for a Dwart Lord. 1 usually go
for the Master Rune of Spite or the
Master Rune of Gromril and a double
handed weapon. The Master Rune of
Spite is fayoured at present. With a
rather splendid Ward save of 4+ my
General has duelled a Bloodthirster,
survived and, assisted by a unit of
Ironbreakers smugly watched it
destabilise itself to death.

I find it ditficult to justify spending loads
of points tooling my Lord up with
mighty weapons of massive destruction.
The reason for this is the rather limited

weapon delivery system: two fat hairy |
legs. A swift-moving, horribly
beweaponed, mounted knight can
deliver a world of hurt wherever he
desires. In just too many games, my
General has spent less than a couple of
rounds in combat. During army
selection T still get an urge to take a
pistol. Whilst the extra attack and the
shot is nice, not delivering the strength
6 blows is too big a price to pay

(unfortunately the army list prohibits the .

carrying of both a big axe and a loaded
gun’).

ADDING A BIT MORE
CHARACTER

The Lord is joined by a Runesmith and a
Battle Standard Bearer. Dwarfs are pretty
tough to break anyway, but when they
get both the General's Leadership and
the Battle Standard’s re-rolls they can
lose the combat by quite a margin and
still pass the Break test, This fits in with
the tactic of delaying the enemy’s '
attacking forces so that more bullets,
bolts and cannonballs can be sent the
€nemy’s way.

The Battle Standard Bearer comes with

no runes. I quite like the Rune of Kadrin

(re-roll 1s to hit) in a big unit of
Thunderers, or the Master Rune of
Groth One-Eye (stubbornness) in my
Ironbreakers, but currently prefer to
take a few more Dwarfs and award my

3 Whilst the Clangers breastplates should not be underestimated, the pointed litter gathering sticks wielded by the denizens of Wimbledon Conimon gite them.
a significant weapans advantage.
4] expect this contravenes some Dwarf Health & Safety regulation.




banner bearer the Rune of Stone (+1

solitary Rune of Stone and a dirty great
hammer. He generates an extra Dispel
dice, so I get five. I can then at least
match the maximum number of Power
dice lobbed by any Level Four Wizard
that happens along. I have been
tempted to give him a couple of Runes

Dispel dice keeps the army reasonably
safe, Perhaps this is due to playing too
many games against Alan C’s Khorne
Daemons, Little Dave’s Witch Hunters
(just two Warrior Priests), and Stuart’s
magically inept Blood Dragonss.

THE CORE

‘The first time 1 took the field with fifty
Thunderers I knew I was onto
something. The Dwarf handgun is a
sublime weapon. Once more the
weapon'’s delivery system is a bit

at long range, barn doors can run wild
and free untroubled by handgun
projectiles. Get into short range though
_ andisuddenly the Dwarf with a handgun
- can hit with Elf-like accuracy. With the
~armour piecing ability and Strength 4
| these weapons are amongst the hardest
hitting missile weapons in the game.
Best of all you can move and fire with
them. Airborne nasty dropping behind
you? Spin around and blast it! Realising
that it took a yard of table space to put
fifty odd Dwarf Thunderers in a single
i line, I have now cut the numbers down
i to a couple of units of twelve.

One unit comes fully loaded with
Shields, Standard, Musician and
Champion and will be used to fight in

L - Ml
Dewarf Artillery is some of the most effectiv

armour save). The Runesmith also gets a

of Spellbreaking but have found that five

suspect. Dwarfs are ballistically average —

i

an emergency. With a reasonable armour
save of 4+ in combat, a dozen of these
guys can survive (especially with Break
Test re-rolls) for longer than you'd think
against superior opposition. The other
unit gets only a musician, will rarely
fight and occasionally gets ruthlessly
sacrificed!

A block of 25 heavily-armoured warriors
can resist almost any frontal charge. For
the points these are the best Core
infantry in the game. Fear-causing
troops can be a bit of a problem, which
is why large numbers are important.
Often my General will accompany them
to cause a few casualties, something that
they do not excel at. I do not give them
great weapons, preferring the excellent
save and a couple of extra Dwarfs.

I have been known to select a unit of
Rangers — not a popular choice I
understand from other Dwarf
aficionados. I will take them with
throwing axes so they can stay mobile,
Unfortunately they cost almost the same
points as the Gyrocopter. They almost
always have to stay hugging the trees so
that I can hum ‘ride of the Valkyries’
whilst swooping my Gyrocopter model
over the tabletop. I always now deploy a
unit of ten warriors. These have a variety
of roles from deflecting attackers,
pulling frenzied enemies out of position,
releasing Goblin Fanatics, making flank
charges, and standing around whistling
if things are going really well. If spare
points are plentiful they get a musician,
sometimes 1 stretch to great weapons,
but they have more chance of teaching a
Cold One calculus than getting heavy
armour. It is surprising how useful these
units are, especially the number of times

e tn Warbammer.

they have caused a failed charge or have
deflected a deadly combat unit into a
position from which they cannot attack.
However, unit members do find it
impossible to purchase life insurance.

THE SPECIALS

One really hot bath was all that was
required to determine which unit of
specials would be part of the army.

I dismissed the others as follows:

e Slayers — They never run off but with
no armour save have a tendency to
expire in large numbers.

¢ Longbeards — great models, but as
panic is not really too much of a
problem with Dwarfs I find them a bit
expensive in points.

* Hammerers — excellent with a tooled
up General. But since mine is a bit
prone to being stabbed...

...it’s Ironbreakers for me. These guys
are so hard they took 17 impact hits
from 3 Goblin chariots and suffered no
Wounds. With an excellent Weapon Skill,
an outstandingly brilliant armour save
and a Rune of Battle on the standard
(+1 combat resolution) these are the
boys who can get in front of the most
dangerous combat troops and still beat
them. They are most often lined up in a
four-wide block to enable either the
Runesmith or the Battle Standard Bearer
to hide. With the General, a standard, a
musician and a champion in the front
rank, the other more vulnerable
characters can stand in the sanctuary of
the second rank: Here they are well away
from a probing lanee, a Hochland long
rifle gunsights or any 'Eadbutt spell.

5The whinge-ometer struggled to keep track, when in a single game, fifteen attempls to voll seven or more.on two dice (Invocation of Nebek) resulted in only
one roll of sufficient magnitude, and that was dispelled seconds later.

A S 3
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MACHINES f

Bolt throwers are my war machine of
choice. A bargain at 45 points, |
normally take two. These will slice
though armour-laden cavalry and cause
monsters extra stress. Most importantly
no guessing of ranges is involved so if 1
miss entirely I can blame the dice, [
often stick these in corners of the
battlefield, well away from my other
troops. Firstly to try and get shots
through the side of a unit (more ranks
to kill). Secondly to make my opponent
go to the effort of marching all the way
over there just to earn a few points.

I like the Stonethrower’s damage
potential, model and concept. 1 just
can't get the thing to hit consistently. It's
too frustrating to take every time, but |
include this when I want a change. I've
not tried the Flame Cannon and find
that the Volley Gun does not generate
enough damage for its cost. I do

however like my Gyrocopter. Well worth.

the points just for the march moves it
prevents and the damage the steam
cannon can do to otherwise inaccessible
targets. The other thing it does well is
kill cavalry: 3

My big blocks of infantry can often hold
their own against cavalry, drawing or
losing slightly (but not breaking) in the
turn they get charged. In the following
turn (nearly always mine) the cavalry
without lance/spear bonuses mostly get
beaten. The trouble is they nearly always
flee out of the pursuit range of the
ponderous Dwarfs. So I slam in the
Gyrocopter to do the job properly. Its
Toughness usually prevents it taking
much damage and it has a better than
even chance of catching and destroying
the mounted troops.

SUMMARY

Playing lots of games with Dwarfs is
rather like coming home. They were my
first ever Warhammer army (back when
Dwarfs came all in metal, with metal
bases and axes smaller than their heads)
and seem to suit my style of play. Some
of the garage denizens have remarked
my temperament perfectly matches that
of my Dwarfs.

Having seen many Dwarf armies with
characters and war machines festooned
in runes I was determined to come up
with something that wasn’t. This army
deals with combat armies by weakening
them with firepower and then fighting
them. Against firepower armies, things
get a little harder, but a steady advance
of thunderers and combat troops does
work, provided that their Toughness and
armour keeps enough of them alive to
have some impact when they get into
close range. This army is designed to
take advantage of the Dwarf strength of
being tough and resolute whilst
minimising the impact of the
manoeuvrability weakness.

TWO OF MIKE'’S FAVOURITE UNITS

Jig E

Ironbreakers — these guys are so bayd they even get an drmour save
if a Kroxigor whacks thent with an axe!

Warriors — when equipped with beavy armour, shields and band weapons these Dwarfs
get a very respectable 3+ armour save in close combat.

WARHAWER ROSTER SP{EE:F Lord Moongrouch Orimibeard's Musketesrs e |
Models/Unit M|{Ws(BS| S | T W/ 1|A |Ld S Notes Points Value
Lord Moongroveh Grimbeard |
Dwar Loed S| 7| 4] 4] 5| 3| 4|40 tromel Armou, Great Vieaper, Rure of Spite 1%
Thor Thortblastn ) | I < e .
Thane (Battle Stardard Bearer) 51 6] 4] 4 47 2] 5| 391 Gamed Mmow, Handweapon, Bune of Sione %
Thingy Rungweavey . I
Busmith 3101 &) 4] 4] 2| 2 Coorreil Armour, , Oreat Weapor, Rune of Sion b
12 Thunderers 31 4] 51 3 41 | ? Shigh, Musd ; ) anw
12 Thungerers il 4 ‘ 4i Jl411]2 Snickd, Musdotan, Standard, Veteran (Zpiatais) a7
10 Crossbowmen 514 5] 3] 41 130
75 Pwarf Warrkrs 3 | 41 31 4| 41 1| 2 Heawy Armoue Stieid, Musician, Standard, Ve 50
73 forkeeakirs 3 H] 3]_ 3411 | 2 Musictan, Standard, lron Breater, Bune of Fatth e
i Povarf Rangers 3 4] 3] 3 4)11]2 912 Throwing dee 160
Oyeerpte - - ‘ | 5| s ]

(rw { 4] H 7 914 40

3 Balt Theowers = | = | K

G sl af 3] 3| 4| t|2]1|9]e 0

{ Stone Theower = 7| 3

Gren s| 43| 3| 4]1]2]1]0]e %
TOTAL |

I hope that you have been suitably
entertained by this stroll amongst the
short ones.

I've got to go now. Alan € wants to fight
4 battle with his Khorne Daemons
against my super fast Wood Elves.
Switching the garage light on will
probably take longer.
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| Codex Dark Eldar__£8 | | Dark Eldar Warriors £15 boxed set |

ety DARK ELDAR

. |

|This book contains the rules | | Dark Eldar Warriors attack rapidly, killing or crippling those who oppose them. They then drag
i needed to field a cruel and | | off any survivors back to Commorragh to be tortured and killed at leisure. This boxed set contains ten |
l' twisted Dark Eldar army. ' | Dark Eldar Warriors. .

'1
1

| Dark Eldar Lords

| Incubi with |

|
1 . _ _ s '|
: | assault weapons £3 each |

£6 each | | Dark Eldar Incubi £6 per blister pack

1j The Dark Eldar Lords lead their | | These warriors are the most deadly of a Dark Eldar Lord’s | l- These assault weapons add a powerful |

|
|
|

|

servants into battle in the | | servants, and form his trusted retinue. Armed with the = | short ranged punch to the Dark Eldar |
search for slaves and souls, | | fearsome two-handed punisher and tormentor helm, these | [ Lord's retinue, The blaster can punch
leaving worlds in ruin and a | | warriors protect their Lord from enemies, and shield him from | [ through the toughest enemy tank with |
veritable mountain of dead | | the ambitions of his underlings. Each blister pack contains two | | ease, while the shredder can envelope |
heaped in the|r wake | | Dark Eldar Incubi. l | swathes of enemy troops. |

Dark Eldar Wyches £10 boxed set ‘

Ruled over by their Succubi, Wyches spend their entire lives |
perfecting the skills of gladiatorial combat. Few survive their first |
duel, but those who live learn quickly. A Dark Eldar Lord with |
sufficient means can hire these highly-skilled warriors to accompany |
him into battle, promising great rewards for those whose fighting |
displays are most pleasing to watch. This boxed set contains one |
Wych Succubus, one Wych with a shredder, and three Wyches with {
splinter pistols and close combat weapons. |

Wyches with Wych Weapons £3 each |

Wych squads can be armed with deadly Wych weaponry. These
weapons are mainly used in the gladiatorial arena, but are equally |
effective in the heat of battle. A variety of blades, spears, nets and !
snares are used with cruel efficiency and excruciating effect. |

All the models shown on these pages are available from your local Games Workshop store,
independent stockist, Mail Order (0115 91 40000) or at www. games-wurkshop cum

Models not shown at actual size



Dark Eldar Dark Lances
£7 per blister pack

The dark lance fires a beam of dark
energy that annihilates anything it
hits. It is especially effective
against heavily armoured vehicles.
Each Blister pack contains two
models.

i
i_
1
|

Dark Eldar Sybarites
£4 per blister pack

| | Each Dark Eldar squad can be led
* | by a Sybarite. These are Dark Eldar
| | warriors who have excelled at their

| Dark Eldar Raider £15

| chosen path or warfare, and are
é ) N — | | promoted to leading a squad of
| The Dark Eldar strike rapidly from their ships and warp polrtals,ldescendmg | | their own. Each blister pack
| upon the enemy on their sleek Raiders. Squads mounted in Raiders sweep | contains two models.

about the battlefield, darting swiftly from one fight to the next.

Dark Eldar Talos £15 1 | Dark Eldar Ravager £18

i
|
1 l |
; The Talos is a torture device that sweeps across the ] ‘ Ravagers are variants of the Raider. Mounting a deadly battery of heavy |
battlefield on anti-gravitic motors, latching onto its foes ' | weaponry, these fast moving skimmers have been the bane of tanks and I
| and incarcerating them within its armoured shell. ! | other vehicles across the galaxy.

Dark Eldar a
Battle Force £50 |

The Dark Eldar Battle
Force contains: |

* 20 plastic |

Dark Eldar Warriors |
1 Dark Eldar Raider [
= 5 Reaver Jethikes '|

= Warhammer 40,000
Tree frame
(enough components to |
make four jungle trees) |
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Andy Chambers, self-proclaimed
Warhammer 40,000 Overfiend, with his
notorious crew of Games Development

’@H ?\?TE?{ WTARW 7“5“0

e G e

fuelling of the Warhammer |
40,000 universe. If
anything good
happens to the
game, it's all

down to Andy. If BY ANDY CHAMBERS

happ eigy ggﬁ‘?egig “Greetings citizens and welcome to this month’s Chapter Approved. This time we have

else did it some quite big updates for the Warhammer 40,000 game. First up is a Codex update for
the Dark Eldar, then new rules for a warbike-riding Speed Freeks Warboss. Next is the
Space Wolves Q&A (sorry it took so long Wolf Lords) and finally a set of reprint
corrections for the Space Marine Codex. And that’s just what we could fit in...”

DARK ELDAR UPDATE by Phil Kelly and Andy Hoare

The Dark Eldar were the first new race to be introduced to Warhammer 40,000 for the 3rd edition of the game, and players have had
almost four years now to get to grips with them. We've had a whole sack full of suggestions since the release, and we recently decided
the Dark Eldar should receive an update. Looking at the armies people were fielding, we noticed they all looked rather similar, so, in
order to introduce some variety, we’ve updated a small number of units in the hope that we’ll see a few more of them on the battlefields
of the 41st Millennium. Note that these rules are an official update to those found in Codex Dark Eldar. An updated edition of the Codex
will be available later this year, and this will incorporate all of these new rules.

s

HQ: Dark Eldar Kabals are lead by ruthless or one Archite. As many Dracons and Dark Eldar Wyches now receive a 4+
individuals who have murdered their way to Dracites may be taken as allowed by the Invulnerable save whilst fighting in an
the top — they do not share power mission being played (the rules for Archites assault. Their armour save versus shooting
willingly with others. A Dark and Dracites are on the opposite page). attacks remains at 6+.

Eldar force
may only
ever contain
one Archon,

Dark Eldar Retinue: The retinue may be Wyches are increased in cost from
equipped with plasma grenades at +2 pts 10 points to 12 points per model. The
per model. Succubus remains at +8 points.
Wyches: Wyches are the deadliest of
close combat adversaries, experts in their
particular style of gladiatorial combat.
Although not possessed of great physical
strength, they are adept at wearing their
opponents down whilst dancing lithely out
of harm's way.

This special save applies to Wych squad
members and Wych Lords only. Wych
Lords riding Jetbikes or Hellion Skyboards
do not benefit from it.
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Wych Weapons: This is now a generic
category that represents-all the various
instruments used by the gladiatorial
Wyches. The effects described on page 9
of Codex Dark Eldar are no longer used.
Instead, at the cost of +1 pt per model in
the squad, the squad may be equipped
with Wych weapons. These have the
following effects:

« No models fighting Wyches in close
combat count the bonus attack for being
equipped with additional close combat
weapons.

» All enemies with an unmodified Strength
below 6 halve their Weapon Skill
characteristic (rounding up) for attacks
made against the Wyches. Models with a
Strength of 6 or more are unaffected
(something that powerful is impossible to
ensnare, even for a trained gladiator).

It is assumed that the Wych weapons are
evenly distributed amongst the squad; it is
irrelevant which actual models display
them, so long as at least a small number
do. A model armed with Wych weapons is
still counted as carrying a splinter pistol
and close combat weapon for the sake of
its own attacks, or a shredder or blaster if
this upgrade has been taken (although the
Shredder and Blaster upgrades should be
shown on the model).

Reavers: Reaver Jetbikes are reduced in
cost from 30 pts to 25 pts each.

Mandrakes: Mandrakes now receive a +2
save modifier when in cover. This means
their cover save while in woods, rubble,
etc, is 3+, while their cover save in the
open remains at 5+.

WATRELLEY
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Wych Lord: The following character may take the place of the Dark Eldar Lord as an
HQ choice.

WYCHLORD ........cvvviauns s e s e e 70/45 POINTS
Points WS BS S T W I A Ld Sv
Wych Archite 70 6 6 3 3 3 8 3 9 6+
Wych Dracite 45 5 5 3 3 2 7 2 9 6+

Options: The Wych Lord can be given any equipment allowed from the Dark Eldar Armoury.

SPECIAL RULES

Wych weapons: As well as any other equipment bought, a Wych Lord is always assumed
to be armed with Wych weapons. See the Wych entry for more details.

Independent Character: Unless accompanied by a Retinue (see below) the Wych Lord
is an independent character and follows the Independent Character special rules as
given in the Warhammer 40,000 rulebook.

Dodge: Wych Lords benefit from a 4+ Invulnerable save in close combat, as their
years of experience in the gladiatorial arenas of Commorragh enables them to avoid
their opponents’ blows with ease. Their armour save against shooting attacks
remains at 6+,

Wych Retinue: Wych Lords are often accompanied into battle by a bodyguard of their
most skilled Wyches. The Retinue consists of 5 to 10 Wyches, chosen from the Wych
army list entry and has the same squad upgrade options with regards to characters,
special weapons and transports. These Wyches are highly experienced and successful
gladiators from the arenas of Commorragh, and may be equipped with Wych Weapons
as per Wych squads. Note that the Retinue presented on page 7 of Codex Dark Eldar is
not available to the Wych Lord.

Wych Cult: An army led by a Wych Lord makes the following changes to the army list:
s Wych squads count as a Troops choice rather than an Elite. :

» Warrior and Raider squads are Elite choices instead of Troops choices.

» The following cannot be used: Haemonculi, Grotesques, Talos and Dark Eldar Lords.

» As many Warp Beast Packs may be included as there are Wych squads in the army.
These do not occupy any
Force Organisation slots.
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A Wych assault force descends upon an Imperial gun emplacement.

Hellions: At the end of a round of close
combat the Hellion unit may choose to
break off from combat if it and at least
some of its close combat opponents do not
have to fall back. The unit falls back 3D6"
in any direction and automatically regroups
at the end of the move (regardless of
enemy within 8" or being below half
strength). Enemy models that were in close
combat with them before the break-off may
only consolidate.

The Crazed! Combat Drug result prevents
the Hellions from breaking off combat.
They must stay and fight.

Hellions are increased in cost to 18 points
per model. The Succubus remains at +16
points.

Hellglaives: Hellglaives now receive the
+1 Strength bonus on the turn the bearer
charges, even if they fired the weapon as a
splinter rifle.

Hellion skyboard: The Hellion skyboard
now confers a 5+ invulnerable ‘jink' save
against shooting attacks, providing the
rider moved in the previous turn. Note that
the rider does count as having moved in
the turn they deep strike and so will
receive the save.

Riders of Hellion skyboards are renowned
for their insane diving attacks. They may
now make use of the Deep Strike scenario
special rule where allowed to do so by the
scenario being played. Note that, as with
Reaver Jetbikes, riders of Hellion
skyboards may not carry webway

portals.

Lelith Hesperax: Lelith is reduced in cost
from 110 pts to 90 pts, and is now armed
with an agoniser, a splinter pistol and Wych
weapons.

DARK ELDAR ARCANE WARGEAR

All of these items are extremely rare or
even legendary, and only one of each
item can be included in any Dark Eldar
army.

Goblet of Spite (Succubi only) (5pts)
The Goblet of Spite is a sacred relic of the
Dark Eldar Wych cult. It exudes an almost
palpable aura of menace and hatred,
driving those near to it into a state of

T R T T R P T A T O R R R R A e R R M
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such utter savagery that their frenzied,
atavistic screams mingle with those of their
victims.

A Succubus that carries the Goblet of Spite,
any models in the same unit as the
Succubus and any units with a model in
base contact with the Succubus and/or his
unit will always hit on a 3+ in hand-to-hand
combat, regardless of other factors.

Vexantrope (10 pts)*

The Vexantrope is a delicate mask of bone
and flayed skin that has been adorned with
runes of confusion and illusion. It grows
onto its wearer's face, and psychically
projects the appearance of the viewer’s
most trusted friend or loved one.

Models wishing to attack a model with a
Vexantrope in any round of combat must
first pass a Leadership test or direct its
attack against a different model within 2" as
per the normal rules for a supporting attack,
The Vexantrope cannot affect Daemons,
vehicles, Talos, Tyranids or walkers.

Nightmare Doll (20 pts)

The creation of Nightmare Dolls is a risky
practice in Commorragh, as the Dark Eldar
view those who use psychic powers as
amusing playthings. These vile toys ooze
an aura of pain, and can place their owner
into a feverish delirium whereby they are
often granted visions of the future.

A Dark Eldar model equipped with a
Nightmare Doll may force his opponent to
re-roll the dice when ascertaining who may
choose table edge or quarter. If the Dark
Eldar player opts to do this, the model with
the Nightmare Doll takes a Strength 3 hit at
the beginning of the first Dark Eldar turn
with no saves of any kind allowed.

Mask of the Damned (15 pts)*

The Mask of the Damned plays upon its
victim's deepest fears and phobias. It
projects hellish visions into their brains;
often dropping them to their knees in
anguish even in mid-charge.

Any enemy unit that wishes to assault a
model wearing a Mask of the Damned, or a
unit of which it is part of, must take an
unmodified Leadership check. If the check
is. failed, the unit succumbs to sheer horror,
and may not make an assault this turn.

Archangel of Pain (5 points)

Dark Eldar are said to be able to seal the
essence of a daemon within a rune-
covered cask. The runes are inimical to the
imprisoned djinn, and drive it wild with
agony. Upon the daemon’s release, it
appears as a winged, blinding figure
before returning to the warp, and its
screams can incapacitate even the bravest
foe.

A Dark Eldar model with an Archangel of
Pain can release the Archangel in the
Shooting phase instead of firing a weapon.
Place the Flamer template touching the
model's base. Any unit with a model at
least partially underneath the template
must make an immediate Pinning test at -2
to their Leadership. Any unit with a model
in close combat is immune to the
Archangel's effects. This weapon may only
be used once per battle.

Animus Vitae (15pts)

This detestable device resembles a sphere
of barbed wire, which can be made to
explode outward, capturing unfortunates
within its agonising embrace and slowly
draining their life force. The Dark Eldar find
this highly invigorating.

Any models captured by a unit including a
model equipped with the Animus Vitae
count for five Victory points each instead of
the usual one. Once one or more models
has been captured by the character with
the Animus, he benefits from +1 WS and
+1 8 for the rest of the game.

Xenospasm (20 pts)

Xenospasms, variants of the Terrorfex
grenade launcher, shoot pitted obsidian
spheres laced with tortured wraithbone.
The wraithbone reacis to such suffering by
exuding a black aura of agony that plunges
non-Dark Eldar into excruciating
convulsions of fear and pain.

Range: 12" Strength: 3 AP: 3 Assault 1 Blast

Any non-Dark Eldar unit with models under
the Xenospasm Blast marker must take a
Pinning test at -1 per model hit.

*Note that these items, like the Hell Mask, are

masks — therefore only one may be taken by a
character. . a
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Some of the more ardent Kult of Speed players have pointed out that they do not have the option of mounting their
Warboss on a warbike, robbing him of the opportunity to accompany his Nobz into battle on the back of a smoke-
belching, bullet-spitting metal nightmare. After due consideration Andy Chambers ordered this rectified; and yea, it was
done! Below are the rules for including a Kult of Speed Warboss mounted on a warbike.

The following entry is added to the HQ choices in the Speed Freeks army list. You may not field more than one Warboss of

any type in any Ork army.

0-1 KULT OF SPEED WARBOSS. .......cccivunnnne

Points

WS BS S

ceeseeaa..105 POINTS

T _w | A Ld Sv

Warboss 105 5

Wargear: Ork Warbike

Weapons: Twin-linked big shootas

5 45 3 4 4 9 645+

Options: A Warboss may be given any equipment allowed from the Ork Armoury except for
Mega Armour. Note that characters on warbikes may fight normally from the back of their
warbikes, they do not have to use the Psycho Blastas special rule.

Bodyguard: The Warboss may take a Nobz Warbike mob as his bodyguard (see the Kult
of Speed list in Codex Armageddon). If he has a bodyguard then the Warboss and his
bodyguard are treated as a single unit during battle. Note that the bodyguard does not
count as a separate HQ choice (it does not use up a 'HQ' slot).

SPECIAL RULES

Independent Character: Unless accompanied by a bodyguard, the Warboss is an
independent character and follows all the rules for independent characters as given in the

Warhammer 40,000 rulebook.

Warbike: All the special rules that apply to warbikes also apply to a Warboss mounted on a
warbike (5+ invulnerable save, etc). Note that a Warboss on a warbike will suffer instant
death if he is wounded by a hit of Strength 8 or more and fails to save.

Games Workshop Artist Alex Boyd is a
noted Ork general. Recently he has
been changing his army from foot
slogging infantry to much faster
vehicle-based Speed Freeks.

Alex wanted to create a new Warboss
to lead his new force. He started by
cutting the legs of an Ork Warboss in
two so that he could place them
astride the bike. The rest of the
Warboss model was then positioned in
an aggressive riding position. Alex then
began to remodel the Ork Warbike.

ALEX BOYD’S SPEED FREEK WARBOSS

He added the rear tyres from a
Wartrukk and the banner top from a
Warhammer Ork Boar Chariot to make
a faring for the front. The twin-linked
big shootas were constructed from
drilled plastic tubing and the cartridge
belt came from the Ork Boyz frame.

The base was built up from green stuff
and then covered with PVA glue and
sand. An impression of the bike's
wheels were made to create tracks.
Finally. the bike was pinned into place
doing a wheelie.

The Warboss of a Kult of
Speed often makes sure he
has the biggest, loudest,
fastest warbike he can lay
his hands on. He wilf
invariably ride into battle at the front of
a howling, speed-crazed Nobz warbike
mob, big shootas spitting fury before
they careen into their panicking foes.
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il We thought it was high time a few things
were clarified about Codex Space

| Wolves to ease the lives of Wolf Lords

| across the galaxy. Without further ado...

I Q. How does a unit under the effects of
the psychic power Storm Caller affect

| frag and plasma grenades?

\ A. The Stormcaller power can cause

|| some confusion, the following notes

\| should help:

| ¢ Remember that plasma and frag

| grenades only work if the unit that has

\  them charges. If a Space Wolves unit

\  with Stormcaller on it charges an

| opponent that has either grenade type,
the Space Wolves will strike first as the
|| grenades are of no use when receiving
a charge.

\ e [fcharging a unit in cover, then all
aftacks are simulftaneous.

l‘

:l e Stormcaller can be cast on friendly
il vehicles, which then count as being
1'. hull down.

‘:‘.‘ Remember that cover only matters in the
\ first round of a close combat and
\ subsequently attacks will occur in

90 CHAPTER APPROVED
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RS ' SPACE WOLVES QUESTION AND ANSWERS

normal order. New enemies charging the
unit with Stormcalfer will be affected
though. Weapons such as power fists
that strike last will, of course, always
strike last.

Q. Can Blood Claws rapid fire their
pistols and charge in the same turn, due
to their Head-strong rule?

A. The Head-strong rule states that
“Blood Claws must charge if one of their
models is within 6" of the enemy, unless
led by... a character.” This means that
the Blood Claws cannot rapid fire their
bolt pistols if the enemy is within 6" as
this would prevent them assaulting.

Q. Can you use a Rune Staff against
more than one psychic power per turn?
A. A Rune Staff counts as a single-
handed weapon AND a psychic hood.
The psychic hood ability can be used
against more than one enemy psychic
power per turn, however it only works
against powers that require a psychic
test. A Rune Staff costs 25 points.

Q. Can Wolf Scouts choose weapons
from the options included in the Space
Marine Scout entry in Codex Space

SILLERERALEL PR RIS R BRd AL RA IR

Marines and from the Codex Space
Wolves list as well?
A. Nope.

Q. While we're on the subject, when
operating behind enemy lines in a
mission where the enemy is not allowed
any reserves, where do Wolf Scouts
enter the table?

A. Wolf Scouts arrive on the table edge
the enemy retreat towards.

Q. Can a Wolf Guard Battle Leader take
the Mark of the Wulfen?
A. No.

Q. Does a character with Fenrisian
Wolves become a Mixed Armour unit?

A. Yes, a character accompanied by
Fenrisian Wolves is a Mixed Armour

unit, as is an Iron Priest accompanied by
a Thrall bodyguard,

Q. Does the Blood Feud rule apply to
Dark Angels and Thousand Sons
vehicles?

A. No. Space Wolves do not hit Dark
Angels or Thousand Sons vehicles
(other than Dreadnoughis) on a 3+ in
close combat.
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Q. Can a unit that is led by a Wolf Guard
in Terminator armour méke a sweéeping
advance, and can you lead a unit of
Wolf Scouts with a Wolf Guard?

A. A pack of Blood Claws or Wolf
Scouts may not be led by a Wolf Guard
in Terminator armour. Note this is an
amendment more than a clarification but
removes. the need for more clarifications
to resolve contradictions that the
combination creates. In all other
circumstances units led by Wolf Guard
in Terminator armour cannot make a
sweeping advance after close combat
and can only consolidate.

Q. Does a Wolf Guard Battle Leader use
the Wolf Guard column in the Space
Wolves armoury when selecting weapons?
A. No, he does not.

Q. How does a Wolf Tooth necklace
affect the Exarch power Defend? How
does it affect close combat attacks on
skimmers and the like?

A. If a mode! with-a Wolf Tooth necklace
is fighting a Dire Avenger Exarch with
the Defend power (Necklace always lets
you hit on 3+, Defend says opponents
only hit on 6+) roll a D6 each round to
determine which piece of wargear has
priority, re-rolling any tied results.

A Wolf Tooth necklace has no effect on
enemy vehicles without a Weapon Skill
characteristic.

Q. Does a Wolf Guard Battle Leader
count as one of the 20 Wolf Guard
models you are allowed to have in a
Space Wolves army?

A. Nope.

Q. Why is it that Wolf Guard Terminators
cannot use a heavy weapon and a
single-handed weapon, as with most
Terminators?

A. Wolf Guard Terminators may have a
single-handed weapon in addition to a
heavy weapon (this supersedes the note
in the Wolf Guard list entry). In addition,
they may select Runic Charms, Wolf
Pelts and Wolf Tooth Necklaces as if
they had a ‘T’ next to their cost in the
Space Wolves Armoury.

Q. Long Fangs cannot purchase a
transport. Is this correct?

A. Long Fangs do not have a Razorback
listed as a transport option. This is an
oversight, Long Fangs may purchase a
Razorback at the cost listed for Grey
Hunter squads.

Q. How does True Grit affect combi-
weapons and the like?

A. The True Grit rule does apply fo all
combi-weapons but not to storm bolters.

Q. If a Runic Charm is combined with
Terminator armour, does it allow a re-roll
of the Crux Terminatus invulnerable

save that comes with the armour?
A. No.

Q. Similarly, if a Wolf Priest takes
Healing Balms, and is escorted by a
Wolf Guard bodyguard in Terminator
armour, do the balms allow the
bodyguard to ignore the first failed save
made against the Terminators’ 5+
invulnerable save?

A. Again, no they do not.

Q. Can Fenrisian Wolves accompany a
transport?

A. Fenris Wolves can ride in a transport
along with an independent character but
cannot “run along” outside the vehicle.

Q. It looks like Space Wolves players
get a cheaper Land Speeder Tornado. Is
the points cost correctly listed?

A. Gah! No, the Land Speeder Tornado
should cost 75 points before weapon
upgrades are selected.

Q. Can you buy a Blood Claw Bike
squad frag grenades if they are
equipped with jump packs instead of
bikes?

A. Blood Claw packs equipped with
jump packs instead of being mounted on
bikes will automatically have frag
grenades and krak grenades.
Additionally they may have meltabombs
at +5 points per model.
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7 g CODEX SPACE MARINES CORRECTIONS

Andy: Greetings citizens. As you may
know, part of the task of Chapter
Approved has always been to run official
Question and Answer files on different
Codexes and clarify some of the murkier
corners of the Warhammer 40,000 rules.
Over time we've managed to answer

not a few queries this way, and the
Chapter Approved compilation has been a
useful repository for the ones we've done
so far.

For a long time I've wrestled with just how
to proceed from here, whether to simply
leave things with the Q&A or to actually
go ahead and make corrections to the
Codex books. Sounds simple? Well
maybe but the problem with changing the
books is all the players who've already
bought them. They all curse us roundly
when they hear the news and complain
bitterly about changing the rules just
being a conspiracy to make them buy
new books. Uncertainty and confusion
avalanche and before we know it
maddened crowds are roaming the
streets bearing burning torches, pitchforks
and ‘Kill Andy!’ banners. The problem with
not changing Codexes is that we keep
reproducing something we know to be
flawed, wrong, broken or what have you.

New players keep inheriting the sins of
the past and the Chapter Approved
compilation keeps carrying the same old
Q&A forever,

So, after due deliberation I've decided to
adopt a hopelessly optimistic policy of
getting things right at all costs. This
means that once a Q&A has been
published for a particular Codex, the next
time we print more copies of that book,
we will attempt to clarify as many
questions as possible by making minor
alterations to the text. In many cases
these are things so petty you wouldn’t
notice if they weren't pointed out so don't
worry, no big rules changes will be
undertaken in this way. | say again
DON'T PANIC!, just step away

from the keyboard and no-one will get
hurt.

To keep everyone informed, these
corrections will be reproduced through
Chapter Approved in White Dwarf, on the
GW website as errata and in the Chapter
Approved annual. This month we're
running the corrections for Codex Space
Marines, and in future issues we'll cover
the other Codexes as they come up.
Because these corrections would be

terribly dull if we did them in the
traditional way (ie “p7, para 3, line 8
change ‘fish’ for ‘Aardvark™) we've put it
together into sections suitable for cutting
out and sticking over the offending
section of the old Codex. This means that
you can at least see roughly what the
correction is instead of having to hurt your
brain figuring out what it is and what it
means.

A final note. In a couple of cases, namely
Dark Eldar and Dark Angels, we've
published a set of updates through
Chapter Approved in response to player
feedback. These are different to the
reprint corrections and in time both of
these Codexes will be revised to include
the updates. The revamped Codexes will
then effectively replace the old ones
altogether — you still don't have to buy a
new one though since the updates will
be available through the sources
mentioned earlier.

Well that's it folks. As | said earlier please
remember that this process is aimed at
the ultimate objective of making the
Warhammer 40,000 game better for
everyone. You can lynch me later!

[ Weapons marked with a ' The fuil rules for Space Marine wargear can be found on pages 34-35. All wargear and weapons must be represented
. on the moadel. Independent characters accompanied by a Command Squad may still choose independent character only wargear.

Page 6, Space Marine Armoury.

'CHAPLAIN XAVIER
WS BS S

Points

T W 1 A Ld Sv

Xavier 200 5 5 4

4 2 5 4 10 3+

A Salamanders army may be joined by Chaplain Xavier. If you take him then he counts
as one of the HQ choices for the army. He must be used exactly as described below,
and may not be given any additional equipment. He can only be used in a battle where
both players have agreed to the use of special characters.

Wargear: Bolt pistol, crozius arcanum, rosarius, Terminator honours (bonus included
above), Salamanders Mantle and Vulkan's Sigil.

SPECIAL RULES

Wraithcannon rolling a 6 to wound).

Vulkan’s Sigil: Lord Vulkan, Primarch of the Salamanders, had a personal icon in the
form of a blacksmith's hammer (“For he smote the Emperor's enemies as a hammer
striking an anvil’). Vulkan's Sigil bears this icon and is said to have been carried by the
Primarch himself as his badge of office. It is therefore a potent religious artefact for the
Salamanders Chapter and counts as a holy relic. It affects all Salamanders Space
Marines within 12" when it is revealed, instead of the normal 2D6".

Salamanders Mantle: Xavier's cloak, made from the thick hide of one of Noctume’s
salamander lizards, renders him immune to suffering instant death caused by being hit
by an attack which has a Strength value double his Toughness — he loses a single
wound instead. Note that instant death can be suffered in other ways (eg, by an Eldar

independent Character: Xavier follows all the Independent Character special rules in
the Warhammer 40,000 rulebook unless accompanied by a Command squad.
Command Squad: Xavier may be accompanied by a Command squad (see the entry
on page 8). Note that Xavier and his Command squad count as a single HQ choice.

Page 40

|A model wearing Terminator armour has a 2+
‘armour save, a 5+ Invulnerable save, and
‘adds +1 to its Attacks characteristic. Also,
‘any mode! wearing Terminator armour can be
teleported onto the battlefield, and set up
using the Deep Strike rules, but only if the
mission allows for Deep Strike to be used. If
the mission does not allow troops to use the
|Deep Strike rules then the model must set up
énormally with the rest of the army.

Page 35

[Psychic Hood: Psychic hoods allow a Space
IMarine Librarian to nullify an opposing
‘psychic's power. Declare that you'll use the
Psychic hood after an opponent has
successfully made a Psychic test, but before
they have used the power. Each player then
rolls a D6 and adds their model's Leadership
value to the score. If the Space Marine
Librarian beats the opposing model's score
then the psychic power is nullified and may
Inot be used that turn. If the opposing model's
\score is equal or higher, it may use its psychic
ipower as normal. The Psychic Hood can be
Eused each time an enemy model uses a
\psychic power.

Permission granted to phatocopy for parsonal use only, & Games Workshop 2002:

EPurity Seals: If a model who is wearing
\purity seals falls back, roll one extra D6 for its
'fall back distance, and then pick the D6
results you want in order to determine the
distance fallen back. If a model with purity:
seals is part of a unit then this ability applies
to the whole unit, not just to the model with|
the purity seals.

- . Page 34.1.
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Points |[WS BS S T W | A Ld Sv
Emp. Champion [ 105 5 4 4 4 2 5 2 9 2+

model and krak

Any Space Marine army may be joined by an Emperor's Champion. If you
decide to take him then he counts as one of the HQ choices for the army
but does not use up any choices on the force organisation chart. He must
be used exactly as described below, and may not be given any additional
equipment. He can only be used in a battle where both players have I
agreed to the use of special characters. {

ncher at +20 ptsheavy

poWer sword. Other models in the
hunder hammer and storm shield.

Wargear: Artificer armour, Terminator honours {bonus included above), |
purity seals, iron halo, master-crafted bolt pistol, the Black Sword.

plasma gun at +6 pts; meltagun at +10.

SPECIAL RULES

The Black Sword: The Black Sword is a potent power weapon and can
be used as a single-handed or double-handed weapon. If used as a
single-handed weapon it's treated as a power weapon with +1 Strength,
and may be used in addition to the Champion’s bolt pistol. If used as a
double-handed weapon it counts as being the same as a power fist.

Challenge: At the start of any Assault phase that the Champion is in
combat, he may issue a challenge. Your opponent must choose an
enemy character to fight him, who is involved in the same close combat
as the Champion but doesn’t have to be in base contact with him. A
challenge can't be refused. Move the models into base contact and
fight out the close combat as normal. No other models may attack the
Champion or his opponent during a challenge. The outcome of the
challenge decides the outcome of the close combat that the Champion
and his opponent are involved in; only the wounds they inflict on each
other are used to determine which side has won. Wounds inflicted by
other models in this combat are not used to work out the result of the

Page 8, Command Squad
Page 12, Bike Squadron

Page 10, Scout Squad

{. |

Page 9, Terminator Assault Squad

e

™ Anyscnut in the squad 'rhay replace their bolt pistél and close combat weéﬁon with

a sniper rifle at +5 pts, or a bolter or shotgun at no additional points cost.

ades at an additional cost of +2 pts per model.

e

ts. The entire squad can have frag grenades at an additional cost of +1 pt per
he Sergeant may exchange his bolt pistol for a close combat weapon for free.

olter at +15 pts; lascannon at +35 pts; flamer at +8 pts;
'Wéapons: The 'Sérgeant is armed with a storm bolter and a
squad may be armed with either a pair of lightning claws or a t

amer at +6 pts; meltagun at +10 pts; plasma gun at +6 pts.

Up to one scout in the squad may be armed with one of the following weapons: heavy bolter
?n-ah'lions: Up two Shace Marines in the squad may be armed with on'e' of the f'po'wing we'apon'é-:"-?

E()p‘lil;nr:ls: Up to two Space Marines in the 5quad can have: missile lau
+15pts; autocannon at +20pts; missile launcher at +20pts.

|

_________________ 8' combat. 0
. | Always an Independent Character:- The Emperor's Champion is |
WARGEAR always an independent character and follows all the independent ' \
' Artfficer armour (independent characters only?). . . . . 20 pts ; character special rules as _detalted in the Warhammer 40,000 rulebook \

z He may not be accompanied by a Command squad.

L AUSPEX . i ve s e s 2 pts
L BIONICS . ooi i 10 pts*
. o M . i _ w2

'Smoke Launchers: Some vehicles have small latinchers moLinted onto them that carry smoke charges {or a more sophisticated equivalant’
{inthe case of skimmers). These are used to temporarily hide the vehicle behind concealing clouds of smoke especially if the vehicle is moving |
{out in the open. Once per game, after completing its move, a vehicle with smoke launchers can trigger them (it doesn't matter how far it
Page 35 | maved). Place some cotton wool around the vehicle to show it is concealed. The vehicle may not fire in the same tum as it used its smoke !
‘launchers, but any penetrating hits scored by the enemy in their next Shooting phase count as glancing hits. After the enemy’s turn the smoke |

disperses with no further effect. Note that a vehicle may still use smoke launchers even if its crew are stunned or shaken.

==

 SPECIAL RULES

‘And They Shall Know No Fear’

Space Marines automatically regroup as they fall back, even if the
. squad is reduced to less than 50% by casualties, but not if the squad
~ is out of coherency or there are enemy models within 6", If the enemy
advance into them the Space Marines are not destroyed and the new. |
assault is treated in the same way as a sweeping advance (enemy
striking at +1A the following turn). If the enemy do not advance into
* them the Space Marines are free to move, shoot and assault
| normally in their following turn.

e S

T

e

Drop Pods

At the start of a battle where you can use the Deep Strike rules, you
~ can declare that your Space Marines are deploying by landing indrop
. pods from orbiting spacecraft. Models doing this deploy using the
Deep Strike rules in the Warhammer 40,000 rulebook.

Only the following can deploy from drop pods. No ether models in the
. army can be used in this mission (they stay onboard ship).

@ Any Space Marine model in power or Terminator armour

® Space Marine Scouts

: ; | @ Dreadnoughts and Land Speeders (count as moving ever &
i ) 2 NPT s i on landing)

Chaplain Xavier takes on Mad Doc Grotsnik. Ht ’ 4 ; ol
mumssmtmm\m\\nuuw.:s\m\umm\smu\\num:!,munum\ummiimmuummnm1nmwmmﬂnmmmmmum\lmm“uumnmmmmmm\\\mufa 1|gm\\1mnmnunmu_
b <)




In the nightmare future of the 4lst Millennium, Mankind teeters upon the brink of
extinction. The galaxy-spanning Imperium of Man 1s beset on all sides by ravening aliens,
and threatened from within by malevolent creatures and heretic rebels.

Warhammer 40,000 Boxed game (includes Rulebook) £50
Warhammer 40,000 Rulebook £25

Warhammer 40,000 brings the war-torn universe of the 41st Millennium onto your
tabletop — the ceaseless din of gunfire, thunderous explosions, the rumble of passing
tanks and the high-pitched whining of anti-gravitic motors screaming overhead. You
are in command of squad after squad of battle-hardened warriors, futuristic vehicles
and devastating war machines. Using Citadel miniatures, Warhammer 40,000 turns
your tabletop into an action-packed battlefield. In the grim darkness of the far future
there is only war! Will you survive? )

B e e W

The boxed game comes with an extensive rulebook (including painting, modelling
and background information), and enough models to field the backbone of two
different armies — the heroic Space Marines and the sinister Dark Eldar. It also
contains plastic terrain, featuring gothic ruins and jungle trees, as well as plastic
weapons templates.

"

T

| | Space Marine Command Squad £18 boxed set

| Essential for any Space Marine army, the Command squad contains veteran Space Marines whose skills are |
| | of great use on the wartorn battlefields of the 41st Millennium. This boxed set contains a Space Marine |
|| Commander, a Veteran Sergeant, an Apothecary, a Standard bearer and a Techmarine, Banners not included.

| Codex Space Marines £8

| Created by the Emperor himself in the | |
| dark and distant past, Space Marines

| are Humanity's finest warriors. Formed '

| into Chapters and deployed in the most |

| hostile battlefields of the galaxy, these | |
| elite troops can fulfil any mission and

| destroy any enemy.

Marine Tactical Squad £15 boxed set |

i | | Space
| Containing all the rules you need to
| field a Space Marine army, this book | | Tactical squads are versatile fighters, able to speed forward in a Rhino and fight enemy in close combat, or |
| is an indispensable guide for any Space | | stay back and give supporting fire with their heavy weapons. This boxed set contains ten plastic Space |

| Marine commander. [ ] Marines, including a missile launcher, flamer, and a Sergeant. Banner not included. ﬁ
SR 3 :
All the models shown of these pages are available from your local Games Workshop store,
independent stockist, Mail Order (0115 91 40000) or at www.games-workshop.com

Models shown at 60% actual size



i Space Marine Devastator Squad £18 | | Space Marine Assault Squad £12 1

Space Marine Devastator squads combine heavy firepower with the flexibility | | Space Marine Assault squads are the epitome of the rapid response strike l
| of infantry. Able to take up commanding firing positions Devastators can bring \ team. Soaring over the battlefield, their jump packs allow them to rapidly |
| their heavy weapons to bear whatever the terrain. This boxed set contains five | | close with the enemy, and there are few adversaries who can withstand |

| cannon, and a Sergeant. Banner not included.

]_ Space Marine Terminator Squad £15 boxed set

| plastic Space Marines, a lascannon, missile launcher, heavy bolter, plasma | them once they initiate vicious close combat. This boxed set contains five |
ll plastic Space Marines with jump packs. |

i
|
|
|
|
|
|
|
|
|
|

' Space Marine Rhino £15 |

| Terminators are the most feared of all Space Marine warriors. They combine [kl

| centuries of experience with the best armour and weapons that can be found in il The Space Marine Rhino allows Space Marines to move swiftly to seize an |
the Imperium. This boxed set contains five plastic Space Marine Terminators. | | objective or strike deep into the heart of an enemy force. This boxed set |

anner not included.

\ | contains one Space Marine Rhino. l

1
|
|
5
1
l
|
1
|
i
|
{
[
1
|
'|
|

Space Marine Land Raider £30 boxed set !

The Land Raider is one of the most potent machines of destruction in the Imperium. Capable of h‘
carrying a full ten man squad of Space Marines, or a five man squad of Space Marine Terminators, \
the Land Raider is a powerful addition to any Space Marine army. This boxed set contains one |
plastic Land Raider. [

|
|
|
|
_i
|
|
|
|
|
|
!
|
|

l
1
i
l
|
|
|
'!
|

| Space Marine Dreadnought  £20 |

| A powerful armoured behemoth, the Space
| Marine Dreadnought is piloted by a mighty
| warrior who has been saved from death by 7's
~ interment within its armoured sarcophagus.
| This boxed set contains a single plastic Space
| Marine Dreadnought.
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Next issue sees the return of an
ancient and most formidable foe
to the battlefield of the 41st
Millennium - the Necrons have
risen to plague the galaxy once
again!

A sparkling new 64 page codex
along with an excellent range of
new miniatures will start hitting
the shelves next month.

The mists of time have finally
lifted to unveil the ancient
masters of this unliving race.

Check out next issue and you'll
have no doubt this metallic horde
is a very lethal foe indeed...
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Explcmor Adept Gliveo Drass
recalibrated his optic slightly and
peered once again at the panoramic auspex.
The wizened flesh of his forchead
furrowed as he scrutinised the viewscreen,
calling over his assistants from the
makeshift research station for their opinion.
Berien was a dead world, and extensive
research indicated that it had been entirely
bereft of life for sixty million years. And
yet the auspex indicated several dozen
readings making their way toward them
from the tomb complex,

Looking up. Dfass ecoiled. in horror. The
_entrapce fo the immense pyramidal

* structure that they had been trying to
‘pepetrate since the landing now gaped
open. Moonlight slanted into the darkness
within.

A sharp ery of alarm disturbed the

- unnatural quiet, and Drass turned to see
‘silvered, scuttling forms beiling up from
he sand around Magos Equiline's research
cam. Insectoid constructs by the hundred
ete taking flight, a whirlwind of shining

carapaces and whickering mandibles that
hid the team from view for a second
before dissipating. Equiline’s team were
gone. Bloody bones and rags littered the
sand.

Drass felt bile rise in his throat as he
turned back to the mouth of the tomb
complex fo see a group of skeletal,
metallic warriors cmerge into the
moonlight. Necrons. Hurrying toward onc
of the thick dcfence bulkheads his tcam
had erected, he huddled into cover and
gave the command to open fire. The
servitor—controlled autocannon mounted
within bucked and spat, and the lead
warriors were punched off their feet in an
explosion of sparks. Drass’s worst fears
were realised as the warriors rose again,
whole once more.

Ahead, he could sce Adept Faistos
flattened against the second of the

bulkheads interposed between them and the

advancing alicns, fervently chantin_g-'::l"ﬁ:j rite
of exorcism, tears streaking his face
Suddenly, Faistos began to shake, shriéking

hideously 2s his body convulsed in pain,
his chest collapsing to leave a gaping,
crimson hole. His corpse slumped.
revealing the ragged tunncl the Necron
weapons had burrowed through the metre-

thick bulkhead.

The ancient walls of the tomb complex
began to resound to the sound of
screaming.

bbb s e st s 2 SRR LA

Sweat trickled around: the sugmetics
implants in Magos Drass's eyes as he
crouched, foetal, in the shadows. The
autocannon was out of ammunition. His
team were all dead, slaughtered in the
space of a minute. Over his rapid
breathing, he thought he conld make out
the faintest of footfalls approaching the
bulkhezd. The moon disappeared behind 2

cloud for a sccond.

Explorator Adept Drass looked up to sec
a metallic skull 2 foot away from his own
face. An cternity of hatred starcd back. ©




Available from your Games Workshop store order point,

Coming soon — a new range of specialist games catalogues. These catalogues contain the complete range of miniatures for
each of the specialist games ranges. You can use these catalogues to order miniatures and components for your favourite
specialist games, either through the store order point, on the website at www. games-workshop.com/storefront or from
direct sales on 0115 91 40000.

; _._’ ‘Ijl P :-: '. !
i"sl‘ o i TH L BATTIERIEETs.

GOTHIC

CATALOGUE 2002

GAKES WORESHOP
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Available through Games Workshop stores, on the internet at
www. games-workshop.com/storefront, or from direct sales on 0115 91 40000.

on the internet at www.games-workshop.com/storefront, or by phoning 0115 91 40000.
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THE FELLOWSHIP OF THE RING i

Alan Perry and Michael Perry are
wo of Games Workshop’s most
experienced miniatures designers,
and were responsible for sculpting
many miniatures for The Lord of
The Rings. Space McQuirk recently
spoke to them about the project.

A fogl

Michael Perry

ast summer things went eerily quiet as

Alan and Michael Perry vacated their
office to start work on the mysteriously
named Project X. Both Alan and Michael
had begun sculpting the miniatures for
The Lord of The Rings game, a project
shrouded in unheard of secrecy.

P Alan and Michael have been involved on
the project from a very early stage. This
isn’t surprising when you consider that
these two are Games Workshop’s longest
standing figure designers. When Games
Workshop launched a bid to New Line
Cinema for the rights to make the game,
it was Alan and Michael they first turned
to. Both were called upon to study
trailers that New Line had released, and
sculpt Goblins and Uruk-Hai from the
images shown.

Initially, the twins had no idea of the
scale of the creatures and working with
Just the images from the film clips
proved problematic. For example, what
was thought to be Uruk-Hai turned out to
be Moria Orcs. Nonetheless they
surpassed all expectations and it was
thanks in no small way to them that
Games Workshop won the contract.
From that point on the Perrys worked
solely on The Lord of The Rings.

The twins were sent a vast ream of
paperwork and books. These books,
which had been sent by New Line
Cinema, were filled with pictures of the
celebrities, dressed in their fantastic
costumes; as well as architectural plans
@md concept designs. A CD also arrived,

BROTHERS IN ARMS

An interview with Alan Perry and Michael Perry

Alan Perry

packed with images of the film. Some
were back stage shots, others CGI images.
Every extra in the film was captured on
the disk, and it was from these images that
they were able to start their sculpting,
New Line Cinema and Games Workshop
were very insistent on the miniatures
portraying an accurate representation of
the characters as they appear in the film.
Michael and Alan both agreed that this
was one aspect of the sculpting that they
found most rewarding. They have both
designed a large number of historical
miniatures in their spare time and love the
sense of realism that can be created. The
end result was a new scale and appearance
to the models. The twins had to go to
complex, painstaking lengths when adding
detail to the figures and everything was
sculpted with total accuracy, directly
copied from images of the film.

New Line Cinema were very helpful and
any information the twins wanted was
quickly made available to them. The film
company put a great deal of trust into the
hands of these designers, which explained
the high levels of secrecy. As it turns out
the twins had a hidden ally in the
development, For many years they have
been good friends with Jon Howe
(conceptual artist on the film) and he came
to their aid on more than one occasion,
supplying them with information vital to
the miniatures they were working on.

Both of the brothers regret not being able
to visit the sets whilst filming was in
progress. Not just because of missing out
on a fantastic paid holiday to New
Zealand, but there were lots of bits of
equipment that they could have really
done with seeing first hand. Elements
such as the clasping on Gandalf’s sword
belt and the dagger handles could not be
seen clearly from the images they had
been sent. Each one of the models they
have sculpted features somewhere in the
film, but not only that, their appearance
and the equipment they carry is 100%
faithful and accurate.

The Lord of The Rings is such a colossal
project in terms of detail and schedules
that we needed to add more design
resource fo it, as the workload was more
than Alan and Michael alone could
manage. Brian Nelson and Gary Morley
stepped into the breach. Brian took over
much of the work on the Fellowship
models, which the twins felt were more
suited to his perfectionism, while Gary
took the Elves. Whilst Brian and Gary

- Michael lost his lower right
arm in 1996 after an
accident during a War of
the Roses re-enactment in
France. He had been
loading a cannon when it
went off prematurely. At
first he was worried that it
would mean the end of his
career as a sculptor, but
within weeks found that he
could hold the models with
his new prosthetic arm and
still sculpt to the same high
standards with his left hand.
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Moria Goblin
Bowman

Moria Goblin

Ore Warrior

Orc Warrior

Uruk-Hai Wa-rrior

A selection of The Lord of The Rings miniatures sculpted by Alan and Michael.

The Witch King

Men of Gondor
Bowman

Orc Warrior

Men of Gondor
Spearman

King of Men

Mounted Ringwraith

Cave Troll

sculpted the vast majority of the
characters, the twins still found time to
work on versions of Boromir, Legolas
and Aragorn. Alan was delighted to be
able to sculpt the Cave Troll but found
some problems with the creation of this
miniature. Working so far in advance,
alongside the film's development, meant
that sometimes creatures changed, and
this led to Alan having to throw away
his original sculpture and start afresh.

As the project moved on and the core
range of models was completed, the
sculptors were given more free reign with
some of the poses. This led to Michael
sculpting the fallen figure of Boromir
with arrows protruding from his chest.

After the sculptors were happy with their
creations and the first models had been
sent down from the casters, it was time
for the figure painters to join them and
start painting the new miniatures. There
was a great atmosphere in the room and
everybody was excited about the project.
After their isolation for such a long
period the twins found any new company
was greatly appreciated. The painters
worked on duplicate versions of the
models based on characters in the film.
One of each was then sent off to New
Line for the actors’ approval while the
Studio kept the other.

As to which of the models were their
favourites to sculpt, surprisingly enough it

was neither the Balrog nor the Cave
Troll. Both agree that by far the best
figures they worked on were the
Ringwraiths. In the film, these menacing
villains are wearing many layers of cloth
and this was a challenge to sculpt. Both
of the twins enjoy sculpting flowing
models with sweeping movement. This
plus the fact that they are arch villains,
were the primary reasons that they found
these models the most fun to work on.
Both of the twins modelled the
Ringwraiths but Michael, who has a
penchant for sculpting horses, enjoyed
working on the mounted ones most of all.

S0




Or BREE GAMING BOARD ===

Once production of the metal miniatures was complete, Games Workshop
decided to put the Perrys’ wide range of talents to a new use, The new scale
model range would also need some new scenery to go with it. At first the idea
of producing Amon Hen was proposed to the brothers. Whilst the idea of making
scenery was a welcome break, Michael and Alan wanted something that would
challenge their skills slightly more than simply making trees and ruins. It was
then, amongst the reams of information New Line had sent, that they stumbled
on the architectural design plans for the town of Bree. This was something that
they felt would challenge their skills much more. thickened with a filling of foam. Using
plastic brickwork bought from a hobby
shop for the stone walls of the buildings,
they added the exterior timber detail using
strips of balsa wood.

The roofs were made by gluing small tiles
of card onto a long strip and then having
this moulded in resin to cut down on
hours of gluing individual tiles. The
windows were made using wire mesh and
the odd window was bought from a hobby
shop. Both Michael and Alan are keen
gamers, so when constructing the board
they were careful to keep gaming on it in
mind. As a result the stables and the
Prancing Pony were made with
detachable roofs so that they could play
scenarios which make use of the interior
of the buildings. Michael and Alan then
added extra detail to the Prancing Pony
by making the first floor detachable as
well, so that it could be used as a multi-
layered terrain piece.

Alan and Michael study the detailed plans of Bree.

hey started by making a table for the all manner of historical periods. Some of el -'
town. The plans they had been sent this included knowledge of the general v

were highly detailed, right down to the structure of medieval buildings and so

contours of the hills that surrounded Bree. they were able to plan out the rest of the

With their meticulous eye for detail they buildings’ design. They constructed the

q started to build up layers of hardened basic framework for the buildings from
foam, using a razor saw to cut it into Foamcore — strips of card that are
shape.

Once they had built the basic layout of
the board they went back to the plans
and began to take notes on the details
of the buildings. The plans only
showed the houses from the
front, but Michael

and Alan have a
strong interest in

) The entire Bree gaming board.
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Once the buildings had been made, they
were positioned accurately onto the
scenery so that recesses could be cut out
from the slopes to allow buildings to
stand straight. After these sections had
been cut out, the roads on the scenery
board were covered with polyfilla and
wheel tracks were made. The buildings
were then painted and glued into position.
With the buildings in place, the board
could be painted and static grass matting
glued onto the hills and fields. A door mat
was cut to shape and placed in front of the
town wall to represent a cornfield, and
flock was placed on the board for the
bushes. The trees were made from twisted
wire which had been then covered with
PVA. Once this had set they were painted
before rubber horsehair was placed onto
the tops. This filling material makes
excellent twigs and doesn’t need painting.
Flock was then glued over this for the
canopy of the trees.

The Hobbits hide from the Ringwraiths.

For the time being Michael and Alan are
enjoying sculpting the final few models
from The Fellowship of The Ring. At the
moment Alan is working on the wounded
Elendil and Michael is designing Sauron.
They both know that their work on the
project is far from complete, as not too far
in the distant future they will start work
on miniatures for the second film, New
Line Cinema have already sent in new
plans and concept sketches, so the process
can begin once more.




The Prancing Pony Inn.




elive the battles and adventures of The

Fellowship of The Ring with The Lord of The
Rings battle game — a tabletop strategy game for
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.

The Strategy Battle Game £40

The Lord of The Rings game contains a 128 page
Sull colour rulebook, 48 highly detailed plastic
miniatures (8§ Men of Gondor, 16 Elves & 24
Moria Goblins), a ruined building and dice.

Paint Set £8

Contains 1)
paint pots (4ml
each), starter
brush &
painting guide.
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Warriors of'
Middle-earth £12

The Warriors of Middle-earth boxed set
contains 4 Men of Gondor, 8 Elves and 12
Moria Goblins.

Ambush at Amon Hen £20

The Ambush at Amon Hen hoxed set contains Aragorn,
Dying Boromir, Legolas, Gimli, Lurtz, an Uruk-Hai with
Pippin, an Uruk-Hai with Merry and 3 Uruk-Hai.
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Ti;.e. i:ellowship
of the Ring £25

The Fellowship of the Ring boxed sel conlains
Gandalf, Aragorn, Frodo, Sam, Merry, Pippin,
Boromir, Legolas & Gimli.

\ 3 i
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Escape from

Orthanc  £20

The Escape from Orthance boxed set
contains Gandalf, Saruman, Gwaihir and
Saruman’s plinth. M

Bridge at
Khazad-Dim £40

The Bridge at Khazad-Diim boxed set
contains Gandalf and the Balrog.

This is an expert modeller’s set.

- =T S—
LAY -

[ORD

OF THE M

| RINGS

SHUHEFELL Oy
i ETHER I

Attack at
Weathertop £20

The Attack at Weathertop boxed set
contains Aragorn, Frodo, Sam, Merry,
Pippin, the Witch King &

4 Ring Wraiths.
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MAIL ORDER
iR CHAOS

The time of Chaos is upon us! Mail Order have dug deep into the archives to
find some classic Chaos miniatures. These miniatures can be used in any
Warhammer Chaos army, and are not available in the stores. These miniatures

are ONLY available from Mail Order, so give them a call on 0115 91 40000.

. : Chaos Warrior Whip Arm 50]:
Chaos Spawn Head 5 50p Chaos Spawn Head 4  50p 0201 n?aops
020104909 020104908

Flamer Right Arm4 50p Archaon’s Helmet  50p Chaos Champion Fiend Claw 1 £1

020104912 020107903 Mace Arm  50p 020101903
020104912

Chaos Spawn Head 6 50p Chaos Spawn Head 3  50p Chaos Spawn Tail 1 50p Chaos Spawn Tail 4 50p
020104910 020104907 020104912 020104915

Chaos Spawn Head 1- 50p  Chaos Spawn Tail 3  50p Chaos Spawn Head § 50p
020104905 020104914 020104924

Bloodletter hampinn ' :
Sword Arm  £1 Chaos Lord Shield 50p Archaon’s Shield  50p Chaos Spawn Tail 5 50p Beast Lord

020107003 020105005 020107904 020104916 Banner £1.50
020103903

Component Parts Service
Remember, you can order individual components and plastic sprues from Mail Order to convert and personalise your models. This is especially
important for Chaos armies, where mutation and possession run rife. By combining various parts with the Chaos Marauder and Warrior kits, you

can create some truly Chaotic conversions!




Halberd and 2 extra legs £4 Sword, whip, and extra arm £4 Slagroth Vile Staff £4
73142/15 73142/14 73142/5

Axe and face of a Sword and bone armour 1 £2.50 Axes £2.50

Mount of Slaanesh £4 73130/11 73103/22
73142110

Shrieve the Inquisitor £4 Fly mutation and axe £4 Sli‘ith Iron Lung  £4
7329219 73167/5 7329211

Sword and head of a Flesh Hound £4 Hooded Champion with a flail £4 Sword and crossbred

020102305 7314217 with afly £4
73142/8

Sword3 £4 Bahl the Faceless £4 Hess Poisonbreath
T3167/4 73292/7 7329270




Chaos
Daemon Prince £7

Warmaster Rulebook £20
All of the rules needed to play Warmaster can be found in
the Warmaster rulebook. It includes information for
creating and collecting an army, combat rules, scenarios to
play, and details of how to run a Warmaster campaign.

Chaos Champion
on Chaos Dragon £7

Chaos Characters Chaos Sorcerers
£6 blister pack £4 for two

Chaos Warriors Chaos Marauders Chaos Harpies
£6 for three stands £6 for three stands £6 for three stands

Chaos Marauder Horsemen Chaos Knights Chaos Chariots
£6 for three stands £6 for three stands £6 for three stands.

Chaos Spawn A Chaos Hounds Chaos Dragon Ogres
£7 for two stands £6 for three stands " . "£6 forthree stands



Chaos Space Marine Variants

The models on this page can be used to
supplement the plastic Chaos Space
Marines, and can be used in a Word
Bearers army or any other Chaos Legion.
From the ancient pre-Heresy suits of power
armour, to the warped and corrupted suits
of the Traitor Legions, the variety of armour
types used by Chaos Space Marines is
huge. These represent only a brief selection
of all those available.

i i ; Chaos Space Marine Chaos Space Marine Legion of the D d
For more information please call Mail Order : egion of the Damne
on 0115 91 40000 P Champion 2 £4 Champloq 184 Sergeant 1 £2
2 010200403 010202701

010103601

MK2 ‘Crusade’ MK4 ‘Maximus’ MK5 ‘Heresy’ Legion of the Legion of the
Armour £2 Armour £2 Armour £2 Damned 1 £2 Damned 3 £2
70106/45 70106/47 70106/46 010109605 010109667

Legion of the Legion of the Legion of the Chaos Chaos
Damned 6 £2 .Damned 12 £2 Damned 14 £2 Marine 1 £2 Marine 2 £2
010109610 010109732 010109734 010202903 010202904

2
k1
39

Chaos Chaos Chaos Chaos Chaos
Marine 3 £2 Marine 4 £2 Marine 5 £2 Marine 6 £2 Marine 7 £2
010202905 010202906 010202907 010202908 010200402




SUBSCRIPTION OFFER!

Subscribe to White Dwarf magazine today and you’ll not only get the
world’s best-selling wargames magazine delivered to your door every
month, but you’ll also receive a free gift voucher and regular special offers!

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 online store at

www.games-workshop.com
for more details!




GW MAIL ORDER

WILLOW ROAD, LENTON, NOTTINGHAM, NG7 2WS, UK

e Delivered to your door
You can order and receive your miniatures in the comfort of
your own home. Set postage rates no matter how much you
order. Why not ask about our next day delivery service!

e Advance order
Why wait for that new release? If you like a product, place an
advance order. You'll benefit from special postage rates and
receive your order on the day of release!

¢ Open 7 days a week
8am to 10pm every day. Hours may vary on Bank Holidays.

¢ Component part service
Mail Order has an extensive range of current and back
catalogue miniatures, and can supply individual components
from many of our multi-part kits.

¢ Rules service and advice
If you have a gaming or hobby question, give us a call.

Contacting us by phone
Mail Order have set up phone lines specifically for different European language speakers to make using Mail Order even simpler! These lines offer

all of the great Mail Order services, including the archive service, the rules & advice service and companent part service.

NP7 UK

2 0115 91 40000

We have a dedicated team ready and
waiting to take your calls. Phone us
now to place your order, and also find
out the latest deals, special offers, and
upcoming new releases.

Dutch
++44115 9168255

Deze telefoonlijn is speciaal opgezet voor
onze MNederlandstalige klanten. Een
Nederlandstalige telefoon operateur is ter
beschikking voor al uw telefoontjes. Indien
de lijn bezet is wordt u doorverbonden met
een Engelstalige operateur.

Danish

I ++44115 9188506

Denne linie er specielt lavet til de danske
kunder. En dansktalende trold sidder klar
og venter pd dit opkald. Hvis linien er
optaget vil du blive sendt videre til en
engelsktalende operater.

Swedish

I ++44115 9188507

Denna linje dr speciefit for svenska
kunder. En svensk talande operatdr
vantar pd ditt samtal. Om det dr
upptaget koplas samtalet till en
engelskoperator.

USING MAIL ORDER

Using Mail Qrder couldn't be easier. You're
just four steps away from the miniatures or
army that you've always wanted:

1: Choose your purchases

Choose the miniatures and products that you
would like 10 order from these White Dwarf
pages, the 2002 Catalogue or some of the
many mailshots that we send to regular
Mail Order customers,

2: Place your order

+ You can contact us by phone on one of the
numbers in the box abave.

= You can FAX us on 0115 916 8002.

* Make your order in your local

Games Workshop store.

» Or, if you prefer, you can us2 our onling
store at www.games-workshop.co.uk.

« You could also fill in the form below and
pop it in the post to the address at the top of
the page.

3: Postage & Packaging

If you live in the UK you have three choices.
« For £7 your order will be picked and
dispatched by Special Delivery, and will be
delivered the next day (Man-Thurs) if you
place your order before 1pm.

» For £4 your order will be picked and
dispatched by First Class post, and should be
with you within 3-4 working days.

= For £3 your order will be picked and
dispatched by Second Class post and should
be with you within 7-10 working days.

Postage and packing on overseas orders
is dealt with by weight. Please call one of
our phone operators for details. If you natify
us within seven days of receipt that you wish
to cancel your order, Mail Order will be
pleased to offer you a credit note or refund
your money as soon as you return the items
in question.

4: Unpacking & Playing

All that remains now is to unpack your
purchases and get them on the battlefield!
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