¥
i
i
|
i
|

worishop NEW! THE TWO TOWERS STRATEGY BATTLE GAME

S 3
“ ‘“ Il

7702651871059



275 November 2002

Printed at Artisan Press, England.

ORI

Editor: Paul Sawyer
Contributors: Gavin Thorpe, Andy Chambers,

Alessio Cavatore, Pete Haines, Graham McNeill,

Andy Hoare, FPhil Kelly, Space McQuirk,
Anthony Reynolds, Andy Hall
and Jervis Johnson

....PRODUCTION

Designer: Matthew Hutson

Production Team: Paul Rudge, Gary Roach,
Alun Davies, Sean Turtle and Tom Hibberd.

.. ARTWORK

John Blanche, Adrian Smith, Alex Boyd,

David Gallagher, Nuala Kennedy, Paul Dainton,

Meil Hodgson, Karl Kopinski and
Stefan Kopinski.

. CITADEL DESIGN TEAM

Jes Goodwin, Brian Nelson, Juan Diaz,
Colin Dixan, Aly Morrison, Alan Perry,
Michael Perry, Trish Morrison, Mark Harrison,
Alex Hedstrom, Colin Grayson, Dave Andrews,
Tim Adcock, Gary Morley and Mark Bedford.

.. EAVY METALTEAM

Keith Robertson, Neil Green,
Mark Jones, Kirsten Mickelburgh,
Tammy Haye, Darren Latham
and Seb Perbet.

.. .GAMES WORKSHOP MAIL ORDER _

Webstore: www.games-workshop.com/storefront

Tel: 0115 91 40000
Fax: 0115 916 8002
~ E-mail: motroll@games-workshop.ca.uk

 GAMES WORKSHOP ONLINE

www.games-workshop.com

. GAMING CLUB NETWORK

www.gamingelub.org.uk
Email: clubguy @ games-workshop.co.uk

. FORGE WORLD

www.forgeworld.co.uk
Tel: 0115 916 8177
Fax: 0115 916 8044

... THEBLACK LIBRARY

www.blacklibrary.co.uk

. SPECIALIST GAMES

www.specialist-games.com

GAMES WORKSHOP,

Willow Road, Lenton, Nottingham, NG7 2WS

CONTENTS

REGULARS

2 Games Workshop News
The world according to Games Workshop.

18 Painting Workshop (Warhammer 40,000)
Matt Hutson's Word Baearars
Chaos Space Marines Rhino.

20  Index Astartes (Warhammer 40,000)

Beasis of Steel, Chaos Space Marinas tanks.

26  Lure of the Gods (Warhammer)

The quest for victory continues,

30  Painting Masterclass (Warhammer)
Galrauch, First of the Chaos Dragons.

32 Path to Glory (Warhammer)
Rules for fighting with Chaos warbands.

40 Chapter Approved (Warhammer 40,000)

Heroes of the Imperium.

48  Fanatic News (Specialist Games)
Jervis Johnson's new monthly column.

54  Warhammer Chronicles (Warhammer)
Beasts of Chaos preview army list.

68  ‘Eavy Metal Showcase
y
Bruno Rizzo's stunning models,

76  Battle Report: Gateway From Hell
(Warhammer 40,000)

A brutal conflict between two Chaos ammies.

This month’s The Lord of The Rings
coverage starts on page 96.

We take a look at the new battle game:
The Two Towers. Also included is the first
of our battle reports for the The Two
Towers; as the Riders of Rohan clash with
the forces of Evil at the edge of the forest
of Fangorn.

To finish off, we have asked Alessio
Cavatore to ralk about the changes that
have been made to the rules.

Bloody combat erupts between the forces of Chaos in this month’s battle report.

FEATURES

6 Chaos Attacks (Warhammer 40,000)
Chaos Space Marines releases.

8  The Colours of Chaos

arhammer 40,000)
he Studic's Black Legion Chaos Space

Marines army.

16 Modelling Chaos Rhinos
(Warhammer 40,000)

Customising your Chaos vehicles,

50 The Trojun Conspiracy (Inquisitor)

An Inguisitor campaign,

70 Chosen of Chaos (Warhammer 40,000)

Modelling Chosen Chaos Space Marines.

Chaos Space Marine
} Havoc with autocannon

S



EDITORIAL

In future issues we'll be bringing you
details of how you can achieve simple
but affective results, and also how
some of the most stunning
conversions have been made by
gamers around the world. Keep your
eyes peeled though, because at the
time of writing this hasn’t been set for
a specific issue. I'm very excited
about the project and look forward to
explaining some of my own
conversions, as well as learning a few
-new tricks myself!

NEW CONVERTS

| find that one of the most rewarding
aspects of this fine hobby is
converting miniatures. Converting
can be done at many levels — from a
simple head swap right up to the
total repositioning of a model. If
done sympathetically, a conversion
can turn heads and give your army a
much more individual look. In fact,
converting models could almost be
considered a hobby in its own right.

and mould connecting features such
as hair and fur. All of these tools are
available from your usual
Games Workshop outlet.

There isn't one of these tools that I'd
be without — they are all well used
and, with a new conversion for my
Warhammer Chaos character in the
offing, they'll be seeing more action
in the near future. In fact, whilst
every army we make is suitable for
converting, it's the Chaos army that
is perhaps the most suited to it.
Mutations, gifts of the Dark Gods,
Daemonic Steeds — the list is
endless...

Converting models isn't for everyone
though — many are quite happy to
paint the models as they are
produced and there's absolutely
nothing wrong with that. However,
for those that dabble with
conversions, they can soon be
making eye-catching creations that
make their army stand out from the
crowd.

There are some basic tools required
for most conversions: clippers for
removing arms, heads eic, a
modelling saw for more precise
cutting, a pin vice (and brass rod) to
pin pieces together for extra stability,
needle files to smooth joins and the
ubiquitous Green Stuff to fill gaps

Some of the most common fools a converter
uses: modelling saw, clippers, glue, knives,
needle file, Green Stuff and a scuipting tool = you
can pick these up at your local Games Workshop
store or from Mail Order. =

Conversions can be as simple as this weapon
swap on a Space Marines Chaplain (below) by
Tom Hibberd or as ambitious as Bobby Wong's
Captain Leonatus (right).

Until next month...

Paul Sawyer

Editor

SUBMISSIONS All malerial submitted to us for publication is only
accepted on the assumption that the copyright in it is, by the very act
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OUT THIS MONTH:

CHAPTER

'BRING OUT YOUR DEAD...

-

| The Tomb Kings of Khemri are gathering Dwarf, Meanwhile feast your eyes on this
\ their undead legions and casting their artwork which will be the cover to the
| burning eyes towards the lands of the upcoming Tomb Kings Skeleton Warriors APPROVE D 2003

. living... regiment box,

e ) ]

i

" It's the first time that the Tomb Kings of
. Khemri have had a Warhammer Armies book
| written specifically for them, other than the
| list that appeared in Ravening Hordes.

There is a special preview of the book
‘appearing in next month’s issue of White

|
This 128 pages book is an l
indispensable tome of articles collated L
from past issues of White Dwar. It not |
only puts an end to those rules disputes [
that involve searching frantically |
through back issues of White Dwarf, but 1
also incorporates a great deal of new !
material too. !

I

]

I

'CHAPTER APPROVED 2003 ~ £12.00 |
| Denmark kr 150.00
| Sweden kr 180.00
Euro 20.00

WARHAMMER wARsaaoen o
CHRONICLES il
2003 |

This 144 pages book is a
compilation of the best

the essential Warhammer articles from the
guide to pages of White Dwarf magazine,
collecting the Citadel Journal and the
Space Games Workshop website. It
Marines. includes painting and modelling
masterclasses, new special
characters, as well as revised and
previously unpublished material.

SPACE MARINES
| COLLECTORS GUIDE

Out now is the Space Marines Collector’s

& Guide. This is the most comprehensive
resource of Space Marines products.
Inside you can find component codes,
price listings, Golden Demon winners, Staff

and Tournament

armies, and

much more.

This really is

pACE MARINES
g&mm‘s GUIDE

WARHAMMER CHRONICLES 2003  £12.00 \§ S
Denmark kr 150.00 L

Sweden kr 180.00
Euro 20.00
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'BULLET POINTS

THE BLOOD BOWL  WARHAMMER 40,000 4 uoonmremususs o
COLLECTIBLES RELEASED! 322.2'.’3353;"5;“‘;2’;@ﬁ“éa"niis“!&mp

Games Workshop is proud to announce Released this month by Sideshow Open Day in November (see next page for -
‘The Blood Bowl', the ultimate Blood Bowl Collectibles are the Warhammer 40,000 more details). Matt and Tom will be usmmg
tournament and official highlight of the Collectibles. This new range of hand- their Space Marine armies alongside other

: gl o : ! Chi rs, whilst Paul
NAF season. This is the trophy for all painted, limited edition, polystone figures gﬁ?ﬁ;ndizﬁl: hugeﬁw?; ;ﬁme

Coaches to aspire to winning. are called Space Marines: Warriors of the Ses you therel
: I jum. We h tarted with f f th
The event will be held on 1-2 March 2003 A Pk oot A 15 i

most renowned chapters — Space Wolves, ® The Codex: Daemonhunters project is
at Warhammer World. 150 places are o P

pmgmssing well. The first batch of models

) ) : Dark Angels, Blood Angels and i
available for competitors to decide the Ultramarines. We will be extending the ?ﬁ?é’f;ﬁ" ﬁn‘fgﬁﬁaﬁfﬁmﬁ"ﬂeﬂﬁf ;
Championship. The weekend will involve range of models for these chapters as well fearsome and are sure to strike fear into
playing six games of Blood Bowl, as introducing another three for the range. the heart of any Chaotio enemy of the
crlmmatmtgr]1 in a final biltv;een Ehe tdop :wo There will also be heavy weapon variants, Imperium of Mankind.
players — the winner will be entered into the first Being s hea i
the official NAF history of The Blood Bow e homrey St i ;,":,2;3;;‘:,‘; fﬁﬁi@ﬂﬂ?&?&“m 3
for all time. The remaining competitors will We have used the fantastic imagery of the Dwarf's Tom Hibberd has ma
play for the Warhammer World League Warhammer 40,000 universe to produce his hands on one and is n
Cup, the trophy which was first seen at these great models. Each Space Marines Crimson Fist Hazorback feady to be
Blood Bow! Resurrection 2001. figure is individually named with its own featured in WD278. :
background story.
Tickets will go on sale from 8am on d W ® Em;eg ?&f“pi’;y‘::‘ ol
Saturday 30th November 2002, and will There will only be 5,000 of each model published in White Dwarf 252, we decid
only be available through Mail Order. produced and they are individually hand fhat another game of massed bloodshed
numbered.To pre-order, or to find out more, was needed. Matt Hutson's Word Bearers,
Tel: 0115 91 40000 check out: Owen Rees’ Dark Angels, Alex Boyd's Orks -
f . et and Phil Kelly's Tyranids duked It outin a
Formors information ony tie: event Visit www.games-workshop.com or battie mpo;mc(lue fc be published in WD277,
www.bloodbowl.com www.sideshowcollectibles.com The Winner? Now that would be telling!

ERRATA CLUB CHALLENGE  |mpERIAL ARMOUR UPDATE

An advertisement for the Total War On 30th November and 1st December Continuing Forge World's series of
Campaign Weekend appeared in White 2002 the Warhammer Players Scciety are Imperial Armour books, the update

Dwarfs 273 and 274. It has been holding The Club Challenge — a tournament contains a wide variety of vehicles for use
subsequently brought to our attention being held for each of Warhammer, in your games of Warhammer 40,000.

that ‘Total War' is used as a trade mark Warhammer 40,000, Warhammer Ancient 4 e ;

by The Creative Assembly Limited; that Battles, Warmaster and Blood Bowl. This guide to armoured warfare in the 41st

Millennium is packed with rules and

the Total War word and device is a The event will take place at Harvey Hadden background on Space Marine, Imperial

registered trade mark of The Creative

i Sports Centre, Wigman Road, Bilborough, Guard, Sisters of Battle, Ork, Tau, Chaos
\"}\fsgmb'ﬁ L‘m';?d' anfd tréat TOTA.L Nottingham NGB8 4PB. For further details and Eldar vehicle variants, as well as
AR is the subject of a Community and an entry form visit the WPS web site: monstrous Tyranid creatures.

Trade Mark application by The Creative
Assembly Limited. Accordingly, the http:/fwww.players-society.com You will also find full details of some of the
campaign weekend was renamed. . Imperial Guards’ greatest tank aces, new

rules and errata from the first two Imperial

Armour books, as well as advice on fielding
WH E N mighty Titans on your tabletop.
ATTACK!

CHAOS MAMMOTH

From their lair deep in the bowels of
Games Workshop, Forge World have just
unveiled their latest creation. This huge
Chaos Mammoth (7" from the ground to
the top of its head) will be available soon.
The beast will include a howdah complete
with a Chaos Lord seated on a throne of
skulls. For more information on availability
and prices visit the Forge World website:

www.forgeworld.co.uk




| INVASION: VERDICAN

War has come to the lush jungle planet
of Verdican in the lastest expansion for
the Warhammer 40,000 collectable card
game. Invasion: Verdican will allow
players to command Dark Angels,
Tyranid Hive Fleet Kraken, Alaitoc Eldar
and Catachan regiments of the

Imperial Guard. Invasion: Verdican will
be available from October 2002. For
more information check out:

www.sabertoothgames.com

OPEN DAY

Sunday 24th November 2002
10.00am to 4.00pm

Join us for a packed day of gaming and
hobby activities at Warhammer World.

You'll have the opportunity to meet
special guests from the

Games Workshop Design Studio, take
part in special seminars and learn the
very latest secrets from the Warhammer
and Warhammer 40,000 universes.

Tickets cost £10 and are available from
the Warhammer World store, your local
in-store order point, direct from

Games Workshop on 0115 91 40000 or
you can buy them on-line from our
webstore at:

www.games-workshop.com/storefront

The ticket includes admission to the
Warhammer World Exhibition.

For news and information about future
events at Warhammer World visit:

www.games-workshop.com/events

4 THE NEWS

'GAUNT’S GHOSTS SPECTACULAR

With the release of the sixth

Gaunt’s Ghosts novel Straight Silver in
November, the author Dan Abnett will
be signing copies in selected

Games Workshop stores.

The book is to be released in stores on
Saturday 9th November 2002 and Dan
will be visiting the Thurrock and
Bluewater stores on that day to sign
copies and to chat to fans of the
Gaunt's Ghost series. He will be
signing in the Plaza on Sunday 10th
November 2002.

Exact timings are still to be confirmed
so customers should make sure they
call the stores for details:

Thurrock: 01708 867 133
Bluewater: 01332 427 880
Plaza: 0207 436 0839

That's not all, however! On Saturday
9th November, Games Workshop
stores will be running games themed
around battles from the Gaunt's

Ghosts books (Imperial Guard vs
Chaos). Posters are to be going up in
stores soon, so pop into your local
store for details,

Along with the frenetic gaming on
Saturday 9th November, there will also
be a painting competition. Customers
can enter a non-character Imperial
Guardsman painted as a Ghost, along
with a story or background piece about
the figure.

Ring your local store for details.

PAGES FROM THE PORTAL

INDEX ASTARTES

Going live over the next four weeks are
three new Chaos Space Marines Index
Astartes pages, detailing the Night Lords,
Black Legion and Word Bearers
Chapters, including a brief history,
combat doctrine and miniature shots.

www.games-workshop.com/
wdmagazine/indexastartes/

ANTHONY REYNOLDS’ CHAOS

UNDIVIDED ARMY

A Chaos army mutates and develops
as its General plans his diabolical
schemes. Anthony Reynolds’ force, the
Despoilers of the North is, of course,
no exception. In this article he presents
his new conversions as he continues
to expand his Chaos Undivided army

and also chronicles some of his
favourite tactical ideas.

www.games-workshop.com/
wdmagazine/studiocampaign

WARHAMMER STUDIO CAMPAIGN
There is a new addition to the web site —
the Warhammer Studio campaign. This
area of the site will detail the
fundamentals of a campaign, including
why start one in the first place, and how
to run one. The section will be updated
regularly in the future keeping you up to
date with what's going on, and who's
playing.

Keep checking the weekly UK news
page for regular updates!

www.games-workshop.com/
wdmagazine/chaos




It’s time to gather your troops...

GALES WORKSHOP
= The 2003 Catalogue’ ————

Out now £3.50

"%% 'zw%

i f Y
I 3

Games Workshop’s 2003 Catalogue has 176 full-colour pages containing all of
the models from our current Warhammer, Warhammer 40,000 and
The Lord of The Rings ranges. Make sure your army is ready for battle!

Available from your local Games Workshop store, at your local in-store order point, on the internet at

www.games-workshop.co.uk/storefront or by phoning 0115 91 40000.
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CHAOS HAVOCS

Chaos Havocs have a wide choice of
heavy weapons and can be armed in such
a way that, whatever target presents itself,
they have a good weapon for dealing with
it. They cannot move and fire though, so it
is important to get them into a good firing
position as quickly as possible. They can
also be given the Tank Hunters Veteran
ability which adds +1 to all Armour
Penetration rolls, making them more than
capable of dealing with the heaviest of
enemy armour.

CHAOS HAVOCS BOXED SET

Designed by Aly Morrison, Tim Adcock,
Alex Hedstrém, Juan Diaz and Mark
Harrison, this boxed set contains five
Chaos Havoc models. It includes an
Aspiring Champion armed with a
powersword, and Chaos Space Marines
armed with a lascannon, a missile
launcher, an autocannon and a

heavy bolier.

CHAOS HAVOC WITH LASCANNON

This blister pack contains one Chaos
Havoc armed with a lascannon. Model
designed by Aly Morrison and Tim Adcock.

CHAOS HAVOC WITH AUTOCANNON
This blister pack contains one Chaos
Havoc armed with an autocannon. Model
designed by Aly Morrison and Tim Adcock.

These models require assembly.

WARHAMMER
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10,000
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CHAOS SPACE MARINE RHINO

Leading the attack, the Rhino allows Chaos Space Marines
swift movement to sieze an objective or to strike deep into
the heart of an enemy force. It can also be equipped from a
selection of unique Chaos vehicle upgrades, such as the
havoc launcher, a Heavy 2 missile launcher with Strength 4
and a range of 48", giving the Rhino more tactical options
on the battlefield.

Designed by Tim Adcock, Alex Hedstrém, Mark Bedford
and Jes Goodwin, this boxed set contains one Chaos
Space Marine Rhino kit.

This model requires assembly.

CHAOS RHINO

PRICE LIST

CHAOS HAVOCS BOXED SET.......cc....£20.00
Denmark kr 225.00 Sweden kr 270.00
Euro 30.00

CHAOS HAVOC WITH LASCANNON......£5.00
Denmark kr 55.00 Sweden kr 65.00
Euro B8.50

CHADOS HAVOC WITH AUTOCANNON....£5.00
Denmark kr 55.00 Sweden kr 65.00
Euro 8.50

CHAOS SPACE MARINE RHINO............£15.00
Denmark kr 185.00 Sweden kr 225.00
Euro 25.00

CHAOQS OBLITERATORS.......covveeiinnnenen £10.00,

Denmark kr 125.00 Sweden kr 150.00
Euro 17.50

CHAOS OBLITERATORS

Chaos Obliterators are no longer just Chaos Space
Marines, instead they are an amalgam of Space
Marine, Daemon and armour; each part inseparable
from the rest. On the battlefield, they can reshape
their bodies to form a vast array of deadly firepower
and this, combined with their ability to always move
and fire, makes them a unit to be truly feared.

This blister pack contains one Chaos Obliterator

model, designed by Mark Harrison.
These models require assembiy.
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WARMAMMER

10,000

This month, Graham McNeill takes TH E co lo u Rs
a look at the Studio’s new Black

Legion army. The warriors of

Abaddon, are the epitome of the

hatred that drives the Chaos Space

Marines to wage war against the
troubled Imperium.

The Studio’s Black Legion Chaos Space Marines army

8 THE COLOURS OF CHAOS



best exemplifies the diversity of

Codex: Chaos Space Marines due to
their allegiance to the powers of Chaos
as a whole, rather than any one
particular god. This allows them to pick
freely from the army list and utilise troop
types not available to those with a
particular Mark of Chaos. The army list
the 'Eavy Metal team painted was
picked in order to display this diversity
and to also show how it could be tailored
to suit a particular role.

ST R T T TR

The Black Legion are the Legion that

T TP R L O A R S ST R T A T A T S PR I G

PR R R A T R T M T

The Black Legion’s colour scheme is,
unsurprisingly, black, but there were
numerous ways that the 'Eavy Metal
team were able to identify individual
units and give the army real character.
The existing models of the Black Legion
were painted with a silver trim to their
armour and shoulder guards, but this
was a very ‘cold’ colour scheme and
didn’t allow for much differentiation
between units. From the outset of the
project a number of basic ‘rules’ were
set to define the colour schemes of the

BRI

army. These were applied throughout
the army, with exceptions made for
some of the more specialised units such
as the Chosen and Possessed, though
even here, they still kept to the same
theme as the rest of the army.

Firstly, every Black Legionnaire's armour
would be black and the trims on the
shoulder guards would all be gold, with
silver banding along the greaves on the
arms and legs of the models. Flashes of
colour could be introduced in the red of |




the helmet topknot and the yellow of the
Chapter badge. For more specialised
units, where it was appropriate for the
models to look more ornate, their
helmets were also painted gold, as was
the banding on their greaves. These
simple rules enabled the 'Eavy Metal
team to paint the army quite quickly as
they could be applied to every model,
giving the army a unified feel. while still
allowing those units that needed to
stand out from the basic troopers a
definite style of their own.

10 THE COLOURS OF CHAOS

Chosen Chaos Terminators can use their Deep Strike ability to penetrate far behind enemy lines.

The basic Chaos Space Marines were
all constructed by using the plastic
Chaos Space Marine sprues with
conversions being saved for characters
and special units, such as the
Possessed. Originally, the Chosen were
to be marked out from the main body of
the army by using the Chaos Mutation
sprue, but after a few were constructed
they began to look too much like the
Possessed and the idea was
abandoned. In the end, the basic rules
set out at the beginning of the project
were applied to the Chosen and their

The Black Legion Chaos Space Marines Possessed squad.
A O 3 T A T S L Y PR e P T AT BTV R

helmets were painted gold, as were the
trims of their armour.

The Chosen Terminators also followed
the basic rules, but it was decided to
keep their helmets black and trims silver
since they would end up looking far too
gold if they followed the same colour
scheme as the power armoured Chosen.
The very fact that they were Terminators
would signify their special nature and the
models would do the talking rather than
a fancy colour scheme.
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THE PATHS OF THE GODS y
Though the Black Legion worship the
Chaos Powers as a whole, there are
those who succumb to the lure of a
particular god for a time. The

Black Legion can call upon

Plague Marines, Khorne Berzerkers,
Noise Marines and warriors of the
Thousand Sons to fight under their
banner. An aspect of Codex: Chaos
Space Marines that was carried through
in the rules and painting was the idea
that though a model may, for example,
be a Khorne Berzerker, that doesn't
mean that he has to be from the World
Eater’s Legion. In this case, the Khorne
Berzerkers in the Black Legion army
have had their helmets and shoulder

guards painted in the deep red of Though obviously from different units, these Black Legion models i
Khorne while the rest of their armour still retain the same unifying colours.

TR R
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Some of the sub-cults of the Black Legion have considerable firepower. g
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followed the rules for the Black Legion.

In the same fashion, the Noise Marines,
had their shoulder guards painted pink,

though their helmets remained black.

The Obliterators followed the same
basic rules for the Black Legion, though
as a sub-cult they could break them in
certain ways. The black colour scheme
was maintained, though portions of their
armour were painted gold. The main
focus of these models is, however, the
horrific melding of armour, flesh and
weapon. These were painted to give the
impression that the weapons had burst
through the raw and bloody flesh of the
Chaos Space Marine.

The Possessed also followed the

Black Legion colour scheme on their
armour, but, unsurprisingly, these
models are the most heavily converted
in the entire army. The 'Eavy Metal team
used the Chaos Mutation sprues left
over from the boxed sets and allowed
their imaginations to run riot when
constructing the Possessed. Their bitz
boxes were raided for Tyranid claws,
Hormagaunt talons and all manner of
bizarre-looking horns. These were put
onto the models in weird and wonderful
ways, with claws bursting from the flesh
of their bodies and faces contorted in
horrific grimaces. The painting of these
models was similar to the rest of the
army, with their black armour, gold trims
to their shoulder guards and silver
banding on their greaves. However, the
Possessed allowed the 'Eavy Metal
team to inject some brighter colours into
the army, with the mutations and faces
of the models given colours that broke
away from the basic rules.

ARMOURED MIGHT

The vehicles of the Black Legion also
followed the same rules used to paint
the troops of the army, with their hulls
painted black, and edge detailing on the
hatches, cupola and panels, painted
silver. The Rhinos all followed this
format and, in the same way as the
infantry, the more powerful vehicles,

Abaddon the Despoiler

12 THE COLOURS OF CHAOS
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such as the Dreadnought and Land
Raider, had more elaboration to their
colour schemes with the Chaos icons,
edge trims and haiches picked out in
gold. This was also applied to the bike
squad, with the trims on their fairings
painted silver.

One Black Legion vehicle that stood out
from the others was the Rhino fitted with
the Destroyer upgrade. As this was a
Khornate upgrade, the vehicle was

a:&\;"-'ﬁ

Berzerker Champion.

The Black Legion launch an armoured assault.

embellished with a gold Khorne skull
icon and some of the panels and
hatches were painted with the same red
used for the Berzerkers’ helmets and
shoulder guards. The buzz-saws and
clawed arms mounted on the hull of the
Rhino were taken from Ork
Dreadnoughts, and guitar string was
used to create the cabling connecting
them to the hull.

Aspiring Champion
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CHAMPIONS OF CHAOS

From Aspiring Champions through to the
Daemon Prince and Abaddon himself,
the characters kept to the same colour
palette as the rest of the army with a few
extra colours or conversions added to
make them more distinct. The lining of
the Chaos Lord’s cloak was painted red
and the helmets of his Space Marine
victims were painted in contrasting
colours to define him from the rest of the
army. The edge trims of the

Chaos Sorcerer's armour were painted
in gold, as befits such a powerful figure,
with the gem at the centre of his
Sorcerer’s staff painted a baleful red.
Icons, banner tassels and topknots are a
great way to introduce

some colour to an

army, especially one

painted in dark

colours.

Conversions in the

Black Legion army

were generally kept to a

minimum; one Aspiring

Champion converted by

Darren Latham was given a combi-melta
and scratch-built lightning claw, while
Tammy Haye's Berzerker Champion was
given a banner pole and Khornate icon
from the Accessory sprue. In addition,

his weapon was given an extended haft
and an extra axe blade was glued onto
the back of his existing one to make it
double bladed. Little conversions like
this can really make a model stand out
and, if saved for Champions and
characters, really emphasises the
difference between the models.

!

Black Legion Khorne
Berzerker Rhino
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CODEX: GHADS
SPACE MARINES _

E MARINES £10.00
TR This 80 pages book

contains background,

painting and modelling

guides, and full rules for

fielding a force of

Chaos Space Marines.

Denmark kr125.00
Sweden kr 150,00
Etiro € 17.50

CHADS SPACE
MARINE LORD

This blister pack containg 1
(haos Space Marine Lord,
designed by Jes Goadwin,
Chaos Space Maring Lords are
independent characters and use
yp an HO choice ina

Chans Space Marinas army.

£7.00

CHADS SPACE MARINES THOUSAND SONS

CHAQS SPACE MARINE LAND RAIDER AL £30.00
: 8 ntains 1 n ider plastic kit, Denmark kr 350.00
This boxed set contains 1 Chaos Land Raider plastic kit S e
Etro «50.00

CHAODS SPACE MARINES BATTLE FORCE
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This boxed set contains: 8 Chaos Space Marines, 12 Khorne Berzerkers, gem:ark :rggg'gg
1 Chaos Space Marine Rhino and 3 Chaos Space Marine Bikes. ek i

Denmark Kr 80.00 ——— e —i
Sweden kr 90.00 This boxed set contains 9 Chaos Space Marines Thousand Sons models. gfvg?:;k
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HAOS SPACE MARINES

kr 225,00
kr 270,00
€30.00

CHAOS RAPTORS BOXED SET HEN
This boxed set contains 5 Chaos Denmark
Raptor models, including a lightning ?;";d‘m

claw armed Aspiring Champian,
an assault weapon specialist and 1
Chaos Raptor model armed with a
plasma pistol.

Available from your local Games Workshop store, in-store order point, independent stockist,
www.games-workshop.com/storefront, or direct on 0115 91 40000. Models not shown at actual size.

£20.00
kr 250.00
kr 300,00
€35.00
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' The Chaos Hatch sprue and Chaos
Spiky sprue both allow you to
customise your armoured vehicles,
giving them a uniquely Chaotic
character and enhancing the
overall personality of your army.
Matt Hutson shows us how he has
used the sprues on his own

Chaos Rhino.

contains a new Rhino kit but also a
Chaos Spiky sprue and the new
Chaos Hatch sprue.

The Chaos Rhino boxed set not only

This new sprue contains all manner of
add-ons to cover the different upgrades
available to Chaos vehicles. When
combined with the Chaos Spiky sprue it
offers almost unlimited scope for turning
the once proud Imperial Rhino into a
corrupted vehicle of Chaos.
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Chaos Hatch sprue

|| The Spiky sprue contains all manner of
spiky bits, chains and armour plates to
adorn a Rhino with.

Chaos Spiky sprue

MODELLING
CHAOS RHINOS

A LOOK AT USING THE CHAQS VEHICLE SPRUES

The spiked trophy rails can be added to
the Rhino giving it a really Chaotic

- : appearance. The new
hatch sprue also contains
two trophy spikes to make
your tank even more
spiky. When deciding
| where to position these
| pieces make sure they
. don’t obscure any doors
that open.

There is a choice of two dozer blades
(shown below), one on the Spiky sprue
and the other on the Hatch sprue.

The small chains from the Spiky sprue
were applied to the side doors as they
are just the right size to fit without
overlapping. The larger chains were
used on the back door and were
positioned to hang directly down.

The different icons of the Chaos powers
can be placed anywhere on the tank. A
good place though is on the front wings.
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% Both sprues
contain hooks
which can be
applied to any
| surface.

The smoke launchers
can be positioned in a
| number of places. This
one has been placed

| on the top, slightly to
%' the side, so that it
4| doesn’t obscure the
. top hatches.

" This one has been

s glued onto the side of

" the tank. This is a good
|| place for Predators as it

won'’t impede the

! movement of its turret.

COMBI-BOLTER

All Rhinos come with a combi-bolter as
standard equipment, which can be
modelled onto the Rhino in a number of
different ways. The simplest way is to
just have it mounted onto a closed
hatch. The hatch can be positioned at
either side of the Rhino, although if a
crewman is used the left side is ideal as
it has a deeper hole.

Alternatively, you can go to town and
use the Chaos Space Marine gunner.
This example below has also had the
spiky rims attached to the hatch. One
thing to note though about using the
spiky rim is that it will limit what can be
placed in the other hatch, in this
instance the round hatch mounting has
been used.

The driver model can also be used in
this hatch by simply positioning the
combi-bolter to the side.

TOP TIP
The heads and torsos for the driver
and gunner are fully compatible
with the rest of the Chaos Space
Marines range. This allows you to
easily link your vehicle with a
specific Legion by simply using the
torso or head from the appropriate
boxed set.

HAVOC MISSILE LAUNCHER

The havoc missile launcher adds some
real firepower to a Rhino, making it
highly effective at killing lightly armoured
infantry. It can be mounted on either
side using the round hatch mounting.

Alternatively, it can be applied on its own
to the Rhino hull.

DIRGE CASTER AND SEARCHLIGHT
These pieces of equipment use the
same mounting and can be positioned
on the Rhino in a variety of different
places.

These dirge casters have simply been
stuck straight onto the hull.

Alternatively, these
- pieces of

" equipment can be
I stuck onto the
round hatch
mounting.

a ol

With the Chaos Rhino stuck together, all
that is left to do now is paint it. Turn the
page to find out how Matt painted his
Rhino for his Word Bearers Chaos
Space Marines army.
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MODELLING OTHER
CHAOS VEHICLES

|

|
The Chaos Hatch sprue contains a L
number of pieces for use with the i
Chaos Land Raider and forthcoming |
Chaos Predator. i
L'

[

|

t

[

|

|

The daemonic heads are used as
muzzles for the guns on the Chaos
Land Raider and Chaos Predator. To
attach them, simply cut off the
existing ones and glue them in their
place.

The Land Raider’'s two top hatches
offer a plethora of different modelling
options and weapon combinations.

The large glyph
is designed to
cover up the
Imperial Eagle
on the front
hatch.



Matt Hutson has been collecting
his Word Bearers Chaos Space
Marines for a few months, but no
matter how much he tries to stick
to infantry, he always seems to
end up painting tanks. True to

form, he has now turned his paint

brush towards the Rhino.

COLOUR PALETTE
Red

Gore

Blood

i Red
Chaos
Black

Skull

White

Snakebite
Leather

Boltgun

Metal
W ithril
Silver

Vomit
Brown

Bleached
Bone

Bubonic
Brown

¥ Black
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THE INTERIOR

The floor plate, driver's
door and one of the
internal side panels were
stuck together first, using
plastic glue. This, the
other internal panel and
rear door, were then
undercoated with

Chaos Black.

Firstly, the interior was
basecoated with Red
Gore using a tank brush.

To create shading on the
red areas, Black Ink was
painted into all the
recesses. To highlight the
red areas, Blood Red was
painted onto the very
edges of the interior
detail. The highlights
were applied to give the
impression that the light
source is coming in from
the rear door.

PAINTING
WORKSHOP

Matt Hutson’s Word Bearers Chaos Space Marine Rhino

The floor was given a Black Ink wash
over the red to create shading and give
it a bloodstained appearance. The bolter
was given a basecoat of Chaos Black.
The bolter barrel and furniture were then
painted with Boltgun Metal. These areas
were then given a wash with thinned
Black Ink to create shadows.

To paint the screens on the control
terminal, a basecoat of Chaos Black was
used before being given a single
highlight of Blood Red to the top and left-
hand side of the screens. The detail on
some of the screens was painted on with
Blood Red using a fine detail brush. To
give the impression of text, a series of
small horizontal lines were painted on in
Skull White. To finish, all of the buttons
were highlighted with Boligun Metal.

Finally, to give the interior an aged
appearance, Boltgun Metal was painted
on to some of corners to give the
impression that the paint had worn away.

THE EXTERIOR

The rest of the tank was now ready for
assembly. Following the instructions, the
Rhino was assembled using plastic glue.
The only components not glued onto the
hull were the top and side hatches,
tracks, driver’s visor, command cupola
and the havoc missile launcher. The
storm bolter was glued together and the
barrels were drilled out using a pin vice.
The tracks were left on the sprue to
make drybrushing easier.

Before undercoating, the top hatches
were put in place and the rear door was
closed to seal off the painted interior
from the undercoat spray. The tank hull
and all the other components were then
undercoated with Chaos Black.

A basecoat of Red Gore was applied
with a tank brush using several thin
coats to produce a consistent colour,

To shade the hull, Black Ink was painted
into all the recesses.




Blood Red was used to highlight the
edges of the hull. The side of the brush
was used, instead of the tip, running it
along the straight edges of the tank to
create a sharp line.

At this stage, the mesh
areas on the inside of
the doors and the
wheels were given a
wash of Black Ink.

%. | The smoke launchers,
| ram, exhausts, storm
bolter and havoc
missile launcher were
| next given a coat of
Boltgun Metal. The
.| mesh walkways on

| the inside of the rear
and side hatches
were lightly
drybrushed with

- Boltgun Metal. All

-1 these Boltgun Metal

| areas were then

| given a wash of Black
k Ink and then
highlighted with
Mithril Silver.

The Word Bearers

n

At this stage, the tracks, still on the
sprue, were drybrushed with
Boltgun Metal.

The headlights were basecoated with
Skull White and then given a thinned
wash of Black Ink, before a final
highlight of Skull White.

| To paint the glass
on the driver's
windows, a series of
diagonal lines were

painted on using Blood Red to create a
glass effect.

| Any areas of black were
8% highlighted with Codex
i Grey.

All of the other pieces were now put into
place, with the exception of the tracks,
but were left unglued so they could be
changed in the future.

BATTLE DAMAGE AND DIRT

To make the tank look rugged and battle
damaged, Boltgun Metal was painted
onto its edges to give the effect that the
paint had worn away.

..@7 I 3

quickly deploy from their Rhino transport to confront the Necron threat.

Finally, the lower part of the tank was
lightly drybrushed with Snakebite
Leather to make it look muddied and
well used.

ICONOGRAPHY

The Word Bearers symbols were applied
from the Chaos Transfer sheet. To
emphasise the zealous nature of the
Word Bearers, the effect of text was
applied to the hull. This was done using
Skull White in the same way as the text
on the interior computer screens.

| PAINTING TROPHY SPIKES
\"‘ The skulls were given a
| basecoat of Vomit Brown

| @5 | and a generous wash of
_ Flesh Wash was then
applied. Once this had

|

|

|

|

|

| dried, the skull was then highlighted
-1 with Vomit Brown again, before a
|

[

|

|

final highlight of Bleached Bone was
| added.

.| To paint the Tau Fire

| warrior helmet, a basecoat
| of two parts Bubonic

" Brown to one part Chaos

| Black was used. Skull White was

| added to this mix to highlight it.

| [7] The Necron head was
| painted the same way as the
rest of the metal on the tank.

[ |V
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When the Traitor Legions rebelled, they took with them vast arsenals
of mighty warmachines and highly destructive weaponry. Ten
thousand years after the defeat of Horus, the Traitors continue to
plague the Imperium, and their twisted and defaced armoured
vehicles are the equal of any tank the loyalist Chapters can field.
Adept Hoare has received clearance to investigate further.

When a Space Marine Chapter goes to
war, it does so transported by the
sturdiest of armoured carriers, and
supported by the mightiest of tanks in
Humanity’s arsenal. Land Raiders,
Predators and Rhinos are all integral
components of a Space Marine task
force, and the same is true of the Traitor
Legions and their own armoured vehicles.

The Horus Heresy

The First Founding Space Marine Legions
were not the formations of the Imperium
today: they were far larger forces, with
many more men, vehicles and ships at
their disposal than a post-Heresy Chapter
could ever muster. Where a 41st
Millennium Chapter can subdue a single
world, a First Founding Legion had the
manpower and resources to conquer a
complete sub-sector.

Entire companies of armoured vehicles
supported these massive armies, and
when Warmaster Horus' treachery was
revealed, nine whole Legions declared for
him, placing many thousands of tanks at
his disposal.

Corruption

To look upon a Traitor Marine is to witness
the tragic blasphemy of Chaos; a once
proud warrior perverted into a hate-fuelled
murderer, his armour adomned with vile
sigils where once the icons of the blessed
Imperium were displayed. The same is
true of their vehicles; where once the
sanctified engines of the Adeptus Astartes
proudly bore the livery of the Emperor's
finest, their hulls are now bedecked with
grisly trophies and emblazoned with
runes painful to behold.

The Traitor Legions launch their genocidal
invasions from the Eye of Terror, razing
worlds and slaughtering unfold numbers
of Imperial citizens. These assaults are
frequently supported by the armoured
might of the Legion, in the form of Land
Raiders carrying their lethal cargo of
Chaos Terminators, Rhinos transporting
squads of Traitor Marines and Predator
tanks lending their fearsome anti-armour
and anti-personnel firepower to the
attack. Across a thousand blasted
warzones the forces of Chaos wage their
long war against the Imperium,
transported and supported by armoured
vehicles bearing the dread sigils of their
blasphemous patrons.

Construction

Although many of the Traitor Legions’
armoured vehicles have been in service
since the Horus Heresy, many more have
been procured or built since that time. All
the Legions will loot captured vehicles
from their Imperial counterparts, twisting
the machine and dedicating it to the Dark
Gods. Such vehicles are a source of great
bitterness when faced by loyal forces,
who will often go to extreme lengths to
remove the stain on the original Chapter's
honour, and to end the suffering of the
vehicle's Machine Spirit.

Some Traitor Legions have the means to
manufacture their own armoured
vehicles. Although few of the Legions
have Techmarines as such, they all
employ traitor Tech Priests and artificers
who are capable of repairing or even
constructing new vehicles. The most
common source of newly manufactured
vehicles is a captured forge world, whose
industrial capacity can be forced to
produce a staggering quantity of
machines in the short period of time
before Imperial retribution arrives.

The Rhino

The Rhino is as ubiquitous a transport
vehicle amongst the Traitor Legions as it
is amongst those Chapters loyal to the
Emperor. When the Traitors rebelled,
each Legion had an enormous stock of
these transports, and a great many of
these ancient vehicles are still in service
10,000 years after the Horus Heresy.

One particular Rhino, belonging to the
World Eaters Legion, was reportedly
present at the Siege of the Emperor's
Palace, and has been identified on
numerous occasions over the millennia
since. The vehicle, identified as
‘Barbarus' by its nameplate, is covered in
iron spikes, each adorned with the
severed head of an Imperial warrior. The
records of the Ordo Malleus state that
Barbarus belonged to the squad of
Sergeant Solax of the World Eaters 3rd
Assault Company before the Heresy, and
this individual is thought to be the beast
now known as Kossolax the Foresworn. If
this is indeed the case, Sergeant Solax
has risen to the command of an entire
company of Berzerkers, and Barbarus
has served with him and his warband the
entire time.




The Predator

The Land Raider

The Liber Proditor Armorum, a treatise
written in 812.M39 by Techmarine
Suprema Lysol Blane of the Imperial Fists
Chapter, contains many startling insights
into the Traitor Legions’ use of armoured
vehicles.

One aspect focused on by the learned
Techmarine is the practice employed by
several Legions of permanently grafting
crew and vehicle together to form a
symbiotic combination of man and
machine. Though many loyal Chapters
utilise permanent linking of crew and
vehicle, what Blane was researching was
a far more fundamental union. Critics
point to the fascination with contrition and
self-imposed penance that characterises
the Imperial Fists' gene-seed, claiming
this as the root of Blane's conclusions.
Despite his detractors, Blane's research
has proved invaluable in many conflicts
against Traitor Legion armour.

Blane was cettainly guilty of focusing his
efforts into researching the practices of
one specific Legion, the Iron Warriors,
with whom the Imperial Fists have a long
and tragic history of enmity. Blane
observed that the crew of the Legion’s
armoured vehicles, in particular Predator
crews were routinely sealed within their
vehicle in a manner similar to the 'pilot’ of
a dreadnought. The lron Warriors are
noted for their inordinate use of
cybernetic augmentation, and this is
believed by Techmarine Blane to allow
the crewman to link to his vehicle in a
manner impossible for a wholly organic
being. Crew and vehicle become one; the
vehicle an extension of the pilot and the
pilot the mind of the vehicle.

Blane's research proved invaluable at the
Battle of Remisen Point, where an Iron
Warriors' armoured salient was defeated
utterly by an Imperial Fist counter-attack.
The Imperial Fist Devastators were
provided with specific firing solutions via
Techmarines accompanying each squad,
allowing them to target points on the
enemy tanks that would cripple the pilots
and render them incapable of controlling
their vehicles.

Blane's work was to be integrated into the
Codex Astartes, but upon reviewing the
data the Iron Fathers of the Iron Hands
Chapter objected strongly enough that
the notion was set aside. Many point out
that the lron Hands share the Iron
Warriors' practice of cybernstic
enhancement, believing the Chapter was
protecting its own interests in
suppressing the information. The Iron
Hands insisted they wished merely to
protect the Adeptus Astartes from the
consequences of the information falling
nto the wrong hands.

The Land Raiders of the Adeptus Astartes
are amongst the most awe-inspiring
sights on the battlefields of the 41st
Millennium. They are mighty behemoths
that crush all before them under
adamantium tracks, and their
Godhammer pattern lascannons are the

.
v

bane of enemy vehicles and bunkers. A
Land Raider is capable of carrying a
squad of Space Marine Terminators within
its armoured hold, and the combined
assault of the vehicle and passengers is a
force few enemies of the Imperium can
hope to stand against.

L



Index Astartes: Chaos Tanks

If the Imperium's Land Raiders are
objects of such dread, then those
employed by the Traitor Legions are the
very stuff of nightmares.

In the year 337.M41, Imperial forces
recovered a Land Raider belonging to the
Word Bearers following the successful
defence of Merric’'s World, in the
Segmentum Obscura. The Blood Reavers
Chapter captured the crippled vehicle,
and were planning on destroying it.
However, Inquisitor Le Guinn of the Ordo
Malleus had his own agenda, and invoked
the rights granted him by the Juris
Inquisitorum. The Blood Reavers voiced
the strongest of objections, but were
overruled by the Inquisitor, whose
Xanthite rhetoric swayed his fellow
Inquisitors into allowing him custody of
the captured vehicle.

Imperial Land Raiders are invested with a
sanctified Machine Spirit: a machine
intelligence that performs myriad

functions and can control the wvehicle
should the crew be incapacitated. Land
Raiders belonging to the Traitor Legions
appear to be inhabited by something far
more malicious, and Le Guinn was
determined to discover its nature. Binding
the Land Raider with pentagrammic
wards, Le Guinn transferred the vehicle to
his transport vessel for the journey back
to the Inquisition Fortress world of
Nemesis Tessera,

Portions of Le Guinn's diaries survive,
and tell an incomplete story of what
occurred during the three month journey
through the Warp.

Rather than allowing the beast to remain
quiescent behind the seals and bindings,
Le Guinn commenced his investigation en
route. Quite why he took such a risk when
the Ordo Malleus oubliette on Nemesis
Tessera was undoubtedly the safest place
in the region to perform such an
examination, is unknown. From his notes,

NURGLE
The plague carricrs of Grandfather Nusgle ply the battlefields of the 4lst Millennium,

spreading disease and decay wherever they pass. These nightmare vehicles may take the

‘form of a Rhino, Predator or 2 Land Raider, and in cach casc will appear as a horrific
mass of slime encrusted. rust-caked armour, the top of the vehicle piled high with the
bloated corpses of the Plague God's victims. Foul smog belches from usholy censers,
filling the atmosphere with the spores of corruption and death. As the tank passes. new
bodics are added to the heap. where foul Nurglings caper amongst the welcome dead.

TZEENTCH

Tzeentch is the master of the Warp, and wiclds its encrgics as the deadliest of weapons.
Many vehicles belonging to the forces of the Changer of the Ways arc adorned with

leering gargoyle faces that writhe and cackle, crawling through and over the fabric of
the vehicle with a life of their own. The mouth of each gargoyle spouts incandescent
warp--[lame. Wrr.athing the tank in sheets of sorccrous fire. ﬁ.ny enemy approaching the
vehicle will be engulfed in sheets of witch—fire, burncd hideously by the dancing fire-

spirits of the Warp spurting from the mocking gargoyles’ mouths.

SLAANESH

The armoured vehicles of the servants of Slaanesh are often fitted with all manner of

it is obvious Le Guinn was grimly
fascinated by the malignant intelligence
lurking within the vehicle's armoured core.

The Inquisitor's notes go on to describe
his methodical breaching of the hull: a
painstaking process that took six days to
accomplish and cost the lives of three of
his acolytes and his most valued savant.
The being occupying the vehicle put up a
hideous defence, projecting waves of
malevolence at any who approached and
straining at the great chains restraining it.
At length, Le Guinn gained access to the
interior, and his descriptions bare witness
to a man pushed to the limits of sanity by
his vocation.

What happened next aboard the
Inquisitor’s vessel is shrouded in mystery,
but eleven weeks later the ship emerged
from the Warp at the fringes of the
Tessera system. Defence pickets
attempted to raise the ship, but no
response was forthcoming. A team of
Inquisitorial troopers boarded the vessel,
and discovered all crew and passengers
dead. Many had been brutally murdered,
but others showed no outward signs of
injury other than contorted expressions of
anger and delirium.

The investigators recovered the
fragments of Le Guinn’s diaries, and
swiftly came to the conclusion that he had
overstepped the bounds within which all
Inquisitors must operate. He had
attempted to discern the nature of the
entity inhabiting the Chaos vehicle, and in
so doing had opened himself up to it. The
being must surely have been a form of
Daemon, and as such was able to
possess Le Guinn, driving him to murder
his compatriots.

A conclave of Puritan Inguisitors
renounced Le Guinn's folly, and
concluded that his vessel should be set
adrift, declared Perdita. They would not
risk freeing the malevolent entity by
destroying the ship, and it is assumed that

outlandish organ pipes, horns and grilles. These emit psycho-sonic waves that render  larmine Franted téror s ik dy

screaming with rage, sealed within the
hold of the ship doomed to drift upon the
tides of deep space for eternity.

nearby sentient creatures all but insensible. Audible only at the very edges of hearing,
these siren songs promisc ecstatic delirium, and whisper of forbidden pleasures. Other

vehicles project discordant crescendos or screams of agony, and in each case, the enemy i
must force his full attention to blocking out the sound lest he become swept up in |
the oblivion it promises. Only the strongest willed of warriors can stand before such a

vehicle ‘and remain unaffected as swathes of lesser troops sink to their knces or flee Conclusion

before it.

The armoured vehicles of the Traitor
Legions serve as much as battlefield
support as they do physical reminders of
the blasphemies of Chaos. They bear the
grisly trophies of 10,000 years of
marauding, as well as the horrifying gifts
of the Ruinous Powers. These beasts of
steel and ceramite will continue to reap
death and destruction in the name of the
Chaos gods so long as the Traitor
Legions exist as a power to rival that of
the Imperium.

KHORNE
When the Berzerkers of the Blood Cod take to battle. they do so aboard Rhino i

armoured personnel carriers in order to get to grips with their enemics as swiftly as is |
possible. True to the credos of the God of War, the Berzerkers seck nothing but to |
tear their foes asunder in the bloody storm of hand-to-hand combat. Their vehicles
adhere to the same philnsophy, and are fitted with horrific devices of death and
destruction referred to as Destroyers. All manner of wicked blades. brutal spikes and
churning buzz saws arc mounted upon the hull of the vehicle, designed to cut down |
the cncmy and grind them beneath its tracks for the greater glory of Khorne.

& e
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EXCERPTS FROM THE DIARIES OF INQUISITOR LE GUINN

226337 M4l Now the Beast is under my
jurisdiction, our rescarches can proceed.
Upon the morrow I shall invoke the Lesser
Fiend I suspect is bound within the core of
the wehicle. In truth, this matter fills me
with dread. but doubt has no placc in my
work, which I pursue for the benefit of all
Mankind.

227337 M41 Upon Merric's World 1 bound
the vehicle behind the Seven Seals of
Abquration, and now I must break these
Scals onc by onc. This process will require
great dedication and purity of purpose. Even
now. | feel the Dark Servant is aware of
my intent. Only a [FRAGMENT
MISSING] conjuration of the Abyssal
Minion would [FRAGMENT MISSING]

The First Seal is broken! As we invoked
the Rites of Release I sensed the tides of
the abyss strain at the skein of reality.
Though we still ply the gulf, as we would
be suicidal to attempt the invocation whilst
traversing the Empyrean, T fecl forces are
aware of our work, and watching from afar.
I shall proceed with the Second Seal with

caution.

228337 M4 Seven hours it took us, but we
have successfully unbound the Second and
Third Scals. Such was the malignance of the
Lesser Fiend that I lost Adept Silvanus. His
death will haunt me I am sure, for its
manner was the worst fate one of our order
could soffer. I fear he has joined the ranks
of the damned, a Dweller in the Pit.

229337.M41 At the unbinding of
[FRAGMENT MISSING] Egan Belisarius,
my Navigator. | fear for his soul. for he
would  surely have [FRAGMENT
MISSING]. We must press on though, for
the Fiend tests us, gauging our defences and
gaining more knowledge of us at each turn.
I must gain dominance the instant the
Scventh Seal is unbound. else all will be
lost.

230337.M4] Fate has taken an ill turn to be
sure, and I pray the Emperor will deliver us
from our predicament. Somchow, the Fiend
gained dominion over [FRAGMENT
MISSING] entered the Empyrean. That
such a ritual as we performed today should
be attempted whilst [FRAGMENT
MISSING] powers I dare not think, let
alonc commit to paper. By Thor, what are
we to do without Belisarius?

I have it! By incorporating the Rites of the
Ingrediantia Minoris I can gain dominion
over the Nefarious Power. Sacrifice will be
required, but such is the life of one sworn
to the service of Mankind.

231337 M4l [FRACMENT MISSING] lay
dead, but their sacrifice was not in vain. My
will prevailed, and T am now sure [ have it.
I feel it [FRAGMENT MISSING] and 1
can hear its thoughts. evil, repugnant notions
emanate from it, but my faith in the

Emperor is my shield!

I must perform the Unbinding of the
Scventh Scal alone, for my compatriots are

[FRAGMENT MISSING] and the crew
I consider of insufficient purity to

[FRAGMENT MISSING] punish them.

[FRAGMENT MISSING] I
access. The Dismal Text contained no

gained

warning that could have prepared me for
what I discovered within. I was enjoined,
bound, carried up, though the grace of
Emperor shiclded me from the touch of
the Abyss. A cold mind clamoured, but
through it all I [FRAGMENT
MISSING] blood, sincw, pulsins
[FRAGMENT MISSING] investing me
with the clarity of purpose I now
entertain. All is changed now the truth
is revealed to us. I now [FRAGMENT
MISSING] the folly of their ways, and
the wisdom of our own. Such is the
order of reality and the Hell-regions
both.

As onc we [FRAGMENT MISSING]
the ship [FRAGMENT MISSING]
those who through ignorance would seck
to sabotage my cfforts. Our departure is
[FRAGMENT MISSING] but with the
{(FRAGMENT MISSING] gouge out
the eyes of the ignorant as I have gouged
out my own. My blood has mingled
with that of the Beast and its
[FRAGMENT MISSING] through my
veins, [FRAGMENT MISSING] they
shall listen, they shall know the truth. I
shall bring it to them and make them
acknowledge me.
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STRAIGHT SILVER

by Da n Ab Ilell sHm.agaiIM

Commissar Gaunt and the Tanith
First-and-Only are llohlmg amidst the
mud and the blood in a brutal war of
attrition, but would their
commanders really send this lightly =

armed scout regiment into a suicidal
headlong assault?

Only £5.99 B g¢

A GAUNT'S GHOSTS NOVEL

FIRST AND ONLY
& GHOSTMAKER

by Dan Abnett

The first two novels in the Gaunt's
Ghosts series are back with a smart new
cover design and artwork. The blood
and bullets fly as Commissar Gaunt
leads his men against treacherous rival
regiments and the dark forces of Chaos.

Only £5.99 each

STAR OF ERENGRAD

by Neil McIntosh

A lone warrior fighting in the
frozen city of Erengrad, must put
aside his lust for gold to confront

the dark daemons of his past. Only
then can he face an uncertain
future of sweeping battle, deadly
combat and sinister conspiracy.

Only £5.99

Available from all better bookshops
and Games Workshop stores.
www.blacklibrary.com




White Dwarf Editor
Paul Sawyer has finally
got around to collecting
the Chaos army he’s
always wanted. This series
of articles shows how he
goes about collecting the
army to a budget of £30 a
month. To date, his army
is growing nicely and is

{ looking good, however,

§ results on the field of

§ Dbattle have been less

§ impressive...

\ \l'i'f ""p\‘ NOD N \ -
Last month saw me soundly bcarcn in
my games against Matt Hutson's Dark

I Elves and Phil Kelly's Skaven. T knew

I that last month’s purchases would be

Il key to my future success and so I duly

|l bought a mounted Sorcerer to add the
magic-wielding capability to my army. 1
backed this up with the indomitable
Spawn of Chaos and another Chariot.
Fielding these should be enough to
keep my opponent guessing and
worrying in equal measure.

Things were certainly looking pretty
‘good for my army general, Vradchuk,
and I was looking forward to painting
~ these new additions and letting them
loose on my next opponent.

Sadly, my plans were somewhat thrown
into disarray. As 1 pointed out in the first
article of this series (WD271) my

! painting time is limited to my lunch

@ hour at work, largely due to not being
' able to trust my youngest daughter with
paints, modelling tools, ete, being left

: about the house. So far I've done pretty
W well, getting almost all the models I've

8 bought painted in the same month.

®  Sadly, this all came crashing down

: around me this time,

‘The workload on White Dwarf has
meant me working through my lunch
hours by and large with the obvious
effect on my painting time. The few
minutes I've snatched here and there
have been spent converting the Chariot
and Sorcerer,

| Happily, this has been a short term issue
~ White Dwarf now has two new
members (welcome aboard to Sean
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Turtle and Alun Davies!) meaning I can
put my feet up once again! With all this
in mind it's not too unsurprising that
this month’s Lure of the Gods is a short
one.

—  CAMPAICN SEASON
I've joined the Studio Warhammer
campaign, run by Dylan Owen, now that
I have going on for 1,000 points in my
Chaos army. The campaign is map-based
and as a latecomer to the campaign, and
because my army is Chaos, I've been
allowed to atrack from the map edge to
simulate a raiding force harrying the
outskirts of the realms of the other
players.

I decided to attack an Orc settlement
controlled by Dylan (as Games Master),
as I wanted to try Vradchuk'’s force
against a different army. We agreed on a
950 pts game and rolled up Pitched
Battle as the scenario.

Vradchuk's warband consisted of:

Vradchuk, Aspiring Champion..........204
Chaos armour, additional hand weapon.

Riding scythed Chariot

Barded steeds, extra crew member
with halberd & beavy armour.

AT LIS, 2. .. e il e s i B
(5 TR 17010518 oo R (SRR i 36
16 Marauders of Chaos.............o..oeu 137
Light armour, flails. Full command.

12 Warriors of Chaos .......c...ccccennains 234
Halberd & shield. Full command.

5 Chosen Knights of Chaos ............. 300
Full command. War Banner.

TOTAL 947

Dylan’s army list consisted of:

Karra BlABE & it e Gensrsianiai 130
Orc Big Boss General

Spear, light armour, Bogr. Backbone Breuw,
Enchanted Shield.

Gasgakh... Rl
Orc Big ]3055 —\rm\ brandard B(:‘:].I‘C!.
Spear, light armour, Boar. War banner.
Skarsagh — Orc Big BOSS ..oooovvveeinnnn 112
Spear, light armour, shield, Boar. 'Ed buttin' 'Al.
7 D13 Coy DM 4 8 it 196
Two band weapons, light armour,

Full command.

2 Orc Boar Chariots........ccococvrvinnnno. 160
GO BOAE BOYZ - i1nssnisene ishaliiesiieat il

Spear, light armouy, shield, Boar. Musician and
Standard Bearer. Bashin' Flag of Bork.

10 Orc Boyz .. % L
Choppa & hgir.t armour. .‘ m’.f wmnmﬂd

TOTAL 948

I'd learned a fair bit from my last two
battles and wanted to try out a couple of
new strategies. First was to split the
Warhounds into two smaller units, each
six-strong to provide a ‘skirmish screen’
for the Knights and Vradchuk’s Chariot.
This would act to either draw my
opponent into charging/shooting them
or allow me to pre-empt a charge by
sending the dogs in to keep my enemy
busy whilst I brought my heavy
regiments to bear. I'd seen this tactic
perform well at Mansfield Wargames
Club when fighting the Chaos armies of
Rob Lane and John Dale with my
Dwarfs.

The second new tactic was to upgrade
my Knights to Chosen Knights. An extra
attack each plus being encased in Chaos




armour (giving a total save of 14) is not
to be sniffed at. This would mean that
even if they were to be charged, they'll
be able to shrug off most attacks and
also dish out more themselves.

When Dylan started to deploy I noticed
two Boar Chariots, a unit of Boar Boyz
and a massive mob of Orc Boyz. If 1
didn't get my deployment right this
could turn ugly. 1 decided to deploy
with the Marauders and Warriors
alongside each other. This would
provide a solid centre to my army and
they would protect each other’s flanks. [
positioned the two Warhounds units in
front of the Knights and Vradchuk's
Chariot. i

The game started badly for me as,
through a misjudgment of distances, 1
allowed my Marauders to be charged by
Boar Boyz. A round of combat later and
the Marauders’ flails had done their
work. Sadly, the close proximity of the
Orc commander and his Battle Standard
Bearer meant that the surviving Boar
Boyz were going nowhere,

I charged the Warhounds from in front
of the Knights into the dauntingly big
unit of Orc Boyz and also clipped the
Orc warriors sat by their side. I knew
they would be beaten and wanted to
clear the way for my Chosen Knights to
charge the Orc Boyz. The hounds were
dutifully seen off, with only two left to
run for the table edge. Sadly, I'd
misjudged the range between the Ore
Boyz and my Chosen Knights and they
were charged by the greenskins. Oh
dear, the shame...

Paul's Chaos army marches into battle.

As Dylan prepares his greenskins for deployment
Paul realises how small a Chaos army can be..

The Orc Warboss challenged my Knight
Champion and was swiftly dispatched,
and, despite the damage meted out by
the Chaos cavalry, the Orcs stood firm
(thanks to that pesky battle standard!).

The Marauders were holding their own
against the Boar Boyz but once again the
battle standard and the Orc Warboss
general kept them in the fight.

Vradchuk was ready to charge into the
remaining Boar Boyz next turn but,
once again, | misjudged the distance and
was charged by one of the Orc Boar
Chariots. The combat ended with
Vradchuk's Chariot on only one wound
and needing to make a Break test, which

he passed. Both Chariots had suffered
wounds though...

It was at this point I realized I'd made a
grave error. Whilst converting the
Chariot to take Vradchuk I'd forgotten
to paint up the second Chaos Warrior
that would accompany him it. This being
the case I forgot, in the heat of the
moment, to roll his attacks. This would
have meant a WS5, S6 attack and as it
turned out that would have destroyed
the Orc machine if successful. This
emphasizes the importance of WYSIWYG
(what you see is what you get) on
models and T'll be painting the second
crew member up straight away. ..
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The Chosen Knights of Chaos and the Marauders

sweep away the last remaining orks.

Next, the Chaos Warriors were charged
by the Orc warriors and the three Orc
Warbosses (one, the general, and
another the Battle Standard Bearer). I
wasn’'t too worried about these as Chaos
Warriors are very, very resilient and can
also dish out serious pain.

The Chosen Knights proved to be worth
every point as they butchered and then
ran down the mob of twenty four Ore
Boyz. Better still, they overran into the
flank of the Orc warriors. Things were
certainly looking up on the right flank of
my battleline.

On the other flank the Marauders were
picking off more Boar Boyz and this
time broke the savages. The Marauders
gave chase but their unwieldy flails
slowed them down.

In the centre, the Chosen Knights and
the Chaos Warriors all but destroyed the

Paul greets his pew Chaos army's

first v-iclor}r with typical restraint...
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Orc warriors and completed the job by
breaking them and running them down.
To make matters worse for Dylan his
general and Battle Standard Bearer also
fled burt luckily for him one Warboss
stayed in the fray.

On the left flank Vradchuk had
destroyed the Orc Boar Chariot but was
then charged by the second. His Chariot
was torn from under him, leaving him to
make a Break-test - which he failed and
ran. As hard as Chaos characters are
even they can’t survive being run down
by an Orc Boar Chariot and Vradchuk
bit the dust.

Seeing the Chariot behind my lines 1
turned my Chaos Warriors to face it and
when the inevitable charge came they
fled. The Chariot’s failed charge left it
ripe for the charge of the Chosen
Knights who destroyed it in one round.

Dylan made a brave but futile counter-
attack when his fleeing units rallied but
the damage had already been done.
Vradchuk's army dispatched the rest of
the Orc army. Surcly now he will be
bestowed with the gifts of his dark
patrons...

Learning points:

1. Chosen upgrades make a massive
difference. The extra save and attack is
expensive but, in this game, worth every
point.

2. Using the Warhounds as a screen
worked well - I do need to refine their
use though as they bottled the Knights
up and that led to them being charged
in this game.

3. ALWAYS model your miniatures with
WYSIWYG in mind. T learned this the
hard way...

4, Vradchuk's Chariot gave him greater
mobility but, when deployed on his
own, left me vulnerable. Another

Charior should make charging them a
less inviting prospect.

I WHAT NEX]

I'm lining up more games in the Studio
campaign but what do I need to add to
the army this month?

Considering I've still got last month’s
models to paint I'm in something of a
quandry about what to buy next. I'm
happy enough with my army so far and
even the Marauders are starting to come
into their own as the army grows and
they become less of an easy target.

Marauder Horsemen have long been
something I've wanted — Fast Cavalry are
superb especially when you can upgrade
them with flails (Mmmm, +2 Strength
when charging...). A regiment or two of
these chaps would be great for harrying
the flank of the enemy battleline and
dealing with those pesky war machines,

I have to say that the addition of the
Furies, a Chaos Undivided Daemon, to
the army list is superb. You can't turn
down the chance to field $4 flying
creatures with a 5+ Ward save.

I'd also like to bolster both my
Marauder and Chaos Warrior regiment
as at sixteen and twelve models
respectively they are a little light —
especially the Marauders who don’t have
the luxury of heavy armour.

Given that [ still have the stuff [ bought
last month to paint I don't really want to
buy a lot of models so will go with the
Marauder Horsemen boxed set (five
models for £20), and also add in a
blister pack containing a single
Marauder Horseman for another 5.
This leaves me £5 to carry over to next
month.

Right, that's enough talking from me —
I've got models to paint!

This

onth’s purchase came from

the Warhammer World storc.







We continue our Painting
Masterclass series by looking at
@ the awsome new model of

# Galrauch, first of the Chaos

B Dragons, designed by Trish

§ Morrison.

The model was first assembled in a dry
run to se¢ how the pieces fit together,
before each component was then
pinned. The gaps were then filled with
Green Stuff and Galrauch was given an
undercoat spray with Chaos Black. Any
areas where the paint had failed to catch
were then covered with thinned Chaos
Black paint.

\.u‘u NTING THE MOIELD
The main body was painted with a
basecoat of Scab Red. This was them
highlighted
with Red
Gore
followed by
Blood Red,
Blazing
Orange and
a final
highlight of
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Golden Yellow. These sections were then
given a glaze with Red Ink thinned with
equal parts water.

Imperial
Purple was
applied as
the basecoat
for the head
and tail
sections,
These areas
were
highlighted
with Liche Purple, and then Liche Purple
mixed in equal parts with Tentacle Pink.
Finally, these were given a wash with
Purple Ink thinned with equal parts
water.

An equal
parts mix of
Scab Red
and
Imperial
Purple was
then applied
to the area
where the
red body
and purple
sections
met.

The blue tips on the tail and heads were
painted with a basecoat of Regal Blue
and then highlighted with Ultramarines
Blue, to which an equal quantity of Skull
White was added for the final highlight
stage. This was then given a glaze with
Blue Ink that had been thinned with
equal parts water.

An equal parts mix of Regal Blue and
Imperial Purple was then applied to the
section where the blue and purple met.




e  BINE DETAIL
The black undercoat on the scales and
tendrils was highlighted with an equal
f Dwarf Flesh and
os Black. This was then highlighted
with Dwarf
Flesh on its
own, before
a wash of
Black Ink
that had
been
thinned

parts water
was applied.

The mem
of the w

hiL,hla zhred \\ath
an equal p'n ts
mix of

Black and

Yy on its own
as the final
highlight stage.

aint the
spines and

Brown. Thn

was then

highlighted
with Bubonic Brown, followed by
Snakebite Leather, Ble Bone, and a
final highlight of Skull White.

FINISHING |
The tips of G

had already
been
applied.
rauch’s eyes
were painted using

ing amounts
Skull White were
then added to this
for successive
highlight stages.

The second eye was painted with a
b of Regal Blue to which

s given a coat of Gloss

Enchanted Blue
was added for

E ive
highlight stage,
finally highlighting
up to Enchar
Blue.

The third eye was

applied on its own.

The final

painted Blazing ( )1 ange
but with a highlight of
Golden Yellow ac
followed by

highlight of Skull W

had been varnished,

d down with Black Ink and
b *d with Bubonic Brown. To
finish patches of Static
applied.

was painted using
- Chaos Black and
*h equal parts Dwarf
dded for the highlight E
» painted with a basecoat
ting Flesh to which an equal part
dded for the
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ULES TOR FIGHT L CHAC

For the tribesmen living in
the Shadowlands of the north,
the lands of Chaos, there is no
_ greater glory than to become
recognised by the gods
. themselves and exalted above
' their peers. Though the risks
- are many and great, they are far
~ outweighed by even the
smallest chance of gaining the
Gods’ favour, for down that
path lies the chance of attaining
immortality.

ath to Glory came about with a
Pbuﬂch of us reminiscing about the

old Realm of Chaos books while
working on the new Hordes of Chaos
Armies book (ab, the beady days of the
likes of Lothar Bubonicus and Werner
Flamefist - ed). One of the coolest and
most characterful parts of Realms of
Chaos were the warband rules, but the
problem that I always found with them

B 3

Two warbands clash in the Chaos wastes.

T
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was that the warbands tended to
become quickly unbalanced. This was
fine in a way, and fun to play, but rolling
up a warband consisting of a couple of
Goblins and a few Beastmen, and
playing your mate who had two
Minotaurs and a flying Chaos Spawn —
well, sometimes that wasn't so much
fun. So, I set about trying to put
together a set of simple rules that would
enable small battles to be played with
Chaos warbands that had some of the
randomness of the Realms of Chaos
rules but was a bit more structured, so
you could play games with relatively
even forces.

While playtesting these rules, we came
to the general agreement that the
skirmish rules, as presented in the back
of the Warhammer rulebook, were not
particularly suited to the game and
made it a bit too slow, particularly when
your warband was quite large. So, I
decided to try out using just the normal
Warhammer rules, treating every model
as an independent character. It quickly

ANDS.

became apparent that to make the game
run a bit faster again, as well as making
it more tactical, more changes would
have to be made. We ended up making
only big creatures (like Ogres) and your
Champion count as independent
characters, while the other models
formed up into small skirmisher units,
or ranked up into regiments. Playing
with the normal Warhammer rules, these
games proved to be quick, fun and
bloody, and we have found that we
could easily play a game or two in a
lunch break.

Another way of looking at these rules is
as a way for all you budding Chaos
generals to start playing games without
having to have an entire army to begin
with. As your warbands and model
collection grows, you can slowly start to
put together an entire Chaos army.

Stop ranting and tell us how to start
your own Chaos warband, I hear you
say. Well, just follow these simple steps,
and start to gather the makings of your
own Horde of Chaos...




FOR]
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FAYOUR POINTS
Favour Points represent how much attention your Aspiring Champion is attracting
from the Gods of Chaos. The more battles he fights and mighty deeds that he and
his warband perform, the more attention he will attract. This correlates in game
terms in two ways. Firstly, Favour Points can be used to ‘buy’ new followers. They
are not so much mercenaries receiving payment from your Aspiring Champion, but
are the followers that are becoming artracted to the Champion’s warband as his
fame spreads. The second way that Favour Points are represented is to reflect the
number of gifts that the gods may boon upon the Champion. Keep an eye out for
next issue, where it will be explained how to gain additional Favour Points.

You begin the game with 35 Favour Points with which to attract followers.

[EP | - YOUR CHAMPION
Every Warband is led by a Champion of Chaos for free, and starts with the
following profile:

M WS BS S T W 1 A Ld
Champion 4 5 3 4 4 2 6 2 8

Equipment: Chaos armour, hand weapon plus choice a of any two items from
Equipment Table 1. May be given a barded Chaos Steed for 4 Favour Points.

; "'QTHEQK. ‘e

Choose which Chaos God the Champion
will follow: he can choose to worship
Khorne, Tzeentch, Nurgle or Slaanesh.
Alternatively, he may choose to worship

all the Gods equally and is said to follow 2D6 Eollower Number
Chaos Undivided. Before any game, a 2-3 Marauder D3
Champion of Chaos Undivided may Horsemen
choose to align himself with one of the
four Grc.ar.cr Powers, ora Ch;m}pion 45 Chigs DG
who is already worshipping a single god Founds
may choose to worship Chaos
Undivided. Champions may only ever 6-7 Marauders DG
make one such transition, however (this
could incite the rage of the god they
follow, which is not a wise thing to do!) 8:9 et D3
Warriors

10-11  Beastmen D6
There are two tables of followers. The
first table consists of the more common 12

Chaos followers, the second more rare
and more dangerous creatures. It costs 1
Favour Point to roll on the first table,
and 2 for the second. Remember to keep
a tally of how much Favour you have
spent. The dice roll determines what
creatures/followers have approached
your Champion and become available. If

Favour Points indicated.

fS OF CHAOS —
Pay 1 Favour Point to roll on this table

(The special rules and characteristics of all the following models can be found in
Hordes of Chaos and the Beasts of Chaos list featured later in this issue).

Favour Points

3

Roll immediately on Table 2 below. You may recruit what you roll at the

“Note that only one roll for equipment is made and all the warriors are armed
with the same weapon. le, if you recruit four Marauders on one roll, then only
one roll on the Equipment Table is made.

Equipment per model

Warhorse, light armour,
hand weapon+ roll on the
Equipment Table 1%

None

Light armour, hand weapon
+ roll on the Equipment
Table 1%

Heavy armour,
hand weapon + roll on the
Equipment Table 1%

Hand weapon + roll on
Equipment Table 1%

-

vou choose, you can then spend the
Favour Points necessary to recruit the
follower/s as listed in the Favour Points
per model column. On the other hand, if
vou cannot afford or do not wish to
recruit the follower/s that you have
rolled, you do not have to, For example,

as you like. If you choose not to recruit
any, those Favour Points that were spent
to roll on the table are lost, however,
and you must spend more points if you
wish to roll again on the table.

if you roll a 6 (Marauders) and then roll
a 3 (resulting in 3 Marauders) you may
choose to recruit none, 1, 2 or 3 of them

In addition, you may alter the number
you roll on the dice by one point in
exchange for a further Favour Point. For

example, if you rolled a 11, resulting in
Beastmen, you could spend 2 further
Favour Points to alter the dice number
to 9 so that you could ‘purchase’ a
Chaos Warrior, In this way, you could
spend your points on recruiting anyone
you come across, or spend extra points
to choose who you really want.
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o RS
L BEOUIPMEN'
Most followers attracted to a warband
will bring along some of their own
equipment. The equipment that they
start with cannot be swapped - they
will not give up their equipment and

Pay 2 Favour

(The special rules and characteristics of all the following models can be found in
' Hordes of Chaos and the Beasts of Chaos list featured in this issue)

! 2D6 Follower Number Favour Points  Equipment per model ; ; :
a ﬂ : will always keep their starting
R 2-3 Chaos : 1 7 Chaos armour, hand equipment, though they can be given
Sorcerer (re-roll for Khorne and Izeentch) weapon (Lvl 1 Wizard) additional items as the warband
4 Minotaur 1 8 Hand weapon + roll on BEQSTCSECS, ‘
Equipment Table 2 |

5 Chaos 1 ! Nothing
Daemon
Bloodletter, Plaguebearer, Daemonette, Horror or Fury dependant on aligned Chaos Power,

F EQUIPMENT TABLE |
(Additional rolls can be ‘purchased’

i ¢ 6-7 Chosen 1 3 Hand weapon + roll twice for individual models for 1 Favour

B | of Chaos on the Equipment Table and Point, re-rolling if ‘Nothing' is rolled.)
choose which you want

D6  Equipment

a4 8 Knight of Chaos 1 6 Chaos Steed, heavy armour,
| @ shield, hand weapon 1 Nothing
: ‘ | (S Ogre 1 6 Light armour, hand weapon 2 Great weapon (re-roll for
.l + roll on Equipment Table 2 Marauder Horsemen)
Bl 0 Cchuoston 1 9 Hand A

o | aos Tro and weapon
r 1 P k3 Additional hand weapon
| ._ 11 Chosen Knight 1 8 Chaos Steed, Chaos armour, (re-roll for Marauder
1 of Chaos shield, hand weapon Horsemen)
| 1 - - s
| 12 Chaos Spawn 1 11 Nothing 2 Flail

6

Throwing axe

| Chaos Spawn have the special rules for specific powers if the warband is aligned (re-roll for Beastmen)

| Lo one of the Chaos Powers — see page 27 of Hordes of Chaos.

e

PN E

g EOUIPMENT TARB :
(Additional rolls can be ‘purchased’
for 2 Favour Points, re-rolling if
‘Nothing’ is rolled.)

. | Before each game, organise your followers into small units. Units must have a Unit
i | Strength of at least 3 and will form into units with other models of the same type if
. | at all possible (so Marauders will always form into units with other Marauders as

i | long as there are at least 3 Marauders. If there is only 1 Marauder but also 2 £l

i : : : : i D6  Equipment

. | Beastmen then the three models will form into a single, mixed unit for the game).

i | Cavalry will only form into units with models of the same type, even if that means 1-2 Nothing
& | that they cannot form into units of Unit Strength 3. Models on foot always 3-4  Additional hand weapon
‘B | skirmish, while models on horseback, or on bases larger than 25mm, do not.

. Champions of Chaos, Chosen of Chaos and Sorcerers of Chaos all act as 5-6  Great weapon
ndependent characters. :

lay games with your warband using all the normal rules for Warhammer — combat
- resolution, Panic tests, etc. We found that tables about 4' by 4' were the perfect

S STEF 14— CET PLAYI

| size, with quite a lot of terrain scattered around. So there you have it — having followed

the steps above, you should have a
newly formed Chaos warband ready to
take on other warbands in an effort to
gain the attentions of the gods. On the
following page is my own Chaos
warband (go Slaanesh!) that I rolled up
and have started playing some games
with against other Studio members.

Having got the basics out of the way, in
next month’s update 1 will be
introducing rules for advancement so
you can start to see your Champion
become more powerful as he gains the
attention of the gods of Chaos. There
will be separate Advancement Tables for
the different Chaos gods, so that your
Khorne Champions are more likely to
become blood-crazed nutcases, or your
Tzeentch Champion more magically
inclined, for instance. So, until then,
happy bloodletting!

&IIDII\JH |I!E Dﬂl'i\' fﬂCCS a I]iipill}«' CI\JI]I ion O[ TZEI:I'I‘CI'I in ITII'II"J] combat,
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GAMES 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...

Free Gaming and Tactics Advice

All our staff are gaming veterans (after all it's what they do for a
living!). They can give you sound tactical advice and help you build 30 minutes with one of our members of staff you will see those skills

battle-winning armies and clear up most of your rules queries.

WHAT'S
IN STORE
FOR YOU?

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

Full Range of Products

Free Painting and Modelling Advice
No matter what your level of painting or modelling skill, if you spend

improved and might find out something you never knew.

In-Store Order Point

All our stores stock a full range of Warhammer, Warhammer 40,000 All of our stores are fitted with an in-store order point which you

and The Lord of The Rings games and models as well as all the
hobby materials you need to collect, build and paint your armies.

can use to get your hands on all of our specialist games products,
plus components and classic models to customize your armies.



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
opponent’s 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.

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 these players to play well into the evening.

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' Programme.

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

YOUR LOCAL STORE...

All our stores are staffed by friendly and enthusiastic Games Workshop hobbyists who are
always on hand to help you in any aspect of the hobby, from simple rules queries to how
to set up your own Games Workshop club! Every holiday period each store also runs a

whole series of exciting and fun events which will test
your gaming skill and expertise. So what are you
waiting for... come and visit your local store today!

To find out more about what's going on in your
local store, visit our Store Events web site on
www.games-workshop.co.uk/events or you can
find your local store in our list on the next two
pages and give them a call to find out what great
events they have planned for the future.



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.

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

AVON
GW BRISTOL (CENTRAL): 13 Broad Wair.
Tel: 0117 825 1533
GW BRISTOL (CRIBBS CAUSEWAY): Linil 128
(next to M&S), Uppar level, The Mali,
Tel: 0117 959 2528
HOGGOSAURUS TOYSTORE: 3 Waat Walk,
Yate Town Centre, Yate. Tel: 01380 723 B41
MAKIT: 20 High St. Ponishoad,
Tel: 01275 B4 751
BEDFORDSHIRE
GW BEDFORD: 10 Greyfriars
Tel 01234 273 663
GW LUTON: 12 Park Street. Tel: 01582 417 474
CUDDLERS: 16/18 Peacack Market,
Leighton Buzzard, Tal 01525 217415
BIRMINGHAM AREA
eGW BIRMINGHAM: 116 Corporation Streatl.
Tel 0121 235 7880
GW DUDLEY: Unil 36, Merry Hill Canira
Brierey Hill. Tel: 01384 481 818
GW SOLIHULL: B90 Warwick Road
Tel: (21 706 7997
GW WOLVERHAMPTON: Unit 38,
Mander Centre. Tai 202 310 468
GW WALSALL: Unit 27, Old Squ
Shaopping Cantra. Tal: 01
DIGITAL DRAGONS: Un , Suiten Shopping
Cantra, 65 South Parade, Sulton Coldlield
Tel: 0784 1637 793
ROY'S HOBBIES & TOYS: 155 New Rd, Rubery
Tol: 0121 453 3280
BERKSHIRE
GW MAIDENHEAD: 2 Blandy House,
3/5 King Street. Tel: 01628 621 854
GW READING: 111 Broad Strest Mall,
Tal: D118 952 BES3
GW SLOUGH: 10
Tol: 01753 575 675
CYBERDYNE: 638 Northbrook Street, Mewbury.
Tol: 01635 521211
HAMMICKS BOOKSHOPS: 42/43 Princess Square
Bracknell. Tel: 01344 488124
HAMMICKS BOOKSHOPS: 20/21 Peascod Sireat
‘Windsor. Tel: D1753 856 456
BUCKINGHAMSHIRE
GW HIGH WYCOMBE: Unit 29.
Tha Oclagon Centre, Tel: 01494 531 424
GW MILTON KEYNES: Linit 2
West End Extension, 504 Silbury Boulevard
Milton Keynes Shopping Centra,
Tal: 01908 680 477
TREATS (K.T. SALES LIMITED):
Princes Risborough. Tel: 01844 274 785
CAMBRIDGESHIRE
®GW CAMBRIDGE: 8 Bridge Stresl
Tel: 01223 313 350
®GW PETERBOROUGH: 3 Wentwaorth Streat,
Tel: 733 890 052
CITY CYCLE CENTRE: 7 Market St, Ety.
Tel 01353 G313
SPORTS & FASHIONS: 51 High 51, Hunlingdon,
Tl 01480 454 541
TOYMASTER KINGDOM: 15 Burlsigh
Cambridge. Tel: 01223 350386
WESTGATE DEPARTMENT STORE: High Sireat,
St Neots. Tel: 01460 473242
WESTGATE DEPARTMENT STORE: Church
Streat, Wisbech. Tel: 01536 203525
WESTGATE DEPARTMENT STORE: Park Road,
Petarborough. Tel: 01733 563151
CHESHIRE
GW ALTRINCHAM: Unit 1, 17 Graton Street
Tal: 0161 920 G896
GW CHESTER: 112 Foragate Streat
Tol: 01244 311 567
®GW STOCKPORT: 32 Mersey Square,
Tel: 01681 474 1427
ABC MODEL SPORT: 52 Mantwich Fid, Craws
Tel: 01270 505048
FUNFAYRE LTD: 5 Fillary Streat, Nantwich.
Tel: D1691 670545
R G MARSH LTD / THE HOBBY SHOP:
25 Church Strest, Runcoen. Tal: 01928 573614
CLEVELAND
GW MIDDLESBROUGH: Unit 23
33 Dundas Stiest. Tel: 01642 254 021
PEAK ELECTRONICS: 201 York Hd, Harllapool.
Tel: 01429 233 129
CORNWALL
GW TRURD: Unit 1, Bridgs House,
New =t Tel: 01872 320 047

High Strest

Cutverton Hill,

BRICKNELLS: 35 Forastreat, Bodmin,

Tel: 01202 277088

MAD FOR MINATURES: Unit 20, Markel House,

Market Hill, St Austell, Tol: 01726 72258
COUNTY DURHAM

GW DARLINGTON: 78 Skinnergate.

Tel: 01325 382 463

WINDSOCK MODELS: 5-7 Fore Bondgate,

Bishop's Auckland. Tel: 01388 608 766

CUMBRIA
GW CARLISLE: Unit 2, Earl:

Tel: 01228 538

1 Ad, Barrow in Fuiness.

O'LOUGHLINS'S: 44 Finkle Street, Kendal,

01530 4

ROBINSON'S MODEL SHOP: 103 Duke Steast,

Whitehaven. Tel: 01946 66525

TOYMASTER: Dunmail Park Shopping Cenfre,

Maryport Road, Workington.
DERBYSHIRE

GW DERBY: 42 Sadier Gate. Tel: 01332 371 657

D&E KNOWLES & SONS: 5 Market Stroet,

Buxton (1208 24203

FREARSONS LTD: 10 Bridge St. Balper.

Tel: 01773 823

SHAWES: 8

Tel: 01629 582482

DEVON

GW EXETER: 12 Parl

L Tel: 01332 420 305
wall Stroet.

8 Midas Court, Minerva Way,

Mawlan Abbot. Tel: 01626 333444
DICE ‘N" 56 High Stwaet. Totnes,
IODELS: 32 Rolle Street, Exmauth
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HONITON TOY SHOP: 85/87 High Straet,
Honiton. Tel: 01404 43

392 2039 30
9 Boutport Street,

W.GPILLAR & C
Tel 01803 8321

WINGS 'N" WHEELS: 4 Phosanix Lane, Tiverion,
Tal B84 24

DORSET
GW BOURMEMOUTH: 24 Post Office Roead
Tel: 01202 319 282

@ GW POOLE: Unit 12 Towngata Centra,

High Streat. Tel: O 34
BATTLE-SCAR: 551-553 Charminster Road
Bournemouth, Tel: 01202 258194
PURSUITS: Digby Road, Sherbome.
Tel: 01935 816072
RAZZAMATA
Tel 01305 7001
MERVYN'S TOYS & MODELS:
4 The Shopping Centre, Gillir
Tal: 01747 823 888

5t Albans Streal, Weymaouth.

ESSEX
®GW CHELMSFORD: Unit 4C, Phaso 2,
The Meadaws Centre. Tel: 01245 480 048
GW COLCHESTER: 2 Short Wyre Strest,
Tal: 01206 767 273
®GW SOUTHEND: 12 Southchurch Road.
Tel: 01702 461 251
GW THURROCK: Linit 4158, Level 3,
Lakeside Shopping Centre, Tel: 01708 867 133
B&M CYCLES: 13 High Street, Brentwoad.
Tel: 01277 2 42
GAME ON: 30 High Steeat. Saflron Walden,
Tel: 01793 506 070
MARGUEE MODELS: Uinit 73b
Thi Harvay Cantra, Harlow. Tel
TOYMASTER KINGDOM: Linit
Chelmsford, Tel: 01245 493355
TOYMASTER KINGDOM: § Culver 5t Wesl,
Colchester, Tel: 01206 544344
GLOUCESTERSHIRE
®GW CHELTENHAM: 15 Fittville Street,
Tal: 01242 228 418
GW GLOUCESTER: 35 Clarence Sireal.
Tel: (11452 605 023

1279 423334
7, The Meadows,

OMGFERETED STORES & INDEPENDENT STOCKISTS

White Dwarf magazine. Alternatively, there is a complete listing of all
the places you can buy Games Workshop products on our website

(www.games-workshop.com).

Just to be sure they will have exactly what you want in 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.

CYBERDYNE: 15 Union Street, Combil, Stroud.
Tel: 01453 767722
TOY ZONE: 7 High St, Tewkesbury,
Tal: 01684 285 776
HAMPSHIRE
GW BASINGSTOKE: 3 Potters Waik,
Wale Street. Tel: 01256 466 050
® GW PORTSMOUTH: 34 Arundeal Straal.
Tel: O3S BYG 266
GW SOUTHAMPTON: 23 East Straet
Tel: 02380 331 962
GW WINCHESTER: & 51 Gearges Slreel.
Tel: 01962 BEO 189
ALTON MODEL CENTRE: ¥a Mormandy Street,
Altan. Tel: 01420 542244
DARKSTAR: 135 Cava Foad, Farmborough,
Tal: 0252 376050
ESDEVIUM GAMES LTD: & Wallington Siraest
Aldershol Tal: 01420 82500
FAREHAM TOYS AND HOBBIES: Lini 23,
Fareham Shopping Centre, Fareham,
Tel: 01329 2 3
FOLLY MODELS:
Tal: 017 67 932
HOGGOSAURUS TOYSTORE: 20 Chantry
Cantre, Andover, Tel: D1380 723 841
PAUL'S HOBBY SHOP: 34 Wallingtun Way,
Waterfooville. Tel: 01705 258186
SOUTHSEA MODELS: 63 Albart Fload, Sauthsea,
Tel: 01705 733208
TOYS OF NEW MILTON: 71 Station Road,
Mew Milion, Tak: 014256 617806
TOYS OF RINGWOOD: 8 Tha Furlong,
Ringwaod. Tel: 01425 478444
HEREFORDSHIRE
HEREFORD MODEL SHOP: 4 Commarcial Fload,
Unian Street, Tet 01432 352808
REVOLUTIONS: 48 Broad 31, Ross on Wye,
Tal: 11989 562 639
MARTIN'S MODELS & CRAFTS: 25 Wesl S
Leominster. Tel: 01568 §13 782
HERTFORDSHIRE
®GW HEMEL HEMPSTEAD: 16 Bridge Stresl
Tol: 01442 248 752
GW ST ALBANS: 18 Hersitage Close, off High
Street. Tel: 01727 861 193
BOARDMANS: 14-16 Morth Street, Bishop's
Storfford. Tal. 01279 654 033
CHORLEYWOOD MODELS: 4 Lower Road,
Chorleywaod. Tel: 01323 284 313
COMICS UNLIMITED: Unit 11, The Arcade,
Letchworth, Tel: 01462 480018
HAMLINS: 221 High Street, Barkhamstad
Tel; 01684 591 117
K § MODELS: 19 Middla Row, Stevenage.
Tel: 01438 746616
MAINLY MODELS: 65 Harmitaga Road, Hitehin.
Tel: 01462 422204
MARQUEE MODELS: Unil 5, Tha Marques,
Rallway Streat, Hertford. Ted, 01992 504718
TOYSHOP: 25 High Street, Foyston,
Tel: 01763 243270
TOYS TOYS TOYS: 47 Howard Centra,
Welwyn Garden City. Tel: 01707 3891318
ISLE OF WIGHT
FUN, FACT AND FANTASY: 1-3 5t Johns Anad,
Ryde. Tol: 01283 617323
WIGHT WORLD OF WARGAMES:
14 Carisbraok Rrad, Newpor?
Tel: 01983 530200
THE SPORTS & MODEL SHOP: 9 Union 51,
Ryde. Tel: (1983 652454
KENT
GW BLUEWATER: Unil 0528,
Uppar Thames Walk, Bluswater, Greanhithe, Kenl.
Tel: 01322 427 680
®GW CANTERBURY: Unit 5, Iron Bar Lana.
Tel: 01227 452 880
*GW MAIDSTONE: 7a Pudding Lane.
Tel: 01622 677 435
GW TUNBRIDGE WELLS: 44 Camden Road
Tel: 01892 525 733
A.J. BLUNDELL & S0ON: 27 High Straet,
Sittingbourne. Tel: 01795 424 371
DEAL PRAMS: 30 Mill Hill, Daal.
Tel: 01304 366 080
GZ COMPUTERS LTD: 28 Country Sguare,
Ashford, Tel: 01233 653508
J. H. LORIMER LTD: 72a High Straet,
Sovonoaks, Tel: 01732 452840
KIT KRAZY: 303 The Broadway, Bexley Heath.
Ted: D208 2587

Iy Arcade, Palerslisld,

MANKLOWS: 44 Soal Hoad, Sevenoaks,
Tal: 01732 454952
TIME & SPACE: 20 High Street, Broadstairs
Tiel: 01843 B66006
THE STAMP CENTRE: 45 High 51, Gravezend
Tel: 01474 534166
WHITES: Stone St, Cranbraok. Tel: 01580 713298
LANCASHIRE
GW BLACKPOOL: 2 Birley Straat,
Tel: 01253 752 056
GW BOLTON: Unit 13, The Gate Centre.
Tel: 01204 362 131
®GW PRESTON: 15 Miller Arcade.
Tid: 01772 821 855
A & B GAMES
Tel 01257 3
ARTHUR BENN: 4 51 James St Bumley.
Tal: 31282 422 540
HAMMICKS BOOKSHOP: 46/47 The Spindles
Contra, Oidham. Tal: 0161 6205543
MERCER & SONS: 21-27 Morthgate, Blackbum
Tal: 01254 58700
RICHARD LANCASTER: 35-37 Qusen 51,
Maorecambe, Tel: 01524 410 304
TOYMASTER: Deansgate, Bollon,
TWIN SUNS: 125-127 Blackburn Roar,
Aceringlon. Tel: 54 GEEGES
WIGAN MODEL CTR: 58 Market St, Wigan
Tel: 01842 245 683
LEICESTERSHIRE
®GW LEICESTER: Unit 2,16/20 Sitver Strest,
Tel: 0116 253 0510
GW LOUGHBOROUGH: 22 Biggin Streel.
Tel: 01509 238 107
STEVE'S MODELS: Bullens Courlyard,
Mill Lane Mews, Ashby-de-la-Zouch
Tal: 01530 416827
LINCOLNSHIRE AREA
GW GRIMSBY: o Wast 51 Mary's Gata,
Teb: (1472 347 757
GW LINCOLN: Unit SUA, Saltergate (on outgids
af Watarside Cartre). Tal: 01522 548 027
ACCESS MODELS: 16 Market Place, Grantham.
Tel; 01476 592001
CASTALINE: 18-20 Upgale, Louth.
Tel: 01507 602149
G.T. COLLECTABLE CARDS: 8 Crown Walk,
Bourmna. Tel 01778 4226348
MASON'S MODELS: 20 New Road, Spalding.
Tek 01775 722456
TOYMASTER: The Sizte Buldin
Galnsborough, Tel: 01427 678000
WESTGATE DEPARTMENT STORE:
7 Market Place, Spalding.
MANCHESTER AREA
®GW MANCHESTER (CENTRAL): Unit Raz,
Mardsan Way Scuth, Amndale Centre.
Tel: D161 834 6871
GW MANCHESTER (TRAFFORD CENTRE):
Unit H2, Festival Village, The Trafford Gentra,
Trafford Park. Tel: 0161 747 2121
STEVE WEBB MODELS & HOBBIES:
80 Churel

7 Chapel Straet, Charley.

Chureh Slraat,

Sleet, Frodsham, Warrington,
25

TOYMASTER: &5 Silk Street. Leigh
Tal: 01242 671116
MERSEYSIDE AREA

#GW LIVERPOOL: 47 Lord Streel

Tal: 0151 258 1404
GW SOUTHPORT: Unit K2, Marble Place
Shepping Centre, Tel: 01704 501 255
GW WARRINGTON: Unit 20, Time Square
{near Currys). Tal: 01825 651 984
FIRESIDE MINIATURES: 208 Liscard Rd,
Liscard, Wallasey, Tel: 0151 691 1683
RS MODELS: 62 Telegraph Rd, Heswall, Wirral,
Tal: 0151 348 4363

MIDDLESEX

A BOVILL WRIGHT LTD:
Uxbridge. Tel: 01895 450 304

High Streat,




MILTON KEYNES

GW MILTON KEYNES: Unit 2, West End Extension,

504 Silbury Boulevard, Millon Keynes Shopping
Cantre. Tal; 01908 620 477
NORFOLK
# GW NORWICH: 12-14 Exchangs Street.
Tel: 01603 767 656
EMPIRE: 121 Norfalk Streel, Kings Lynn,
Tal: (11553 765 174
HUNSTANTON MODELS: 248 High Stroet,
Hunstanton. Tel: 01485 533324 / 834466
WESTGATE DEPARTMENT STORE: Vancouver
Cantre, Kings Lynn. Tel: 01553 760881
STARLINGS -TOYMASTER: 31/23 High Street,
Sheringham, Tel: 01263 322368
STARLINGS-TOYMASTER: 12 High Sirest, Holl,
Tel: 3713101
TOYMASTER KINGDOM: 15 Car Strast, lpswich,
Tel: 01473 253045
YOUNGSTERS WORLD: 282 Hich 51,
East Dareham. Tel: 01788 562 372
BLACKFISH GAMES: MNorth Walsham.
Tal: 01682 403 372
NORTHAMPTONSHIRE
GW NORTHAMPTOMN: 38 Frincess Walk,
Grosvenor Centre. Tel: 01604 636 687
GREEN ANGEL CARDS & GAMES: 155 Mill Floan,
Ketlering, Tek (1536 259 248
OQSBORNE SPORTS & TOYS: 118 High Streal,
Aushden, Tel 01933 312415
TOYMASTER: 41/13 Princes walk, The Grosvenar
Centra, Morthampton
TOYMASTER KINGDOM:
Tal: 01636 512507
WESTGATE DEPARTMENT STORE:
Street, Corby, Tol 01536 203525
NORTHUMBERLAND
FAIRPLAY: 14 Pudding Mews, Hesxham.
Tel; 01424 S0667E
NOTTINGHAMSHIRE
® GW NOTTINGHAM (CENTRAL): 34a Friar Lana,
Tel: 0115 948 0651
*GW WARHAMMER WORLD: Willow Road, Lenton,
Ted: 0115 816 8410
ACCESS MODELS: 43-45 Castla Gate, Mewark
Tel: 01636 673116
TOYMASTER: 43 Stodman Shteal, Mawark.
Tel: 01636 B11211
TOYMASTER: 45 Spa Lane, Retford.
Tet 01777 700320
TOYMASTER: 9 Bridge Court, Warksop,
Tk 01909 431330
ILKESTON CO-0P: 12 Sauth St, [lkeston
Tel: 0115 832 7777
MODEL BASE: 19 Gateford St, Worksop.
Tel: 01809 501 752
BRIDGE STREET MODEL SHOP: 12 Sndge 51,
Mansfiald. Tel: 01823 22215
PUZZLES PLUS: 15 Bridgaagale, Retlard.
Tel: 01777 FOBG28
OXFORDSHIRE
® GW OXFORD: 1A Bush Hause, Mew (nn,
Hall Street. Tal: 01365 242 182
DENTONS: 202 Tha Broachway, Dhdeal
Tel: 01235 816566
DENTONS: 1 High Streel, Witney,
Tel: 01233 704 979
TRINDER BROS: 2-4 Broad Sireet, Banbury,
Tel 01295 262 546
SOMERSET
GW BATH: 30 Upper Borough Wails,
Tolk: 01225 314 414
GRIFFINS GAMES: 9 Tha Conire,
Weston Super-Mare. Tel: 01834 420708
JUST FOR FUN TOYMASTER: 4C Ken Aoad.
Clevedon. Tel: D1275 341819
KRACKERS: 5 Bath Place. Tauntan
Talb: 01623 335057
THE ELLENBRAY PRESS: The Old Library,
Westway, Froma. Tel: 01373 462139
WELLS MODELS: The Old Chapel Bakery,
Union 5t, Wells. Tel: 01748 675 262
YEOVIL COLLECTORS CENTRE: |8 Hanrilord,
Yoovil, Tel: 01935 433720
SHROPSHIRE
GW SHREWSBURY: Unit 1, 2 Bridgs Streal.
Ted; 01743 362 007
FUNFAYRE LTD: 30 Church Straet, Oswestiry.
FUNFAYRE LTD: 7 Claramont Straet, Shewsbury.
Tel: 01743 233647
SANDA GAMES: 4 Alner! Place, Donnington,
Teltord, Tal 01952 676722
QUESTING KNIGHT GAMES: & Oid Bakary Fow,
The Parade, Wellington, Talford. Tel: 01952 417747
HOBBY HORSE: 52 Whitburn 5t, Bridgenarth.
Tel: 01746 766 659
STAFFORDSHIRE
#GW STOKE: 27 Stafford Strect. Tel: 01782 205 287
J.W. BAGNALL: 18-20 Salter Street, Stafford,
Tel: 01785 223348
THE OLD BELL: 9 Lower Gungate, Tamwaorth,
Tel: (1A27 310 320
TOO FAT GOBLINZ: Unit 5. The Colonade, East
Gate Strest, Staflord, Tel: 01785 244493

fands, Kattering

lizabetn

THE TOYBOX: The Mallings, Uttoxeter

* Tal 01883 565 357

SUFFOLK
GW IPSWICH: 2nd Floor, Debenhams,
Waterloo House. Tal: 01473 210 031
HALESWORTH TOY SHOP: The Tharoughfare,
Halesworth, Tel: 01986 B74270
HERESY & EMPIRE: 14 Undercliffe Road West,
Falixstowa. Tel: 01394 275556
MODEL JUNCTION: 10 Whitling 51,
Bury 51 Edmunds. Tal: 01284 753 456
TOY BOX: 32 Maw Market, Beccles.
Tel: 01502 712785
TOYMASTER KINGDOM: Gao! Lane, Sudbury.
Tel: 01787 372238
TOYMASTER KINGDOM: 62 Cormbill, Bury 51
Edmunds, Tel: 01284 761646
TOYMASTER KINGDOM: 58 Londoen R (Nordh)
Lowestol, Tel: 01502 565688
TOYTOWN: 8 Church Streel, Woodbrdge.
Tel: 01384 353170
WESTGATE DEPARTMENT STORE:
141 Landon Road, Lowerstaft. Tal 01502 512444
WESTGATE DEPARTMENT STORE:
Markat Flace, Diss.
SURREY
GW GUILDFORD: Linit 1, 9712 Tunsgate
Tel: 01483 451 783
GW WOKING: Unit 3 Cleary Court.
Tel: 01463 771 675
DORKING MODELS: 12-13 Waat Streat, Dorking,
Tal; 013086 881747
HAMMICKS BOOKSHOP: 12-13 Balfry Cir, Radnlll
Tel: 01737 770334
NASEEM: 58 High Streal, Walton on Thamas,
Tel: 09532 252560
TAYLORS TOYS & SPORTS:
10 Chipstead Valiey Road, Coulsden,
Tel: 0208 660 0710
THE TOY SHOP: 63 High Street, Reigate.
Tek: 01737 245300
SUSSEX AREA
S GW BRIGHTON: 7 Nile Streat. Tel: 01273 203 333
GW CRAWLEY: 11 Broadway, Tel: 01293 552 072
GW EASTBOURNE: 13 Terminus Road.
Tol 01323 641 423
BIG KIDS TOY SHOP: 2
Tel: 01323 809098
CHICHESTER TOYS: 53 South Street, Chichester,
Tel: 01243 TEBOSS
GENTLE GALLERY: 2 Sheily House, Bishapric
Horsham, Wast Sussex. Tel: 01403 258567
GENTLE GALLERY: 92 High Street, Steyning,
West Sussex, Tel: 01903 812033
HEATH MODELS & TOYS: 25 Sussex Hoad,
Haywards Heath. Tel: 01444 459785
IDEAL FOR KIDS: 13 Guildbourne Cantra
Worthing. Tal: 01903 208203
JADE MARTIAL ARTS: 7 Casllz Street, Hastngs
Tel: 01424 720 330
K C'S GAMES SHOP: 31 West Buildings, Worlhing.
Tel: 01803 237483
TRAINS MODELS AND HOBBIES: Unit 1,
Harfield Court, High Streel, Bognor Regis.
Tel: 01243 854727
TYNE AND WEAR AREA
®GW NEWCASTLE (CENTRAL): 63 Clayton Strest.
Tel 0191 232 2418
GW NEWCASTLE (METRO CENTRE):
Unit B4, First Floor (near the Medilerranean Village.
Tef: 0191 461 0950
TOYMASTER: 4 The Arcacle, The Matra Cenlg,
Gateshead
5.R. GLADSTONE & SON: 95 Godford 5t
Marth Shields. Tel: 0191 257 0336
COATS MODELS: 44 Market Place, South Shields,
Tek 0191 427 7644
WILTSHIRE
GW SALISBURY: 1B Winchaster Street
Tel: 01722 330 955
& GW SWINDON: 50 Fleet Straet, Tel: 01793 436 038
CYBERDYNE: 15 The Shires Centre, Trowbridge,
Tek 01380 859277
H DUCK: 114 High Street Marlborough.
Tel: 01672 512170
HOGGOSAURUS TOYSTORE: 29-30 Marvpor 51,
Devizes. Tol: 01380 723 841
RAW MODELS: 3-5 East Stroet, Warminster
Tel: 01985 215418
WARWICKSHIRE
GW COVENTRY: Unit 32, Upper Laval, Cathedral
Lanes Shopping Centra. Tel: 02476 227 311
GW LEAMINGTON SPA: 22 Park Straet,
Tel: D192€ 435 771

linton Place, Seatord

JOTO RAILWAYS & MODELS: 7 Lawrence Srenif St

Fugby. Tel: 01788 562 372

NUNEATON BOOKSHOP: 24 Albey Street,
MNungaton. Tel: 02476 242000

WAR GAME WAREHOUSE: & Qucens Arcads,
Muneaton. Tel: 02476 388883

WORCESTERSHIRE
GW WORCESTER: 4 Charles Streel.
Tel: 01905 816 707
ELECTRONIC DUNGEON: 4a Grzham Foad,
Great Malvern, Worcester, Tel: 01684 8315613
MODEL MAYHEM: 51 Bridgs 5t Evesham
Tel: 01388 421431
T.P ACTIVITY TOYS: Sevam Foad.
Stourport on Severn. Tel; 01298 872800
YORKSHIRE AREA
GW BRADFORD: 4 Piccadilly, Bradiord
Tal: 01274 730 430
GW DONCASTER: Unit 10, The Colonnades.
Tel: 01302 320 535
GW HARROGATE: 21 Baulah Streel.
Tak: 01423 564 310
GW HULL: 30 Paragon Street. Tel (1482 583 578
GW LEEDS (CENTRAL}): 12-16 Central Road
Tal: G113 242 0834
GW LEEDS (WHITE ROSE): Unit 280,
‘White Rose Canfre. Tel; 0113 272 3470
®GW SHEFFIELD (CENTRAL): 16 Fitzwiliam Gata.
Tel:0t14 2750114
GW SHEFFIELD (MEADOWHALL CENTRE):
Unit 918, High Street, Uppar Mall {next (o entranca
near Boots), Tel: 0114 256 2836
*GW YORK: 13A Landal. Tel: 01504 628 014
TOYMASTER: 54 James Strast, Bractord,
TOYMASTER: 78-B2 Tha Moor, Sheftield,
TOYMASTER: 199 Binglay Road, Shipley,
TOYMASTER: 47 James Street, Harmogate.
TOYMASTER: £/8 Market Hill, Scunthorpe,
Tel: 01724 271020
TOYMASTER: 4% Cryslal Peaks Shopping Centre,
Sheffield, Tel: 0114 247 5749
TOYMASTER: Maadowhall Shopping Cantre,
Sheffield, Tek: 0114 256 8979
TOYMASTER: 16 Market Stroet, Hudderstisld,
Tel: 01454 544664
MAGAZINE WORLD: 2-6 Caommercizl Siresl
Halitax. Tal: 01422 330547
MAYFAIR TOYMASTER: Wednesday Market,
Baverly, Hull, Tal: 0482 BE2777
SHERMANS MODEL SHOP: 14 Dunstal Stroet
Scunthorpe, South Humberside, Tal: 01724 842439
SPACE MYTH & MAGIC: 35-40 Gusan Strest
Scarborough. Tel: 01723 501821
WESTGATE DEPARTMENT STORE: Mddizion
Grangs Shopping Centre, Harlepool,
WESTGATE DEPARTMENT STORE:
17-25 High Street, Scunthorpe, South Humbarside.
Tel: 01724 281888
KITCRAFT: 2 Kendray Stroet, Barnslay,
Tol: (1226 205080
LONDON
GW BRENT CROSS: Unit F8. Lower Mall
(near Fanwicks), Brant Cross Shopping Centra,
Tel: 0208 202 4978
®GW BROMLEY: Unit 8 The Mall, Bromizy.
Tel: 0208 466 06TE
GW CROYDOM: Unit 35, Dvummond Canire
{outside the back of the centra), Keeley Road
Tel: 0208 680 4600
GW EALING: 520 5t Saviours Mall, Ezling
Broadway Canire, Tal: 0208 B40 0171
®GW ENFIELD: %5 Ganotin Road
Tel: 0208 363 3238
GW HAMMERSMITH: 161 King Street.
Tel: 0208 846 9744
GW HARROW: 296 Stalion Streel,
Tal: 0208 B61 2350
GW KENSINGTON: Shop 7, Lancar Squars
Kensington Church Street, Tel: 0207 837 7011
® GW KINGSTON ON THAMES: 33 Fife Aoad
Tel: 0208 542 5224
GW LONDON (OXFORD ST): Unit F1d,
The Plaza Shopping Centre, 1st floor,
116-128 Oword Streat. Tel: 0207 436 0839
GW RICHMOND: Lind 8, Westminster House,
Hew Road. Tel: 0208 948 6122
GW ROMFORD: 12 Quadrant Arcade.
Tel; 1708 742 140
GW STAINES: 52D Elmsleigh Centra
{at back of M&S). Tel: 01784 460 675
GW SUTTON: Uinit 24, Times Squarne
Shopping Cenire, Tal: D208 770 3454
GW WATFORD: Unit &, 14 Queen Strest,
Harlequin Centre. Tel: 01823 245 388
FREDERICK BECK LTD: 22-26 Camdan Passage,
lshinglon. Tel: 0207 226 3403
HARRODS: Knightsbridga.
JOHN SANDERS: 77-79 High Street, Ruislip.
Tel: 01595 634848
LEISURE GAMES: 91 Ballards Lang, Finchiey
Tel: D208 346 2327
TOYSTOP: 377 Upper Richmond Road Waet,
East Sheen, Tel 0208 876 5220
WESTGATE DEPARTMENT STORE:
145 High Street, The Harlequin Centre, Watford.
ELYS: 15 5t Georges Hd, Wimbladon,
Tel; 0208 946 3131
ROSSIS OF LONDON: 265 Chingford Mount Rd,
Chingtord. Tel: 0207 528 1920
TOY CITY: Unit 62, Woodgreen Shopping Cenire.
Tel: 0208 8510770

TOYSTOP CLAPHAM JUNCTION: 75 5t Jahns

Road, Clapham Junclion, Tel: 0207 2288079

TOYSTOP PUTNEY: 377 Upper Richmond Road

West, East Sheen. Tel: 0208 876 5229

WALES

GW CARDIFF: 31 High Streot. Tol: 02520 644 17

GW NEWPORT: 25 Skinner Street

Tel: 01633 258
e GW SWANSEA

Tel 01732 4632 369

ACME COMPUTERS: 210 High Str=at, Bangar,

Gwynad LLS7 1NY, Tel 01248 371457

ALBATROSS: 28 Pler st, Abervstwyih, Dyfed

Tel: 01870 617836

ARTISTS CORNER: 7 Beaufor! Sq. Chepstow,

Tel: 01281 627 333

BRITE IDEAS: Unit 1, Bank Streal, Wrexham.

Tel: 07978 75B451

J. CLARK TOYS & GIFTS: 1315 High 51, Biscon

Tel: 01874 622 BES

SCOTLAND

®GW ABERDEEN: Uinit 1, 30:0 Upper Kirkgate.

Tzl 01224 621 2681

GW AYR: 10 Arran Mall. Tel: 01282 610 673

GW BRAEHEAD: 115 Brashead Shopping Centra,

King Inch Road. Tel: 0141 BBS 9440
®GW DUNDEE: 110 Commercial Strest,

Tel: 01382 302 382

GW EDINBURGH: 138 High Streat

Tel: 540

GW EAST KILBRIDE: 4 Righead Gata,

{at the k

GW FALKIRK

Princess Way

MARIONVILLE MODELS: 42 Tum H
Edinburgh, Tel: 01313 177010
gh 51, Kinross.

=e Foad,

Dingwall, High
STATIC GAMES: Argyle Markal, 42 Argyle Strest,
Glasgow, Tok 0141 2265414

CHANNEL ISLANDS |
ALADINS CAVE LTD: Les Canus Aoad, Capelles, |
Jersay, Tek 01481 7.
CAROUSEL: 1l ial Arcade,
81 Paters Port, 01481 721721
THE LITTLE SHOP: 12 Conway Stroet, St Helier,
Tel: 01534 732187

NORTHERN IRELAND
GW BELFAST: 704 Castle Court (towards back of
the Centra). Tel: 02530 23 38 84
TRASH: 12 Waterloo St Derry. Tel: 02671 372124 |
EIRE B
GW BLANCHARDSTOWN: Unit 249a,
Blanchardstown Shopping Centre, Dublin, |
Tel: 01822 3868 1]
GW DUBLIN: Unit 3, Lower Litfey Strael 3
Tel: 01872 5731
GAMER'S REALM: Unit & The Comer Stora,
Middie Strest, Galway, Tel: 00353 91563006
IT*S MAGIC: Unit 223, Eyre Square Shopping
Cantra, Galway, Tel: 00353 21 563313
KILLARNEY MODEL RAILWAY: Beach Foaad,
Kilarney. Tel: 064 24000
NODDY'S: The Gormn Markal, Cork.
Tel: 00353 214 2755946
PICK & SAVE: Unit 7 Longwalk Shopping S, 3
Dundalk. Tel: 042 8327358 B
THE GATHERING: 43 Lower Gerald Griflin Street,
Limerick, Tel: 061 315133
THE HOBBY SHOP: 852 The Quay, Waterford
Tal: 051 852227
INTERNATIONAL ACCOUNTS

SOUTH AFRICA

WIZARDS WAREHOUSE: Lawer Leval, Edan Mall
Van Ribeeck Avenue, Eden Vale. s
Teb: 0027 21 683 D360 '_
ESSWEX RETAIL: Shop 204, Marl
Shopping Gentre, Corner of D atan Drive &
Lawley Avanue, Roosevell Park, Johannesbierg,
Tel: 0027 11 8883619 o
MALTA &
ICON LTD: 83. Trig Misrah [I-Barriari, Msida. |

Tel: DO356 227388
GREECE
FANTASY SHOP: 3 Septemvriou 103, Alhens
10434, Tel: 00301 8231072
UNITED ARAB EMIRATES

HOBBYLAND TRADING: 70 Box 26488, Dubal
Tel: 0037 14 3493326
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This month the Imperium strikes
back. Imperial Priestly delegations
can strike religious
fervour into the troops
they accompany,
whilst Ordo
Malleus
Inquisitors have
arrived fo deal
with the threat
of Chaos!

Battle army list in the first Chapter
Approved compilation, players of
other Imperial armies have been asking

which list they should choose their
priests from. Well, as the Sisters of
Battle list represents an entire
Ecclesiarchy force going to war, there
are bound to be a few differences
between its characters and those
accompanying other Imperial armies,
most notably the use of Faith Points and
also some specific Ministorum wargear.

since the release of the Sisters of

Eldar Guardians are confronted by a Catachéan Veteran

CHAPTER APPROVED

TER API

BY ANDY HOARE, PHIL KELLY & ANDY CHAMBERS

Greetings Citizens, and welcome to Chapter Approved. Scrivener Hoare has put the final
touches to his treatise on Priestly Delegations, allowing you to accompany your forces
with the Missionaries, Confessors and Preachers of the Ecclesiarchy. Also included for
your perusal is Adept Kelly’s preliminary report on the Imperial Inquisition and their

minions. Emperor be praised!

ESTLY DELEGATIONS IN IMPERIAL ARMIES by Andy Hoare

On the next few pages you will find a
new Heroes of the Imperium entry. This
replaces the entry for Missionaries,
Confessors and Preachers from the
Heroes of the Imperium list in the
Warhammer 40,000 rulebook. These
entries may be used by Imperial Guard
armies, but not by Space Marines
armies who view the servants of the
Ecclesiarchy with scorn. This delegation
represents the sort of priests who would
accompany an Imperial army on a grand
crusade, or tend to the spiritual needs of

'squad led by an Imperial Qonfeqsm

a garrison force. They don't have access
to the most revered artefacts, as do the
priests accompanying an Ecclesiarchy
war of faith, but are still, however, a
highly worthwhile addition to an Imperial
Guard army.

These priests use the Ministorum Auxilia
armoury. This differs slightly from the
Ministorum armoury found in the
Chapter Approved compilation, and the
differences are noted under each item.
These priests do not generate or use
Faith Points.
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WARGEAR SINGLE-HANDED WEAPONS TWO HANDED-WEAPONS I
Bionics 10 pts Blade of Admonition Axe of Retribution i
Carapace armour (Save 4+) 10 pts (Missionaries and Canfessors only) 15 pts (Missionaries and Confessors only) 20 pts

Flak armour (Save 5+) 3 pts Bolt pistol 3 pts Bolter 2 pts

Frag grenades 1 pt Brazier of Holy Fire Combi-weapons:

Rosarius (Missionaries and Confessors only) 15 pts Bolter-flamer 10 pts
(Missionaries and Confessors only) 25 pts Close combat weapon 1 pt Bolter-grenade launcher 10 pts

Krak grenades 2 pts Laspistol 1 pt Bolter-plasma gun 14 pts
Master-crafted weapon 15 pts Plasma pistol 10 pts Bolter-meltagun 15 pts
Melta bombs 5 pts Power weapon 10 pts

Purity seals 5 pts

Priests choose their wargear from the
following selection rather than from the
list of the army they are accompanying.
Priests may pick up to two single-
handed weapons, or one single-handed
and one two-handed weapon. You may
pick up to a further 100 points of
wargear for each Confessor and
Missionary. Preachers may have 25
points of wargear. You may not take
duplicate items for the same model. All
wargear and weapons must be
represented on the model. Those items
unique to priests are described below,
the remainder may be found in Codex:
Imperial Guard.

T A TR A T TR T T Py T P B TR VAT LU TR A




i
‘:

&

42 CHAPTER APPROVED

FATR TR R AR AR A TTA TR AL

T R L L e T S R R R T R R L I R L M T R T

MINISTORUM AUXILIA WARGEAR

AXE OF RETRIBUTION: An Axe of
Retribution is modelled upon the Axe Of
Chalcydon that was carried by Saint
Jason when he crushed the Eldar on
Huale. It has a massive double-bladed
head on which is etched the holy words
of the Imperial Creed. An Axe of
Retribution must be wielded in both
hands, and so may not be combined with
an additional close combat weapon for
an extra attack. An Axe of Retribution
counts as a power fist in all respects.

BLADE OF ADMONITION: The Blade of
Admonition is made from the finest
metals and is polished to a mirror finish.
Those who look at the blade are said to
see their true selves. The blade ignores

Armour saves like a power weapon. If
the bearer is on the winning side in an
assault, and losers have to take a Morale
test, then a further modifier of -1 applies
to their Ld.

BRAZIER OF HOLY FIRE: This holy
artefact is said to light the faces of the
faithful and leave the impure shrouded in
darkness. In battle the Brazier can be
wielded like a weapon in close combat
and contains enough fuel to spray a jet
of flames at the enemy. The Brazier of
Holy Fire counts as a close combat
weapon. In addition, it may be used once
per battle like a heavy flamer. All of the
normal rules for a heavy flamer apply.

PURITY SEALS: If a model wearing
purity seals falls back, roll one extra D6
for fall back distance (usually 3D6
instead of 2D6), and then discard the roll
of your choice before seeing how far
they fall back. If a model with purity seals
is part of a unit then this ability applies to
the whole unit, not just the model with
the purity seals.

ROSARIUS: A Rosarius is a badge of
faith that incorporates a powerful
conversion field which protects its wearer
from harm. A model with a Rosarius gets
a 4+ Invulnerable save that may be
taken instead of the model's normal
Armour save.

ELITES: 0-1 PRIESTLY DELEGATION

TR

0-1 PRIESTLY DELEGATION

45 points for a Confessor or Missionary, 10 points for a Preacher.

Confessors are fiery individuals whose powerful oratories can stir a populace to rebel
against a heretic lord or persuade an army to surrender to the mercy of the Emperor
(which is short and bloody). Confessors often act as advisors to Imperial Guard
colonels, planetary governors and sometimes with special Ecelesiarchy dispensation,
they even lead Wars of Faith against the sworn foes of the Emperor’s light,

There are many types of missionary, from the young fervent hopefuls who spread the
word of the Imperial Creed with little guidance and support from the Adeptus
Ministorum, to the ancient, wise and toughened members of the Missionarius Galaxia.
These individuals are at the forefront of the Imperium’s expansion, accompanying the
crusading armies as they discover new worlds and push back the frontiers of the
Emperor’'s holy domain.

Preachers are sometimes known as Defenders of the Faith, as they and their
followers often form the first line of defence against insidious Chaos and Genestealer
cults or other heretical sects. Preachers lead their brethren into battle, inspiring them
with their passionate oratory even under the heaviest attacks of the enemy.

Pts/model WS BS S T W I A Ld Sv
Confessor 45 4 4 3 3 2 4 3 8 -
Missionary 45 4 4 3 3 3 4 300 9L
Preacher 10 3 3 3 3 1 3 2 8 -

Number: 1-5

Options: Priests may be given any equipment allowed by the Ministorum Auxilia
armoury.

SPECIAL RULES

Fanatical: A Confessor, and any unit joined by him, may re-roll any missed close
combat rolls to hit in the same turn as he charges into an assault.

Squad Members: You must assign each priest to a squad or Command section (not
including vehicles) in your army. No more than one priest may be assigned to any one
unit. The priest may not leave the unit he is assigned to. No priest may be an
independent character. However many priests you include, they only count as a single
Elite selection. Adherents to the Imperial Creed are highly intolerant of those they
regard as impure, and so may never join Ogryn or Ratling squads, or any other weird
mutant units we may introduce in the future.

Priests and unit special abilities: If a priest joins a unit that has a special ability, for
example a Preacher joining a Storm Trooper squad, that unit will not be able to use
that ability. There are a number of squad types this could apply to, for example, if a
Preacher accompanies a Storm Trooper squad then the squad will not be able to
deploy using the Deep Strike or Infiltrators scenario special rules; if a Missionary
accompames a Deathworld Veterans Patrol squad then they would lose the ability to
deploy using the Ambush special rule.
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' USING INQUISITORS IN WARHAMMER 40,000

The Inquisitors of the Imperium of 40,000 battlefield has appealed to with a look at some of the concept il
Mankind have long been an integral part Games Developer and player alike. With models put together for playtesting i
of the Warhammer 40,000 universe, and work on Codex: Daemonhunters purposes. ‘1|
despite the fact that only the rarest and continuing apace, we have generated s A : i
most skilled of individuals attain the rank  detailed rules for the use of Ordo Inguisitors and their retinue of |
of Inquisitor, their reach is long indeed. Malleus Inquisitors in your games, and henchlmeGn sy beé'eédefié“ any Codex:

As a result, for many years the concept have taken the opportunity to publish a Imperial Guard or Codex: Space

of fielding Inquisitors on the Warhammer  preview of what we have in mind, along Marines army as Elite choices.

“ELITES: ORDO MALLEUS INQUISITOR

|
il
{

|

ORDO MALLEUS INQUISITOR 20 pts 95
Ptsf/model WS BS S T W | A ld Sv \

Inquisitor 20 4 4 3. on3iERiea s R e s §

Number per squad: 1

Options: An Inquisitor may be given any equipment allowed from the Daemenhunter
armoury (Designer’s Note: As these are preview rules, players may use the Codex:
Space Marines armoury until Codex;: Daemonhunters is published).

SPECIAL RULES
Retinue: The Inquisitor may be accompanied by 0-6 henchmen.

Transport vehicle: The Inquisitor and his retinue may be mounted in a Rhino at an
additional cost of +50 pts; a Chimera at +70pts, or a Razorback at an additional cost
of +70 pts.

Independent Character: The Inguisitor and his henchmen are treated as a single unit
during the battle. However, if the henchmen are killed, the Inquisitor becomes an
independent character again and is free to join other units.

Inquisitiorial Henchmen
Although some Inquisitors prefer to work alone, it is common practice for an Inquisitor
to surround himself with exceptional individuals. Many of these he has encountered
on his ceaseless quest to protect Humanity, but such is the power of the Inquisition
that every citizen of the Imperium is his to command should he require them.
Ocoasionally, an Inquisitor will have need of an astropath to convey an urgent piece of
information, or a cyber-warrior to reinforce his strength on the field of battle. Those
who excel in their role find themselves a permanent member of the Inquisitor’s staff.
Imperial records show that at one point Inquisitor Tannenburg had more than three
hundred individuals in his employ, albeit scattered throughout the Segmentum
Tempestus, Generally though, an Inquisitor will have a small entourage of those he
has deemed most useful for his current mission, accompanying him across countless
light years on his quest to bring light to the darkest corners of the galaxy.

An Inquisitor may take Inquisitorial henchmen as a retinue. Note that the Inquisitor,
and any henchmen he may have, only take up one of the appropriate slots on the
Force Organisation chart. They form a single unit and obey all normal unit coherency
rules. An Inquisitor may take up to 6 henchmen, but can have ne more than three
henchmen of any one type in his retinue. Victory points are counted per henchman,
they do not count purely as upgrades to the Inquisitor himself regardless of their
function. Therefore, if the enemy player killed two of the Inquisitor’s Hierophants, he
would get +16 VPs as normal.

Any characteristic increases an Inquisitor may benefit from remain in effect even if the
henchmen that afforded the increase is removed from play. All henchmen have the
following characteristics unless otherwise noted.

Pts/model WS BS S T W | A Ld Sv
Henchman varies 3 3 3 3 1 3 1 8 6+

Equipment: A variety of armaments that range from digital weapons to holy staves.
Treat them as being equipped with a laspistol and a close combat weapon unless
stated otherwise in the model's description.
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The Familiar 8 pts
(Cherubim/Servo-skull/Psyber-eagle)

Inquisitors are occasionally accompanied by Familiars attuned to their telepathic
signature. These strange constructs not only boost his alertness to danger but also
act as psychic conduits; an Inquisitor accompanied by a Familiar can bend his
indomitable will to the task of destroying the daemon without fear that his psyche will
fall to its claws.

The most common of these bizarre constructs is the servo-skull. These are builft from
the craniums of Imperial servants, and are given motive force by small anti-grav
motors. Inquisitors have also been known to use genetically and cybernetically
enhanced Familiars that are symbols of purity or vigilance, such as the eagle,
cherubim or raven. These psychic-symbiotes are mentally linked to the Inquisitor, and
he can command them, see and hear with their senses and even attack with them
should the situation become desperate.

If an Inquisitor has one or more Familiars in his retinue, he benefits from +1 Initiative.
For each Familiar the Inquisitor has in his retinue, he gains one randomly determined
power from the Minor Psychic Powers list in the Chapter Approved Compilation. When
the Inquisitor is removed from play, any Familiars he may have had are also removed.
If the Familiar is removed, the Inquisitor’'s psychic powers are unaffected. Familiars
volume ' count as having a single close combat weapon.

The Hierophant 8 pts
(Castigator/Ecclesiarchy Priest/Exorcist)

The Inquisitor knows full well that faith is both his best armour and his most potent
weapon against the daemon. Although his own faith in the Emperor is unshakeable,
he is accompanied by the most devout and pious of holy men, their abjurations
bolstering his own holy prayers. Any daemons able to hear these catechisms find their
tenuous hold on reality dissolving: to the abomination, a litany of purity is far deadlier
than any sword.

If an Inquisitor has one or more Hierophants in his retinue, he benefits from +1
Leadership. Daemons wishing to assault a unit including a Hierophant must take a
Difficult Terrain test. If the Inquisitor has two or more Hierophants in his retinue,
Daemons within 8" of the unit are at -1 Ld in addition to other modifiers.

The Acolyte 8 pts
(Interrogator/Explicator)

The Inquisitor is hardy and wise, having survived long enough to begin training likely
prospecis to follow in his footsteps. Typically having been active in the field for over a
century, an Inquisitor only accepts Acolytes once he is certain he has mastered the
skills of his calling. His charges hang on his every word, hoping some day to attain
the status of their mentor. All aspiring Inquisitors must start in the lowly rank of
Explicator, where they learn how to extract information using physical pain and the
tools of the torturer; after all, they are not known as the Inquisition for nothing. Those
few who survive to make the rank of Interrogator are both capable and strong, for only
the most skilful survive the duty of accompanying their mentor on the field of battle.

If an Inquisitor with an Acolyte henchman suffers a wound, he may allocate the wound
to the Acolyte. This must be done before any saving throws are attempted.

An Acolyte may be given 15 pts of equipment allowed from the Daemonhunter
armoury (Designer’s Note: As these are preview rules, players may use the Codex:
Space Marines armoury until Codex: Daemonhunters is published).

The Mystic 6 pts
(Astropath/Warp-Seer/Sanctioned Psyker)

Only a tiny number of human psykers are judged psychically strong enough to
accompany their daemon-hunting masters to the batilefield. These unfortunate few
are employed mainly for their precognitive abilities, a capable Mystic being able to
sense the presence of the daemon before it disgorges itself into the material plane.
Often found in the retinue of Inquisitors that lack psychic abilities of their own, trained
psykers can fulfil the role of bloodhound, advisor, psychic shield or, in the case of truly
unscrupulous Inquisitors, bait!

If a unit of Daemons or a Deep Striking unit enters play within 4D6" of an Inquisitor
with a Mystic henchman, both he and his retinue may immediately take a ‘free’ shot at
them. These shots are taken before the enemy unit moves, as an exception to the
normal turn sequence. Aside from this, the normal shooting rules apply. If the
Inquisitor has two or more Mystics in his retinue, he may nominate one unit with a
model within 12" of him to immediately take these 'free shots at the enemy unit that
has entered play instead.
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The Warrior : 10 pts
(Gun-Servitor/Combat-Servitor/ Imperial Guard Veteran)

The Inquisitor has an affinity for martial actions and a fine appreciation of the value of
ranged firepower. He has trained extensively in both ranged combat and close
assault, and ensures he is well equipped fo combat the minions of the daemon as
well as the daemon itself. He is invariably accompanied by accomplished and well-
armed Warriors, capable of laying down covering fire as their master singles out his
guarry. These Warriors range from experienced, hard-bitten Imperial Guardsmen to
Gun-Servitors, cybernetically altered to such an extent that they are more weapon
than man.

The Inguisitor gains +1WS if he has any Warriors in his retinue. All Warrior henchmen
have BS4, a 4+ Armour save, a hellgun, targeter, and both frag and krak grenades.

A Veteran Guardsman may exchange his hellgun for the following weapons:

hellpistol and close combat weapon at no extra cost, shotgun at no exira cost, flamer
at +10 points, plasma gun at +10 points, melta gun at +10 points, grenade launcher
at +10 points.

Gun-Servitors must exchange their hellguns for one of the following weapons: multi-
melta at +25pts, heavy bolter at +15pts, power fist and close combat weapon at
+15pts, one Gun-Servitor in each henchmen retinue may exchange their hellgun for a
plasma cannon at +35pts or a heavy flamer at +15pts. Gun-Servitor

The Sage 10 pis
(Autosavant/Lexmechanic/Calculus Logi)

Inquisitors typically have at least one savant on their staff, as their augmented ability
to store and process vast swathes of cogent information is of paramount importance
in tracking and discovering the daemon. But their uses are by no means limited to
civilian roles. Also known as Calculus Logi, a savant or Lexmechanic is extremely
adept at calculating trajectories and firing angles. They can process battlefield
information faster than even the most advanced cogitators, and their expertise in
predicting enemy movements is invaluable to a militant Inquisitor.

If accompanied by a Sage, the Inquisitor benefits from +1BS. Furthermore, if he has
more than one Sage in his retinue, he or a member of his retinue may re-roll a failed
to hit roll during the Shooting phase although he must accept the second result.

OK, that’s it for this month. If you have any comments or observations on the
rules for these scions of the Imperium, feel free to write in to the usual address
and let us know.

T & - !
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An Ordo Malleus Inquisitor purges Demonettes of Slaanesh.
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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 The Lord of The Rings products.

A full list of all Games Workshop stockists is available on our website: www.games-workshop.com

BENELUX

' GW AMSTERDAM: Rokin 36. =: 020 622 3863

GW DEN HAAG: Schoolstraat 12b, 2511AX Den Haag.
GW HAARLEM: Gierstraat 29, = 023 551 7677

GW ROTTERDAM: Van Oldenbarneveltplaats 452

=« 010 280 0268

GAMES-N-US, Diezerpoortenplas 38, 8011 VX Zwolle, Holland.
=: (138 421 6385.

SPELKWARTIER ARNHEM, Nieuwstad 34-36, Arnhem.
@: (126 3517 669.

SPELLEKIJN VOF, Voorstreek B4, 8911 th Leeuwardan.
=: 00 31 58 213 1112

THE LONELY MOUNTAIN, Nationalestraat 29, Antwerpen
=: (13 2260 401.

ATOMIK EINDHOVEN, Niguwstraat 7c, Eindhoven, =: 040 2963 299.

ATOMIK SITTARD, Stationsstraat 19, Sittard. = 046 4515 074.
BIJENKORF, Dam 1, 1012 JS, Amsterdam. =:020 621 8080

BLEIJENBERG INTERTOYS, Theresiastraat 280-284, Den Haag.
= 070 3473 120.

BLOEMENBOETIEK HERMIEN, Nassaustraat 68, Roermond.
=: (47 5316824,

BOOKERS & STRIPPERS, Boterstraat 19, Alkmaar.
@ 072 5121 916

DE SAGE, Rhenanialaan 7A, Alphen A/D Rijn. =: 017 2491 280.
DE TREINENHOEK, Botter 44-15, Lelystad. =: 032 0253 160.

DE VLIEGERSHOP, Haarlemmerstraat 37, Leiden. =: 071 5132 783.

ELF FANTASY, Oude Grachi 194, Utrecht. =: 030 2817 157
FANTASIA, Kerkgracht 41, Almere Haven. =: 036 5316 017

HARSKAMP HOBBYCENTRE B.V, Lievevrouwestraat 23,
Bergen Op Zoom. =: 016 4210 887,

. HET LABYRINTH, Langstraat 176. Tilburg. =: 013 5443 700.

HET OUDE RAADHUIS, Langstraat 25-27, Wassenaar,
=, 70 5113 889,

HOBBYMODELBOUW DORDRECHT, Voorstraat 360 , Dordrecht.
= (78 6312 711.

KRIKKE'S HOBBYSHOP, Nieuweweg 22, TE Groningen,
=; 50 3129 314.

MODELBOUW BLIEK, Boschstraat 23, Breda, =: 076 5218 596,

MOENEN & MARIKEN, Van Welderen straat 70, Nijmegen,
= 24 3236 119.

SPELDORADO, Hippolytusbuurt 21-25, Dalft. =: 015 2134 516.
SPELLENWINCKEL, Mooierstraat 19, Amersfoort, =: 033 4700 322

~ SOMBERG MODELBOUW, Grotestraat 136, Almala,
=: (054 6812 981.

THE GAME KEEPER, Hartenstraat 14, Amsterdam.
= (206381 579.

THE LONELY MOUNTAIN, Overpoortstraat 116, Gent.
= 09 2200 017.

THE LONELY MOUNTAIN, Parijsstaat 116, Leuven. = 01 6239 808.

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

TWILIGHT ZONE, Voorstraat 432, Dordrecht. = 078 6319 336.

TWILIGHT ZOME, Koningi 0 218, A i
= ()20 4708 §55.

VAN DE WAL SPEELGOED VOF, Nieuwe Markt 70, Gouda,
=; 118 2631 882,

VLIEG-ER-UIT, Brusselsestraat 70, Maastricht, =: 043 3251 653.
WIZARD, Haverstraatpassage 40, Enschede, =: 053 4305 743.
BAKX MODELTREINEN, Laarderweq 3, Bussum. =: 035 6318 410.

BOEKHANDEL FANOY, Markt 51, 4331 LK Middelburg, Halland.
= 0118 886 887.

CEDILLE SPEELGOEDWINKEL, Gelderlandplein 67, Amsterdam,
= 20 6162 694,

NORTHE

CONECT'R, Gasthuisstraat 47, 3200 Aarschot, =: 0165 68830

DE BOEKENHALTE, Assendordenstraat 103, Zwolle,
= (38 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 /D VIIVER BV, Oude Kerkstraat 7, Sluis. =: 011 7461 383.

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

FANTASYWORLD, Sumatrastraat 41, Den Haag. =: 070 3555848,
GOBLIN, Brabantplein 16A, Uden. =: 041 3270 662.
HET GANZEBORD, Parlevinker 58, Amstelveen. =: 020 6412 552,

HOUNJET SPEELGOED, Burg. Cortenstraat 18, Maastricht.
= 043 3636 778.

I.J. VAALBURG, Pernastraat 31, Castricum. =: 025 1652 216.
INTERTOYS, Dracht 73/75, Heernveen. = 0046 513 654 394

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

INTERTOYS ZWILINDRECHT, Hat Van Holland 75, Zwijndrecht.
=: 078 6128 306.

INTERTOYS OOSTERHOUT, Arendshof 223, 4901 ND, Dosterhout,
= 0162 471070

JADIN, Markt 58, Roosendaal. =: 016 5557 864,
KNIBBEL COMICS, Niguwstraat 38, Deventer, =: 057 0616 &79.
MAGIC FRIENDS, ST. Aagtenstraat 26, Leiden, =: 071 5130 522.

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

MODELBOUW LUTHART, Oude Markt 7A, Venlo, =: 077 3542 GBS.
MODELBOUW V/D GOOR, Heistraat 89, Helmond, =: 048 2551 704,

MODELBOUWCENTRUM HAARLEM. Generaal Spoorlaan &,
Haarlem. =: 023 5310 987,

MOURITS MODELBOUW, Cr burgh 32, Oud-Beijerland.
= 018 6621 931.

N.V. MOESTERMANS, Maarschalk Fochstraat 12-14, 3970
Leopoldsburg, Belgium. =: 011 393 846.

PIJP LINES, Pijpenstraat 34, Enschede. =: 053 4305 727,
PLOK, Stationsstraat 1, Assen, =: 059 2313 292,

SCALE-LINE, Kwelkade 53J, 4001 RL Tigl, Holland.
=: (344 631 162.

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

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

THE PERFECT GAME, Schoalstraat 2C, 2282 RD Rijswijk.
= (170 390 6836.

TOP 1 TOYS BRUINSMA, Oostermeent West 21, 1274 SP Huizen.
@: (135 647 2676

TOP 1 TOYS, Nobelstraat 3-5, Brielle, =: 018 1414 294.
TOP 1 TOYS, Middelzand 1002, Julianadorp. =: 022 3642 071,

TOP 1 TOYS EVERS, Dr Huber Noodtstraat 5, Dogtinchem,
@: (131 4383 888

WIRWAR SPELLEM & PUZZELS, Oude Kijk int jatstraat 40,
Groningan. =: 050 3148 424,

WOUTERS TECHNOHOBBY, Pankenstraat 31, Bergeyk.

. 049 7550 248,
FINLAND

FANTASIAPELIT HELSINKI, Vilnonkatu 48, Helsinkl.
= +358-9-650803.

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

PUOLENKUUN PELIT, Rautatienkatu 16, Lahti. = +358-3-7515151.
ACTIVE DY, Antinkatu 10, Pori, = +358-2-6415300.
ANTIKVARIAATTI KERSA, Torikatu 1, Kerava, =: +358-8-2844210,

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 OULU, Koulukatu 28, Oulu. =: +358-8-374506.

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

FUN STUFF & CARDS, Turuntie, Forssa. = +358-3-4356585,
HOBBY JOBI, Vuorikatu 10, Hanko. =: +358-19-2435498.
INFO KIRJAMERI, Valtakatu 3, Rauma, =: +358-2-5494000.
JAAKKO SAARI, Vilitie 1, Jamsd, =: +358-14-7497215.

KIMMON PELI & LEHTI, Tuusantie 1, Nummela.
= +358-0-2226041,

KIRJA SAVIINEN, Kauppa-aukio 1, Kuusankoski
w; +358-5-3748271.

KIRJA JA LEHTILINNA, Kuninkaankatu 23, Kuopio.
= +358-17-2619795.

KIRJAKAUPPA BIRGITTA, Tullikatu 13, Naantali.
= +358-2-4310755.

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

LEVY JA KASETTI, Sibeliuksenkatu 5, Himeenlinna.
; +358-3-6823380.

LIIGACENTER JASSI, Rovakatu 28, Rovaniami.
= +358-16-3560545.

LOHJAN KIRJAKAUPPA, Laurinkatu 48, Lohja. =: +358-19-324150.
MUOVIEPDX, Valtakatu 3, Kouvola, =: +358-5-3117855.
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,
PELIMESTA, Ulzppakatu 1, Espoo. =; +358-9-8133283.

PIETARSAAREN KIRJAKAUPPA, Isokatu 11, Pietarsaari.
= +358-6-7230889.

PITKAKIEKKO, Rewell Center, Vaasa. =; +358-400-917880,

PITKAKIEKKO, Kauppakeskus Eps-tori, Seindjoki.
; +358-6-4177880.

PITKAKIEKKD, Kaarlelan Katu 21, Kokkola. =: +358-400-917880.
RAISION KIRJA, Tasalanaukio 1, Raisio. = +358-2-4310750.
ROYAL TOYS, Kauppakatu 5-7, Rilhimaki, = +358-13-755355,
ROYAL TOYS, Torikatu 11, Hyvink, =: +358-19-439378,
SALON HARRASTE, Vilhonkatu 21, Salo. = +358-2-7333022.

SAVONLINNAN ANTIKVARIAATTI, Olavinkatu 51, Savenlinna.
w +358-15-534412.

STUNTMAN, Mannerheimintie 10, Mikkeli. = +358-15-365480.

VALKEAKDSKEN KIRJAKESKUS, Kauppatori 3, Valkeakoski,
w: +358-3-5845135.

VANHA KAARTI, Sahantie 5, Jaminkipohja. = +358-3-4762886.
VIDEOMAAILMA, Lénnrotinkatu 3, Kajaani. =: +358-8-6120031.
FINTIR, Hamaentie 17b, Helsinki. =: +358-9-4540713.

LUDLAMESTARI, Koulukatu 25, Lappeenranta.
w: +358-41-4734416.

PAIVANSADE, Kauppakatu 30, Joensuu. = +358-13-126207.

SINOOPERI, Vapaudenkatu 49-51, Jyviskyld.
= +358-2-5141100.

SINOOPERI, Lansikeskus, Turku, = +358-2-5141100.

RN EUROPE RETAIL



SINDOPERI, Itikeskus, Helsinki. =: +358-9-3431935. |
SINDOPERI, Helsingintie 13, Jarvenpaa. =: +358-9-27940120.
SINOOPERI, Martinkyldntie 41, Vantaa. =: +358-9-3484466.
SINDOPERI, Iskukuja 3a1, Vantaa.

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

TALOUSMUOVI JA LELU, Kauppakatu 19, Heinola.
= +358-3-7153905.

VELJEKSET KESKINEN, Keskisentie 12, Tuuri.
=: +358 (-6) -5100100.

WANHAN RAUMAN POP-PELI, Kauppakatu 18, Rauma.
w: +358-2-8234815.

NORWAY

GW 0SLO, Mallergata 5/9, 0179, Oslo. =: 22332990,
AVALON BERGEN AS, Fortunen 4, Bergen. =: 55314822,

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, Bvre Langgate 47, Tansberg. = 92251707,

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

H. ANDERSEN INTERBOK, Storgata 16, Halden. =: 63178400,
HOBBYSENTRET, C.M. Havigsat, 18, Mosjeen, = 75170170.
INTERBOK STRIBOLT, Storgt. 82, Lillehammer. =: 61250800.
KREMMERHUSET, Spjelkavik. =: 70143770.

LEKEHUSET, Aslak Botts gt. 48, Hamar. =: 62533808,

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

OLE BRUMM, Hauggt. 7, Kristiansund. = 71674377,
OUTLAND, Jernbanetorget 1, Oslo. =: 22177010.

TROMSE BRUKTBOKHANDEL, Kirkegt. 6, Tromse. =: 77686974,
TYNSET BOKHANDEL, Brugt. 2a, Tynset. =: 62480038
UNDERHOLONINGSMAGNETEN, Sandgt. 3, Boda. =; 75525070
BARNAS VERDEN AS, Kongensgt. 66-70, Narvik. =: 76946505,

BARNENS LEKEBUTIKK, Nedre Storgate 6, Drammen.
= 32897175.

BRIO LEK CENTER, Bolagsgata 1 Amfisentret, Narvik,
= TRI63472.

EIKEN LIBRIS, Kyrkjegt. 2, Ulsteinvik. =: 70010833,

FETTER KLOVN, Sjeskogen 7, Vinterbro. =: 64978649,
FOTOGRAF OTZEN, Frekhaug Senter 2, Frekhaug. =: 56176500,
FRISENFELDT, Dronningensgt. 10, Moss, =; 69251290,
GJBLBERG INTERBOK, Bondelidtorget, Dokka. =; 61111952,
GAGATA LEKER, Jernbanegt. 6, Kongsvinger. =: 62817611,
GULSET LEKER AS, Nyhusvn, 14, Skien. = 35911120,
HANDLERIET, Smerhushakken 1, Finnsnes. =: 77842530,

HELMAX LEKER, Bjernstjerne Bjgrnsonsgate 60, Drammen,
= 32812026,

HELMAX LEKER, Sandstranda 24, Krokstadelva,
= 32879910,

HOBBYHJBRNET, Storgt. 21, Sandefjord. =: 33460508,
HOBBY LARSEN, Sandvika Storsenter, Sandvika, =: 67540107,
JARLE'S GAVESENTER, Sentrum Ser, Forde. =: 57821621,
KEMA, Fokusbygoet, Brsta. =: 70066848

KONNERUD INTERBOK, Pettersvollen 3, Drammen. =: 32885872,

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

LEIKEHUSET, Storehagen 3, Farde. =: 57820102,
LEIKESTOVA, Uttragt. 29C, Voss. =: 56511475,

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

LEKELAND AS, Ringo Stormoa, Alesund. = 70145366,
LEKE-OLSEN, Storgt. 10, Gjevik. =; 61175444,
LEKER 0G HOBBY, Amfi senteret, Stord. =: 53412378,

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

LEKETORGET STEINKJER AS, Globus Storsenter, Steinkjer,
= 74143987,

LEKETORGET STJBRDAL AS, Stokmoveien 2, Stjerdal.
=) 74824625,

LURIFAX, LEKER AS, Askey Senter, Kleppesta. =: 56141300,
MODELL OG HOBBY, Verkstedsbakken 12, Narvik. =: 76942495,
LEIKESTUA IGESUND, Sentrumsgarden, Fosnavdg. =: 70083250,
P.M. DANIELSEN, Torvet 10, Arendal. = 37009833.

RINGO, Marnaveien 33, Mandal. =: 38265720,

RINGO B8, Ba-senteret, Be i Telemark. =: 35061132,

RINGD HARSTAD, Bysenteret Rik. Kaarbosplass 1, Hardstad.
=: 77001565,

RINGO LEKESENTERET, Olav Kyrresvei 2, Gamle Fredrikstad.
=: §9325676.
RINGO LEKNESSENTERET, Storgt. 82, Leknes, =: 76082998,

RINGO STORMARKEDET, Arnemannsveien 5, Honefoss.
™ 32113962,

RINGO TROLLSTUEN LEKER, Bzrums Verk, Bagrums Verk, =:
67133850

RINGO VINJE, Vinje. =: 35071025,

ROLF LIANE AS, Kirkegaten B, Kongsherg. = 32731161,
SOKRATES LEKELAND, Torvet 8a, Larvik, =: 33185437,

SOLA GAVER OG LEKER, Solakrossen, Sola. =: 51651763,

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

TARANGER BOK & PAPIR AS, Brotorvet, Stathelle. =: 35960563,
TARANGERS EFTF., P., Torvet 4, Langesund, =: 35973662,

TOY SHOP AS, Prinseqt. 3-8, Larvik. =: 33179095,
TRONDERFRIM, St Olavsgt, 11, Trondheim. =: 73520840,

LEK OG HOBBY MOLDE AS, Storgt, 23, Molde. =: 71200363
VESLEFRIKK, Skagen 12, Stavanger. =: 51895232,

VOLDA GLASMAGASIN AS, Hamnegt. 21A, Volda, = 70076817,

DENMARK

GW KBBENHAVN: Frederiksborggade 5 KI. = 33122217
B & 0 BAGER, Lyngby Storcenter 54, Lynghy. =: 45870445,
DRAGONS LAIR, Aboulsvarden 33, Arhus C. = 86190063,
DRAGONS LAIR, Kongensgade 71, stth, Odense G. = 65919701,
DRAGONS LAIR, Ringstedgade 13, Roskilde. =: 46365300,

FANATIC GAMES & MINIATURES, Classenspade 11, st,
Kabenhavn @, =: 35429640,

FARAOS CIGARER, Skindergade 27, Kebenhavn K. =: 33322211,
GUNS N' GAMES, Danmarksgade 45, Aalborg, =: 88134280,
JUNKERS BUNKER, Kongensgade 19, Eshjerg, =: 75181199,
STYX, Landtsgaard 4 st., Herning, =: 97220078,

WARLOCK, Bstergade 37, st.th, Nastved. = 55775445

B & 0 BOAGER, Redovre Centrum 116, Redovre. =: 36410485,
B & 0 BOGER, Sturups Plads 1, Helsinger. =: 49215600,

B & 0 BOGER, Gerritsgade 28, Svendborg. = 62210323

B & 0 BOGER, Kolding Storcenter 52, Kolding. =: 75503834,
B & 0 BOGER, Ridhustorvet, Vejle. =: 75820544

BOG & IDE, Asnas Cantret 2, AsnEs. = 59650014,

BOG & IDE, Kongensgade 33, Esbjerg. =: 75121177,

BOG & IDE, Espergzrde Centret, Espergzrde. ©: 49131946,
BOG & IDE, Torvet 8, Grend. =; 89321933,

BOG & IDE, Narragade 13, Holstebro, =: 97420144,

BOG & IDE, Holsted Alle' 16, Nastved. =: 55734241,

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

BOG & IDE, Flenshorg Sct. Hans Gade 9, Ringsted. =: 57610010,
BOG & IDE, Vestergade 33, Silkeborg. = 86820287,

BOG & IDE, @stergade 14, Struer, =: 97850408,

BOG & IDE, Jegersborg Alle 5, Charlottenlund. =: 39643840,
BOG & IDE, City 2, Téstrup. =: 43990387,

BOG & IDE, Farum Bytory 64, Farum. = 44951225

BOG & IDE, Amagercentaret 103, Amager. = 32543666.

BOG & IDE FISKETORVET A/S, Kalvebode Brygge 59 1560,
Kebenhawn V.

DORTHE'S HOBBYSTLE, Midgaardsvej 2, Renne. = 5695449,
FANTASK, Skt Pederstrzde 18, Kabenhavn K. =: 33938538,
GENBRUGSBAGER, Kagevej 85, Taastrup. = 43716115,
HOBBY HOUSE, Narregade 51, DK-8000 Arhus C Denmark.
HOBBY & LEGETAJ, Narregade 38, Frederiksvark. =: 47721693,
HOBBY WORLD, Sct. Matiasgade 45 G, Viborg. =: B6601740.
JYDSK BOGHANDEL, Narregade 19, Skive, =: 37512590,
LEGEK/EDEN, Storegade 17, Abenrd, =: 74622404,
LEGEK/EDEN, Hospitalsgade 15, Horsens. = 75616011,
LEGEK/EDEN, Dstergade 9, Maribo. = 54782521,
LEGEK/EDEN, Rosens Gade 32, Odder. =: 86544276,
LEGETBJSCENTRET, Sondergade 12, Nakskov. =: 54922697,
ONKEL BUCH, Jernbanegade 31, Fraderikssund. =; 47383959,

ROSES BOGHANDEL, Sendergade 41, Fraderikshavn.
©: 98921744,

TIVOLI LEGET@J, Algade 63, Vordingborg, =: 55340431,
ULDTOTTEN, Nypade 2, Slagelse. =: 58535035,

AALBORG HOBBY SERVICE, Nerregade 18, Aalborg. =; 98121315

ARNOLD BUSCK, Boghandel, Ridhusstrade 2, Randars.
= 86420113,

COMIX, Grabradrepassagen 12, Odense C. = 66113658

FARVE & HOBBY HJBRNET, Klosterplads 4, Svendbarg.

= 52213131

GK LEGET@J, Astergade 19, Kolding. = 75528433

GK LEGETAJ, Vestergade 4, Thisted. =: 97921933

HOBBY & FRITID, Rosenkildevej 2, Helsingar, =: 49214542,
HOBBY HOUSE, Narragads 51, Arhus C. =: 86120062,

JN CENTER, Kirkeve] 7, Hadsten, =: 86980839,
LEGEK/AEDEN, Norregade 20, Hadersley, =: 74528028,
LILLYS LEGET@J, Vesterbrogade 9, Gilleleje. = 43303090.
RANDERS HOBBY IMPORT, Adelgade 13, Randers. =: B6433923,
SNURRETOPPEN, Stenlosecentret, Stenlese. =: 47173220,
WULF BBGER & PAPIR, Ahlgade 53, Holb. =: 53430045

SWEDEN

GW STOCKHOLM, Regeringsgatan 30, =: 08-213840.

ABSOLUT SPEL, Olofsgatan 12, Stockholm. =: 08-226444.
ACTIVE KIDS, Kungsgatan 25, Alingsds. = 0046 322634511
ALFRED'S, Torp Kipcentrum, Uddevalla. = 0046 52286899

ALFS LEKSAKER, Norrgatan 6, Tomelilla. = 0046 41710008
AVALON, Stora Nygatan 53, Malma. =: 040-5118000.
BARNENS HUS, Bjdrnvagen 11, Umed. = 0046 90777702
BARMENS HUS, Hantverkargatan 7, Borlinge. = 0046 24382001
FANTASIA, Storgatan 44, Umed. =: 090-770360.

FACT AND FICTION, Norra Kungsgatan 7, Karlskrona,

= (046 45516710

FLAMMANS SPEL, Tegnersgatan 8, Goteborg. =: 031-188346.
GAMESHOP, Norrgatan 10, Varberg, =: 0340-678880.
GAMESHOP AB, Rasundavagen 157, 169 36 solna,

GAMESHOP MORBY, Mérbyplan, Marby. = 0046 87558800
GAMESHOP SOLNA, Rdsundavagen 157, Solna. = 0046 87304030
GAMES IMPORT, Lilla Sadergrind, Lund. =: 046-184570.
GAMESMANIA, Storgatan 34, Varnamo. =: 0372-14550.

HELGES HALA, Klostergatan 4, 352 30 Vixj, =: 0470-21802.
HOBBEX JARFALLA, Flygaviarten, Jarfalla. = 0046 858018091
HOBBEX LEKSAKSCITY, Flygavfarten, 17538 Jarfalla,

HOBBEX, Skaraborgsv 62-64, Bords. = 0046 33418380
HOBBYBODEN, Kipmangatan 31, 5-831 30 Ostersund.
HOBBYHORNAN, Drottninggatan 18, Norrkdping. =: 011-162120.
HOBBYHUSET, Skolgatan 7, Uppsala. = 018-711590.
HOBBYSHOPEN, Drottninggatan 25, Gvle. =: 026-186299.
HOMAN AGDA, Vistra Storgatan 39, Kristianstad. =; 044-102288,
KALMAR LEK & HOBBY, Stdra Langgatan 32, Kaimar. =: 0480-24717.
LAKA TV-SPEL, Ostra Storgatan 22, Nykdping. = 0046 155281000
LEK & HOBBY, Sédra Langgatan 32, Kalmar, = 0046 48024717
LEK & HOBBY, Tridgérdsgatan 20, Strangnds. = 0046 15210191
LEKSAKSHUSET, Stora Gatan 11, Kdping. = 0046 22116900
LEKCENTER, Kopmansgatan 8, Halmstad. = 0046 35128650
LEKCENTER, Norra Esplanadan 13, Falkenberg, = 0046 47610002
LEKHORMAN, Oden huset, Trollhdttan, = 0046 52080380

LEKIA UPPLANDS VASBY, Dragonv. 86, 194 00 Upplands Vshy,
LEKSﬂKSAFFﬁHEN, stortorget 2, 31222 laholm.
LEKSAKSAFFAREN, Tridgdrdsgatan 14, Laholm. = 0046 43010069
LEKLADAN, Bergmansgatan 17, Karlskoga. =: 0586-53325.
NARREN, Prinsgatan 2, Katrineholm. =: 070-5546848.

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

PHANTACITY, Gustav Méllersgatan 2, Malma, = 040-123719.
PRISFYNDET, Kungsgatan 39, Uppsala. =: 018-106607.
SF-BOKHANDELN, Vasterldnggatan 48, Stockholm. =: 08-215052.
SPEL & HOBBY, Bragegallerian nr 8, Borlinge. = 024-388855, =
SPEL & SANT, Norra Kyrkogatan 10, Helsingborg. =: 042-242494,
TOYS LEK & HOBBY, Bryggarvigen 5-7, Tumba, = (046 853060011
TRADITION, Bredgrind 4, Uppsala. =: 018-123866.

TRADITION, Drottning Kristina Passagen, Halmstad,

= (135-128260.

TRADITION, Femmanhuset, Giteborg. = 031-150366.
TRADITION, Hamngatan 3 , Malmd. =: 040-230380.

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

TRADITION, Krimaren Drottninggatan 27, Orebro. =: 019-120140.
TRADITION, Kungsmdssan, Kungsbacka. =: 0300-71240.
TRADITION, Storgatan 54, Linkoping. =: 013-137840,
TRADITION, Storforsplan 42, Stockholm, (Farsta). =: 08-6058160. ©
TRADITION, Wasagallerian, Umed. =: 090-701590,
TV-SPELSBORSEN, Falugatan 2, Falun, = 023-27775.
TV-SPELSBORSEN, Radmansgatan 11, Enkiping.

- 0171-479494.

TV-SPELSBUTIKEN, Grevehusgatan 10, Lidkdping.

=, 0510-66657.

TV-SPELSBUTIKEN, Kyrkogatan 11, Skavde, =; 0500-488810.
ZETTERLUNDS, Storgatan 33, Visterds. = 021-131481.

ICELAND

MEXUS, P.O. Box 5085, 125 Reykjavik. = +354-552-9011/12.
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A regular monthly column by
. Jervis Johnson,

providing news
- and views
. about Games
Workshop's

Specialist
Games
Range.

""" AR

NECROMUNDA
RULEBOOK

News For Our Specialist Games Range

lcome to the first ever Fanatic

Wews section in White Dwarf

magazine. My name is Jervis
Johnson, and | have the honour of
running the Fanatic design studio. My
seven-man team and | provide ongoing
support for the Specialist Games Range
in the form of new miniatures,
magazines, annuals and on-line
support. This column allows me fo let
you know what we're up to and what is
coming out soon for your favourite
Specialist Games Range games.

This month, | want to let you know
about the Necromunda Redux project
that the Fanatic team has just started
work on. Necromunda is one of the
most popular games in the Specialist
Games Range, and with good reason
because it combines a superb tabletop
skirmish game and campaign system
with an immensely characterful

\

§

NEW RELEASES
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This section lists all of the latest releases for the Specialist Games Range. To
find out about prices and availability you can visit your local Games Workshop
store, or contact Games Workshop Mail Order on 0115 91 40000, or visit the
Games Workshop on-line store at: www.games-workshop.com/storefront.

background setting. There is only one
minor problem with the game, and that
is that the rules are currently out of
print. Now, the rules being unavailable
makes our job of providing games
support rather difficult, to say the least.
To make matters worse, the last version
of the rulebook is in serious need of an
update, and the terrain and plastic
models that were an integral part of the
game are no longer available. So,
taking the bull by the horns, we've
decided to bring out a new version of
the Necromunda rulebook to be
released early next summer. If you
already play Necromunda then don't
panic, we don't plan to change the rules
for the game. We just want to get
Necromunda in print again and give it a
bit of a facelift. We're also taking the
opportunity to make some new metal
Goliath and Orlock models to replace
the rather tired plastic versions, and to

et s

=

| t’ Necromunda Magazine 11
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i ltem Game Release Date g‘
j | Exterminatus Magazine 4 Inquisitor September !1‘
i Kroot Mercenary Inquisitor September |
| Eldar Ranger & Conversion Pack Inquisitor September l-:
Warmaster Magazine 13 Warmaster September ‘
: Vampire Counts Army Warmaster September
Battlefleet Gothic Magazine 11 BFG September
Dark Eldar Fleet BFG September 1l
. Space Stations & System Craft BFG September ‘
Inquisitor Annual ‘Exterminatus Files v1’ Inquisitor October l\
Kroot Mercenary Conversion Pack Inquisitor October -
Melta-Weapon Booster Pack Inquisitor October i
Town Cryer 22 Mordheim October i
' Vampire, Town Cryer & Merchant Mordheim QOctober i
{ Blood Bowl Magazine 4 Blood Bowl October |
2002 Edition Blood Bowl Game Blood Bowl October |
Necromunda |

October §

B
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bring out a Necromunda terrain set in
order to make the useful ‘plastic and
card' Necromunda terrain available
again. These three things will mean that
Necromunda will be fully available once
more, allowing players to get hold of
what is arguably one of the best games
GW has ever produced.

The only downside to the Necromunda
Redux project is that it means we can't
bring out any new madels for the game
until after we get the rulebook back in
print, as it would clearly be a bit silly
bringing out new models for a set of
rules you can't get hold of. On the other
hand this does mean that we have
some really cool stuff ready and waiting
to bring out once Necromunda Redux is
available, which should make next
summer a very exciting time for
Necromunda fans everywhere. I, for
one, can’t wait!

T H R R IR LTI T

: SURFING THE WEB
All our games have great websites
full of free downloads, resources
and up-to-date news.

www.BloodBowl.com
www.Mordheim.com
www.Epic40000.com

| www.Necromunda.com

| www.Warmaster.co.uk

| www.BattlefleetGothic.com
| www.Exterminatus.com
www.Specialist-Games.com

The websites now contain an article

'\ archive. This will tell you whether

. rules are Experimental, Official or
House rules. Some can be

| downloaded as free PDFs. Check out
\ the relevant website for more details. |
I nu-:\:'.\.u\tt-.\\ii\umumum\nm\n11mn\\\\:\a\_zmu\ammumu:l\
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| EVENTS

k\]]' Come and meet us at these events. 1§
|| Games Day Germany 25th Aug 02 §
|| UK Games Day 20th Sep 02 \
i._& GW Open Day 24th Nov 02 i
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Early working cover for Necromunda Redux

LIFE IN THE BUNKER
Some highlights of life down in the
Fanatic bunker over the last month:

* As noted in my introduction, work
continues on the next edition of the Epic
rules. Visit www.epic40000.com for a
free playable demo of the rules.

* Mark Bedford, Fanatic's in-house
Miniatures Designer, has been going
nto something of a BFG frenzy of late.
Not only has he come up with two new
ships for Imperial fleets (the Endeavour
class Light Cruiser and Falchion class
Escort) but he has also come up with a
complete set of system craft that
includes a space station, defence
platforms, and a monitor. Very useful
stuff for BFG players everywhere, and
great models to boot.

+ We've been having a lot of fun testing
our Pit Fighter game. In our last game,
my Pit Fighter (Gorak the Smelly) got
irapped between the Pit Fighters
controlled by Dean Spencer and

Mark Bedford. Although | pointed out
that killing your boss’s Pit Fighter was
probably not a good career move, they
oroceeded to hack me down anyway! If
you faney giving your mates the chance
fo stab you in the back too, then
download the Pit Fighter game from the
Mordheim website at:
www.mordheim.com.

* Speaking of Mordheim, we've just
received the first painted examples of
Gary Morley's superb new Mordheim
Amazon Warband. They are so nice that
I've asked the WD team to include a
picture of one of the models with this
article. The Amazons will be out just in
time for Christmas, and should make a
areat stocking filler.

| QUESTION OF THE MONTH

. Every month a message is plucked
I from the dozens sent to us and

I answered in the newsletter. This

|| month’s message was sent to the
|| Fanatic Customer Services e-mail
| address:

il Hello, one question: has Warhammer
. Quest gone the way of the dodo bird,
|| ie, extinct? If not, what is currently

. available and from what source?

| The answer to this question, and the
. almost identical questions we receive
I\ every month about Talisman, Space
. Hulk, Mighty Empires and Man

| O'War, Is that all these games are

| currently out of print and are no
longer available in any form from
Games Workshop. You can

I occasionally pick up old second-hand
| copies of the games, although often
I only at ludicrously inflated prices. By
Il now some of you will be saying

I\ something along the lines of “Hey,

I\ hold on just a minute, when Fanatic
|\ was first set up wasn't it going to
support Warhammer Quest along

! with the other games in the Specialist
'\ Games ranges? What's changed?”

' This is a very reasonable question,

|\ and it is true that in Fanatic's early

i days we did try to support

|| Warhammer Quest, even bringing out
il a new supplement for the game.

il However, when | started looking into

the possibility of reprinting the game,

| found out that the computer files for
Warhammer Quest were lost when
the Studio relocated to our new
building, making it impossible to
reprint the game without doing all of
the production work all over again.
Unfortunately, Fanatic simply does
not have the resources to do this
amount of work on top of alf of our
other commitments, and after almost
two years of trying to find a way of
publishing the game, | have had to
admit defeat and accept that Fanatic
will not be able to get the game back

into print. Instead | have handed over |

Warhammer Quest to the shadowy
GW organisation known only as the
‘special projects group’ (aka the
dreaded SPG!), who will try to find
alternative ways to make Warhammer
Quest available again. This means
that, like Talisman and Space Hulk,
both of which are also looked after by
SPG, there is a small chance that
Warhammer Quest may be reprinted
at some time, but this will not be
handled by Fanatic if it does ever
happen. On a slightly cheerier note,
fans of Man O" War and Mighty
Empires should be happy to learn
that both games are quite likely to
appear in updated forms as
supplements for Warmaster. Look for
more news on this in future
newsletters.

i_"-;"- Contact Us! We welcome feedback on the magazines and experimental rules
;f‘-;- we publish. We also have letters pages that need filling so don’t hesitate to
get in touch! We can be contacted via e-mail: fanatic @ games-workshop.co.uk
1 or by post at: Fanatic, Games Workshop, Willow Road, Lenton, Nottingham,

| NG7 2WS. (Note, if you have a sales or purchasing issue then you should

than us!).

CONCLUSION

Well, that is all for this issue of Fanatic
News. Please don't hesitate to get in
touch with us at fanatic@games-
workshop.co.uk if you have any
comments, questions or suggestions
about anything you've read. We'd love to
hear from you!

Best regards,

= ™ n

Ry e

Jervis Johnson
Head Fanatic
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IAL FOR BATTLEFLEET GOTHIC,

BLOOD BOWL, EPIC 40,000, MORDHEIM,
NECROMUNDA, INQ
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contact your local Mail Order, as they will be able to help you much better

New Mordheim Amazon
sculpted by Gary Morley

UISITOR & WARMASTER
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Andy is the Edifor of Exterminatus
b and Blood Bowl
“\ Magazine. When he’s
not busy developing
these game systems,
he enjoys beating
Steve Hambrook at
Warmaster and
growing silly
facial hair!

TROJAAN
CONSPIRACY

An Inquisitor campaign by Andy Hall

year now and has been well supported

by new figures and Exterminatus
Magazine. If there is one area we have
been weak in, it's campaign support.
However, with the Exterminatus.com
redesign and the forthcoming Inquisitor:
Secret Wars series, this is about 1o
change. Inquisitor: Secret Wars will be a
series of resource supplements each
based around a certain planet or
system. The supplements will include an
overview of the world, political structure
and history, important continents, cities,
prominent geographical areas and
climate. Important characters such as
Planetary Governors, Paliticians, Sect
Leaders and Military Commanders will
also be profiled. Most importantly, each

| nquisitor has been around for over a

| CAST

supplement will contain a series of
campaigns ready for GMs to pick up
and use.

With a campaign format yet to be
established, and an Inquisitor article
needed for White Dwarf, | thought this
would be an excellent opportunity to test
out a campaign structure. I've used

Gav Thorpe's excellent Creating Worlds
articles as a template but GMs should
feel free to tweak and alter the scenarios
to fit in with their own campaign. I've
deliberately left the players’ forces open-
ended and as long as you have two
warbands that would be opposed to
each other, then you should have no
problem. For clarity, I've labelled the
opposing forces Puritans and Radicals

il As well as the Players’ warbands, you will also need an Eldar Ranger or another
suitably mysterious figure, that can be used as a trader (Von Castellan or Jan Van
Yastobaal would be excellent). A human sized figure (any Imperial Guard model)
as the suspected heretic and accomplished Telepath Vosis Pyel, plus the Chaos
Magus with accompanying henchmen. Keep these out of sight of the players for
now. GMs should come up with the stats for these characters, as the trader is the
Chaos Magus in disguise | wouldn’t worry too much about him. Make sure the
Magus is hard and a challenge for the players’ characters; | recommend using
some of the Chaos powers found in Phil Kelly’s article in Exterminatus 3. The rules
for Eldar can be found in Exterminatus 4 but if you haven't got this issue don't
worry as we don't really want him being tackled by the players just yet, so just
make him fast and good with his rifle. My suggestions are below.

SAMPLE PROFILES

WS BS S
Vosis Pyel 38 25 48

Equipment: Autopistol (right handed)

T I Wp Sg Nv Ld
53 43 66 '

i Psychic Abilities: Demoralise, Distraction, Mesmerism, Puppet Master

: Ranger

110

i Equipment: Needle rifle, Needle pistol, refractor field, power sword (ambidextrous)
Abilities: Acrobatic, Deadeye Shot, Dodge, Catfall, Feint, Lightning Reflexes

WS BS S T 1 Wp Sg Nv Ld

Forne the Archheretic 95 85 73

65 90 95 95 95 95

Equipment: Daemon sword: Gnawing, bolt pistol (two reloads), power armour (except

{ head) (right handed)
i Abilities: Force of Will

! Psychic Powers: Psychic Ward, Fleshcage, Daemonic Shield, Hatestorm (see

Exterminatus 3 for descriptions)

Use the Desperado and Mutant randomisers to generate Forne's three henchmen.

but don't be put off by these names as
this can quite easily be a confrontation
between any two Inquisitorial warbands.
Also, feel free to relocate this campaign
to your own game world so it fits in
better with your ongoing narrative and
tabletop scenery. Feedback on the way
the following campaign is formatted and
structured is welcomed (and needed!),
so please e-mail me at:

fanatic @ games-workshop.co.uk

Obviously, if you wish to play this
campaign as a player you should stop
reading now. GM eyes only from now on!

CAMPAIGN OVERVIEW

Inquisitors have been called to the
frontier world of Zarona, both after the
same man but for very different
purposes. The Puritans have found the
suspect first, a self taught telepath (and
therefore a heretic) called Vosis Pyel,
and have him detained in a ramshackle
jail in the small shanty town of Trojaan.
The Radicals catch up with Pyel here
and, after failed negotiations with the
Puritans, try a frontal assault to capture
the heretic.

The Radicals need Pyel to exchange
him for information from a disreputable
trader known only as Forne. The Radical
Inquisitor has no intention of handing
over Pyel but needs him as a bargaining
chip nonetheless. In any case, a
mysteriously robed alien shoots Pyel just
as he is about to give up the information.
This sets off a climatic chain of events
where the trader Forne is revealed as a
powerful Chaos Magus. Will the
Inquisitors put aside their differences to
fight the common foe or will their
animosity to each other put the whole
sector in danger?

PREPARATIONS

Give the following briefing documents to
the players. It would be cool to present
these to your players on bits of
parchment or even on your computer as
if it's an Inquisitional Access Portal, so
have a think about the way you present
information to your players as it will
enhance their gaming.

A T T N B R AV TR



Puritan Bricf: You have learned
from your network of informers
that an unstable Telepath called
Vosis Pyel has the information
you have been looking for. With
haste you track him down to the
frontier world of Zarona and have
located him in the small shanty
town of Trojaan. Having arrested
Pyel, you have taken him to the
local jail for further questioning,
However, you have also heard that
another Inquisitor is on Pyel's
trail...

Radical Brief: The trader known as
Forne has contacted you saying he
has the artefact and that he wishes
to make an exchange. He nceds a
rogue telepath called Vosis Pyel
who is currently being held by
another Inquisitor on the fronticr
world of Zarona. Once you have
the telepath in your custody he
will meet you on-world to
conclude the exchange.

INTE

e

Scenario

Scenario
TRHLITH

th

SCENARIO 1 CAPTURE

The Radicals assault the Puritan
stockade trying to capture the heretic
Vosis Pyel.

Setting: The shanty town of Trojaan. In
the centre of the board there should be a
large building with a fenced enclosure.
More buildings are randomly dotted
around to provide cover. The Puritans
start inside the enclosure with the GM
controlled Pyel. The Radicals start
anywhere on the table as long as they
are at least 15" away from the enclosure.

Objectives: The Puritan player must
fend off the Radical assault on the
enclosure and remain in possession of
Vosis Pyel. The Radical player needs to
capture Pyel and escape.

Special Rules: The scenario begins with
the Radical Inquisitor trying to parley with
his Puritan counterpart for the heretic
Pyel. Let the players act this out, so there
should be a good amount of declared
fruces, empty bargaining and veiled
threats. The GM should decide who wins
this vocal confrontation, as they will get
the first turn (the losing player may not
move any of his characters in the first
turn). The GM controls Pyel who is a
coward and will not want to be in the
middle of an Inquisitorial crossfire! He will

’ﬂenaﬂr_
- HBOGATIC
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Take this route if
=== the Radicals win

. Take this route if
" the Puritans win

s lake this route
whoever wins

try to escape at every opportunity but
don't let him get too far away as he is
needed for future scenarios. There is a
danger of him getting killed here so make
it clear to both players that they need him
alive (for now). If he does take a fatal
shot, use your special GM ‘power’ to
keep him alive (if barely). It will be up to
the GM to decide when the game will
end, obviously if the Radicals manage to
capture Pyel and get him off the board
then it ends there. If not, play for roughly
ten turns — as night falls the Radicals
retreat.

SCENARIO 2 PURSUIT
With the Radicals now in possession of
the heretic, the Puritans mount a pursuit,

Setting: On the outskirts of Trojaan. The
Radicals are on their way to the
rendezvous for the prisoner/information
exchange with the trader, Forne. Aware
that the Puritans will be pursuing, the
Radicals set up an ambush. The Puritans
enter the board from the south table
edge. They may enter at any speed. The
Radicals will already be on the board but
out of sight. They may designate D6 2"
square areas as booby-trapped and must
show the GM where they are before the
game starts (obviously with the Puritan
player out of the room).

i

i
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Obijectives: The Radical player must
remain in control of Pyel and disable the
pursuing Puritans. The Puritans must
regain control of Pyel.

Special Rules: As the first of the
Puritan warband gets to the centre of
the board, have Pyel scream and break
free of his captors, running in a random
direction, preferably one that will force
the warbands into confrontation. Pyel
will also try to use his psychic talents to
aid his escape. If a character walks into
a booby-trapped area then he must
make an Initiative test (with any
modifiers the GM sees fit based on his
speed, awareness, etc). If failed, then
treat it as if being hit by a frag grenade.
The game will end when either
warband gains control of Pyel and
takes him off the board. The Radicals
must take Pyel off the north side of the
board, although they may not do this
until after turn 4, the Puritans must take
him off the south side. North and south
sides are designated by the GM before
the game starts.

B T
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SCENARIO 3 INTERROGATION

The Radicals try a more stealthy assault,
while the Puritans torture Pyel for the
needed information.

b

sttt

Setting: Back at the Trojaan shanty jail.
it is now dark. The Puritan Inguisitor is in
the central enclosure with Vosis Pyel.
The remaining warband members will be
on sentry duty around the enclosure’s
boundaries. They must be set up within
5" of the enclosure. The Radicals must
set up, out of sight, and at least 20" from
the compound.

%

Obijective: The Radicals must capture
Vosis before the Puritans force the
information from him.

Special Rules: The Radicals may only
send three members of their warband
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Scenario 4 - Exchange
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. Scenario 1

within 20" of the compound. The others
are there as support if it all goes wrong.
The three Radical characters are
equipped with alien teleporter rune
stones which will allow them to teleport
themselves and Pyel, once they are
within 3" of him. The teleporter rune
works exactly like the Teleport psychic
power, with the Difficulty test being
against the character's Sg instead of his
Wp. As this is not psychic power it may
not be nullified. Once successfully
passed, it will transport Pyel and the
character. The characters on sentry duty
will circle the facility at walking pace in
either a clockwise or anticlockwise
direction (choose which direction for
each character). This is all they may do
until they have been alerted. The
characters will become alerted through
the normal Awareness rules on page 52
of the Inquisitor rulebook, remember it's
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night time so their line of sight is
reduced to one tenth. Once a character
has been alerted, he may break from
his sentry routine and act as normal
(possibly trying to alert his colleagues to
the danger). The Radicals will only have
four turns after a character has been
alerted before they are forced to
withdraw.

SCENARIO 4 EXCHANGE

The Puritans attack during the exchange
of the heretic, while a mysterious figure
makes sure any information Vosis has
will never leave his mind.

Setting: The outskirts of Trojaan. The
Radicals should be placed in the centre
of the board. Facing them about 10"
away is Forne in his trader disguise with
his henchmen. As GM you will be
playing Forne so feel free to act out a
tense vocal discourse with the Radical
player as seen in any western movie or
cop thriller. Start off with a terse “Have
you got the Telepath...”. If the Radical
player plays along, reward him by
allowing only half the Puritan warband
on in the first turn.

Objectives: The Radicals wish to gain
the artefact and the Puritans need the
information inside Pyel's mind, but when
the true enemy is revealed will they fight
each other?

Special Rules: Vosis will make a run for
it on the third turn, the Eldar Ranger will
appear (maybe placed on the roof of a
building) and shoot him in the head,
killing him instantly. If the shot misses,
use your GM ‘power’ to make the shot
hit, Pyel must die this scenario! The
Eldar will then catfall to the ground and
make good his escape. Forne is using
his powerful psychic powers to disguise
himself as the trader. The players are
unaware of his true identity so this
cannot be nullified. When Pyel is killed a



booming cry of “No!” will escape from
Forne’s lips, his concentration severed
with rage, Forne's true identity will be
revealed! Replace the trader model for
the Chaos Magus and end the scenario
with the words "to be continued...”
Luckily, this isn't a TV show so go
straight to Scenario 6 for the conclusion.

SCENARIO 5 ESCAPE

With the Radicals close behind the
Puritans, attempt to transport Pyel
off-world.

Setting: Trojaan Spaceport. This
consists of a small landing pad sparsely
surrounded by prefab buildings. The
Puritans may be placed 10" from the
starting board edge. The Radicals may
come on from turn 2 onwards.

Objectives: The Puritans need to get
Pyel to the waiting shuttle by getting him
off the other side of the board (this isn't
going to happen thanks to our pointy-
eared friend but the players don't know
that!). The Radicals must stop Pyel from
leaving the planet at all costs!

Special Rules: As Vosis gets two thirds
across the table he will attempt to
escape. The Eldar Ranger will once more
be strategically placed to blow a hole is
his head as he runs for freedom. The
Eldar will then make good his escape,
hopefully before any reprisals. A turn after
this, Forne (in his true form) will appear
with his henchmen on the opposite end of
the table (the one the Puritans were
heading for). He will demand to know
where Pyel is. Fade to black and proceed
to the climax, Scenario 6.

0T
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SCENARIO 6 TRUTH

The telepath Pyel is dead and Forne has
revealed his true identify, so will the rival
Inquisitors now work together? Or will it
be a three-way battle?

Setting: This depends on the previous
scenario. Either way have all three
warbands start roughly the same
distance apart.

Obijective: Kill the bad guy and possibly
each other.

Special Rules: None really, this is a
straight shoot out. Forne is your typical
movie villain and is quite powerful so
play him to maximum effect, but as with

all villains, when he looks the most X
powerful have him do something stupid _"::-,
so one of the good guys(!) can win, |

JUST THE BEGINNING i
So there you have it, although this is far [
from the end. I've deliberately left some il
stray plot threads in so you can continue !
to grow the campaign. Who was the robed |
figure? Why did he kill Vosis Pyel? What
was the artefact the Radical Inquisitor was
after? What information was trapped in
Pyel's head? Why was Forne so
desperate to get hold of the telepath? il
From here, your campaign can only grow. |
So let me know how you get on.

.if




The armies of Chaos are on the
march again, bolstered by the
arrival of fresh troops. This
month’s Gav Thorpe presents a
preview of things to come with
a new Beasts of Chaos army
list which can be used in
conjunction with the Hordes
of Chaos Armies book.

s the Realm of Chaos spews forth
Aits corrupting energies, and the

Shadow of Chaos spreads further
southwards, we bring news of more vile
creatures spawned by the Dark Gods.
This month T happily present a ‘work-in-
progress’ army list for the forthcoming
Beasts of Chaos Armies book. Please let
us know what you think, at the usual
address or the Games Development
message board on our website

www.gamesworkshop.com/wdmagazine/devboard
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Beasts of Chaos preview army list

BEASTS OF CHAOS

The Old World is saturated with the
mutating power of magic. It leaks
through the inter-dimensional gate in
the far north and permeates the entire
world. This power is strongest in the
immediate area around the shattered
gateway and weakens as the distance
from the gate increases.

The far north of the Old World is
home to many strange
creatures distorted by the

power of Chaos. All manner of

shapeless beasts and
unrecognisable monstrosities
can be found in these
regions: heinous things

e with bloated and
s ,-  horrible bodics
that writhe with

tentacles;
creatures whose

maws dribble and
gape in their unending
hunger for blood; other
beasts of every
conceivable, terrifying form
stalking the lands, searching
for the weak and feeble.

These monsters depend

upon the strength of the
local magical field to
survive. Fortunately they
cannot wander too far
south, for the power of Chaos
becomes too weak to sustain
them and they perish.

Many lesser Chaos monsters thrive in
the Old World, beings that do not need
as much invigorating power to sustain
them as the more heavily mutated things
of the far north. The most common are
Beastmen and their cousins, creatures
possessing something of the intelligence
and form of men. Other creatures of this
kind include the fearsome Minotaurs,
vast animal-headed monsters that often
ally with Beastmen, or lead bands of
lesser creatures. All these creatures, and
more besides, are called the Beasts of
Chaos. They are marked with murations
and their evil souls indisputably belong
to the Chaos gods.

BEASTMEN

Beastmen are wild and brutish creatures
who care little for other beings. They
have bodies that are halfman and half-
beast, usually with the horned head of a
goat. In battle they combine ferocity
with a savage lack of discipline, fighting
and barttling amongst themselves in their
eagerness to get at the enemy.

These creatures willingly embrace their
Chaos heritage, for although they have a
semblance of the intelligence of man,
they employ it with the base cunning of
a an animal. Beastmen are not natural
creatures: they first came into existence
when the polar gateway of the Old Ones
collapsed, showering the world with
mutating warpstone dust. It worked a
dreadful change on many of the
ancestors of man and animals, causing
mutations. Hence, Beastmen were
created: men that became animals, and
animals that became men, a mix that is
wholly chaotic.

Beastmen live in roaming warbands led
by the strongest among them. They
infest the forests and the wastelands of
the Old World and beyond, being most
numerous in the far north and the
Forests of Shadows. But even in the
lands of the south, in chivalrous
Bretonnia and the bright lands of Tilea,
and far to the east across the Mountains
of Mourn, the ancient forests and
desolate foothills harbour hidden
Beastmen lairs.

Hordes of Beastmen are extremely
dangerous in battle; a ferocious mass of
brutish warriors, great lumbering
chariots, packs of slavering Chaos war
hounds and bands of larger beasts




eagerly tear apart any enemies that dare
to stand in their way. The Beastmen
pour from their forests in endless
masses, stretching across the horizon.
Often the horde breaks quickly into
warring factions, for the Beastmen are
children of Chaos and organisation and
order is a concept alien to them.

The particularly hated foes of the
Beastmen are the Wood Elves.
Unbeknown to most races, a secret war
is constantly waged between the Elven
folk of Loren and the bestial hordes.
They battle for possession of the sacred
groves, where magic gathers in large
amounts. The Wood Elves secure these
places with waystones to absorb the
magical energy, while the Beastmen
erect their crude herdstones to syphon
the corrupting power from the
landscape and spill it across the world.

USING THE BEASTS OF
CHAOS LIST

The Beasts of Chaos list is used in
conjunction with Warhammer Armies —
Hordes of Chaos. Unless specifically

rd supported by a Giant quickly ov

noted, all of the rules and restrictions
for choosing a Chaos army outlined in
Hordes of Chaos apply to the units
given here.

If your General is from the Beasts of
Chaos part of the list, then Beast units
count as Core choices, and Mortal or
Daemonic units count as Special choices
in your army. If your General is not from
this list, all Beast units count as Special
choices in your army. Remember that
your General must be the character with
the highest Leadership value, and so this
may restrict your choices of other
characters. For example, if your army is
led by a Bancheast, it will not be able to
include any Exalted Champions as they
have a higher Ld value.

Where noted in the army list, Beasts of
Chaos characters and units have access
to all of the Marks of Chaos and magic
items listed in the Hordes of Chaos
book, and in addition to this some new
magic items are detailed below. Unless
specified in the Magic Item list within
this article, all Chaos characters who can
take magic items may choose items from
the list if they wish,

errun an Empire

village.

Beastmen
Special Rules

BEASTMEN AMBUSH

If the General of the army has the
Ambush special rule, he carries a
brayhorn, which he may sound during
the battle to summon Beastmen and ’
Warhounds that lie in wait. 1f, for
whatever reason, the General no longer
counts as a Beasts General (by drinking
from the Chalice of Chaos, for instance)
then he loses his Ambush special rule.
In any scenario that allows Scouts to use
their special deployment rules, up to
half the units with the Ambush special
rule (not counting characters or
Warhounds) can be sent to lay an
ambush, and are not placed on the table
during deployment. These units may be
joined by characters with Ambush if you
wish, though the General must be
deployed normally at the start of the
battle. Make a note of which units are in
ambush at the start of the battle, before
deployment starts. Models do not count é
as in play while waiting in ambush (for _]

it
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example, for the purposes of generating
Power or Dispel dice).

Starting from the second Chaos turn,
during any Chaos Movement phase, after
charges have been declared, the General
can sound the brayhorn and launch the
Ambush. Make a Leadership test for
every unit not deployed. Those that pass
can move on from any table edge, in the

Diagram A.
The Beastherd L‘.hargcs...

Kc.‘."

C - Command Group
C = C{_\TS

U - Ungors

Diagram B.
..And is initially ranked up in the same

way as normal skirmishing troops.

same way as if they had pursued an

enemy off the table in the previous turn.

If the Leadership test is failed, they turn
up at a random point on the table edge.
Roll a Scatter dice in the middle of the
table to determine where they enter the
game, Wherever they enter the table,
mark the point on the table edge where
the unit enters; models may move on
from anywhere within 4" of this point.

Diagram C.

Thc Cﬂmﬂ]ﬂﬂd CTDUP and CO[S are
then moved to the front of the unit.
Casualties from Enemy unit A are
removed from the Gor's

Diagram D.

If Enemy unit B then charges the rear
of the upit, casualtics from their attacks
arc removed from Ungors.

MOB RULE

These units are the most unruly troops
in the Warhammer world — even more so
than Orcs or Goblins! They follow all of
the rules for skirmishers with the
following exceptions:

* They gain rank bonus just like normal
units.

Units with Mob Rule may not be
joined by characters who do not have
Mob Rule. A character with Mob Rule
may join any unit they wish, but if
they join a unit without Mob Rule they
are treated exactly like any other
character model.

BEASTMEN WEAPONS

Braystaff: As a crude badge of office,
Bray-Shamans often carry a heavy staff
hung with bones, shells, and skulls, with
pieces of stone and metal imbedded into
its length. A Braystaff can be used in one
of two ways, nominate which at the start
of each Close Combat round. It may be
used as a great weapon, in which case it
grants +2 Strength and strikes last, or it
may be used defensively, in which case it
grants a +2 Armour save and counts as a
hand weapon.

BEASTMEN HERDS

Beastmen Herds are a mix of Gors and
Ungors, to which the following special
rules apply:

All shooting hits against the unit are
allocated against Ungors first, and only
when each Ungor has been hit once are
hits allocated against Gors (who tend to
use their smaller kin as living shields).
Continue to distribute missile hits in this
manner until they have all been
allocated. Once hits have been allocated,
make rolls to wound as normal.

Example: A unit of eight Gors and five
Ungors takes 16 bils from an Empire
Volley Gun. Each model is bit once, and
then the three extra bits are allocated
against Ungors.

In close combat, the Gors quickly push
to the front, while the Ungors hide
behind their larger cousins and jab with
their spears. If charged or charging, the
unit forms up just like any other
skirmishing unit. Once the unit has been
formed up, move any Command group
figures and characters to the front rank,
and then move any Gors in the back
ranks as far forward as possible. Any
Ungors in the unit are then positioned
to fill out the back ranks as normal.
Attacks in close combat also need to be
allocated between Gors and Ungors (if
in contact with both) as they have
different profiles. Casualties should be
removed from the appropriate type of
Beastmen models and the unit
reorganised to keep its formation.
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New Chaos Magic Items

Characters from the Beasts of Chaos list

may not choose enchanted items — such
sophisticated treasures are beyond their
intelligence, and often end up as mere
decorations for the herdstone.

MAGIC WEAPONS

Axes of Khorgor 75 pts
A set of two axes (requires both hands)
that gives the bearer +1 Attack and
allows them to re-roll missed rolls to hit
in close combat.

Great Fang

(Banebeast or Wargor only)
No armour saves may be made against
the Great Fang.

50 pts

e T

The Black Maul 40 pts
When rolling to wound with the Black
Maul, the target’s Toughness is treated
as being two less than normal (to a
minimum value of 1).

Scimitar of Skultar 20 pts
Any 60s to hit with this weapon allows no
armour save,

TALISMANS

The Dark Heart

(Bancbeast or Wargor only)
The character and any unit led by them
adds +D3" to their charges. Roll after
declaring charg if the se is failed
the models move their normal failed
charge distance.

25 pts

. OT—

ARCANE ITEMS

Staff of Darkoth

(Bray-Shaman on

Counts as a braystaff. In additi

bearer always knows the U 1 Lurker
spell from the Lore of Shadows, in
addition to any other spells. If Unseen
Lurker is generated as one of the
character’s spells, it may be exchanged
for any other spell from the Lore of
Beasts that they do not already know.

MAGIC STANDARDS

The Beastbanner

(Unit of Bestigor only)

All models in the unit (including
) gain +1A when they charge.

50 pts

e e e e e




e
A Banebeast.

SELECTING THE ARMY

See page 238-9 of the Warhammer
rulebook with the following additions
and amendments when choosing your
Beasts of Chaos army:

BEASTMAN GENERALS

If your General is a Beastman then Beast
units count as Core choices, and Mortal
or Daemonic units count as Special
choices in your army.

If your General is not a Beastman all
Beast units count as Special choices in
your army.

CHOOSING CHARACTERS

Characters are divided into two broad
categories: Lords (the most powerful
characters) and IHeroes (the rest). The
maximum number of characters an army
can include is shown on the chart below.

Army Value  Maximum  Maximum
Characters Lords
< 2,000 0-3 0
2,000-2,999 0-4 up to 1
3,000-3,999 0-6 up to 2
+2 max +1 max

! +1,000

IMPORTANT: The number of characters
is the total number of characters allowed
in the army including Lords. For
example: a 2,500 points Beasts of Chaos
army may have up to four characters in
total, of which one may be a Lord

(ie, one Lord + three Heroes).

An army does not have to include the
maximum number of characters
allowed, and can always include fewer
than indicated down to a minimum of
one (the General). Similarly, an army
does not have to include any Lords,

it can include all of its characters as
Heroes if preferred.

LORDS

BANEBEAST .....cccotiieeiiieessinnnsesssnmsssssssssssssssssssssnnsnnneeens. 39 points each
M WS BS § T W 1 A Ld

Banebeast 5 7 3 5 4 3 6 4 8

Weapons: Hand weapon.

Options:

* May choose a great weapon (+6 pts) or an additional hand weapon (+6 pts).

* May carry a shield (+3 pts), and may wear light armour (+3 pts) or
heavy armour (+6 pts).

* May choose a mix of magic items from the Common or Chaos Magic Items list
with a maximum total value of 100 pts.

* May be given the Mark of Tzeentch, Slaanesh, Khorne or Nurgle.

* May ride a Tuskgor Chariot chosen as normal from the Beast units section of
the army list. He will displace one of the crew.

Special Rules: Mob Rule, Ambush.

GREAT BRAY-SHAMAN ....cccoctirrernieeenimressnrsssnscssnnnenan:. 180 points each
M WS BS § T W 1 A Ld
Great Bray-Shaman 3 5 3 4 4 3 5 2 7
Weapons: Hand weapon.
Magic: A Great Bray-Shaman is a Level 3 Wizard and may have spells from the Beasts,
Shadow or Death lores.
Options:
* May choose a braystaff (+8 pts), or an additional hand weapon (+6 pts).
* May be upgraded to a Level 4 Wizard for +35 pts.
= May choose a mix of magic items from the Common or Chaos Magic Ttems list,
with a maximum total value of 100 pts.
* May be given the Mark of Slaanesh or Nurgle.
* May ride a Tuskgor Chariot chosen as normal from the Beasts units section
of the army list. He will displace one of the crew.
Special Rules: Mob Rule, Ambush.

DOOMBULL....cccorsssssarrrenssnssssssmsrissssnssssssssiassssiivssisussasa 180 points each
M WS BS § T W 1 A Ld

Doombull 6 7 3 5 5 4 5 5 9

Weapons: Hand weapon.

Options:

* May be given either a great weapon (+6 pts), or an additional hand weapon
(+6 pts), or a magic weapon worth up to 100 pts from the Common or
Chaos Magic Items lists.

* May be given a shield (+3pts), and may be given either light armour
(+3 points) or heavy armour (+6 points).

» May be given the Mark of Slaanesh, Khorne, Nurgle or may be given the Mark of
Tzeentch as if a Hero choice.

Special Rules: Cause Fear, Bloodgreed (may only pursue a broken enemy or make an
Overrun move if the model first passes a Ld test).
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A Chaos army can include a mix of units from both the Hordes of Chaos and Beasts of Cbaos army lisls.

HEROES *ARMY BATTLE STANDARD
One Wargor in the army may carry the
WARGOR™ . ..cvveveeaenes teeeeeennnnnnarsrreseernnsnnnnnssessssnaanennnnenss 00 points each Battle Standard for +25 pts.

M WS BS S T W I A 1Id A Battle Standard Bearer may not be
Wargor 5 6 3 4 4 2 5 3 7 the army’s General.
Weapons: Hand weapon. The Wargor carrying the Battle Standard
Options: cannot choose any extra weapons, nor
= May choose either a great weapon (+4 pts) or an additional can he use a shield. If a Wargor is
hand weapon (+4 pts). ) carrying the Battle Standard, be can
= May carry a shield (+2 pts), and wear light armour (+2pts) or heavy have any magic banner (no points
7 +4pts). e ; :
armour (+4p t"), = : 5 ; limit), but if be carries a magic banner
* May choose a mix of magic items from the Common or Chaos Magic Items be cannot carry any other magic items

list with a maximum total value of 50 pts.
« May be given the Mark of Tzeentch, Slaanesh, Khorne or Nurgle.

Special Rules: Mob Rule, Ambush.

BRAY-SHAMAN .....cccorurienraersneescssnmssssssssssesssssnsssnsasnnees 79 POiNts each

M WS BS § T W 1 A Ld
Bray-Shaman 5 + 3 3 4 2 4 2 6
Weapons: Hand weapon.

Magic: A Bray-Shaman is a Level 1 Wizard. He may may have spells from the Beasts,
Shadow or Death lores.

Options:
* May choose a braystaff (+6 pts), or an additional hand weapon (+4 pts)
« May be upgraded to a Level 2 Wizard for +35 points.
« May choose a mix of magic items from the Common or Chaos Magic Items list,
with a maximum total value of 50 pts.

= May be given the Mark of Slaanesh or Nurgle.
Special Rules: Mob Rule, Ambush. A Bray-Shaman.
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CHOOSING TROOPS

units count as Core choices.

If your General is not a Beastman, all
Beast units count as Special choices in
your army.

Troops are divided into Core, Special
and Rare units. The number of units of
each type that are available to you
depends upon the points value of your
army. This is indicated on the chart
below:.

Army Value  Core  Special Rare
< 2,000 2+ 0-3 0-1
2,000-2,999 3+ 0-4 0-2
3,000-3,999 4+ 0-5 (-2
+1,000 +1 +1 +

points army you must take a minimum
of three Core units and could choose to
take up to four Special and/or up to two
Rare units.

In addition, if an individual entry has a
number limiting it, eg. 0-1, then you
may only have that many in your army.

UNIT ENTRIES

Each unit is represented by an entry in
the army list. The unit’s name is given
and any limitations that apply are
explained.

Profiles. The characteristic profiles for
the troops in each unit are given in the
unit entry. Where several profiles are
required, these are also given even if, as
in many cases, they are optional.

Unit Sizes. Each entry specifies the
minimum size for each unit. In some
cases, units also have a maximum size.

Equipment. Each entry lists the
standard weapons and armour for that
unit. The value of these items is
included in the points cost.

Options. Additional or optional
weapons and armour are listed here
together with their extra cost.

A Gor warrior.

If your General is a Beastman then Beast

For example, if you are choosing a 2,000

Special Rules. Many troops have special
rules which are described in this section.

BEAST UNITS

BEASTMEN HERD........cciciiiiiiiiiiinnrrrsrsrssseees Gors 6 points per model
Ungors 4 points per model

M WS BS § T W 1 A ILd
3

Ungor 5 -t 3 3 1 3 1 6
Gor 5 4 3 3 4 1 % 1 6
Foe-render 5 4 3 4 4 1 3 2 7

Unit Size: 15-30 (The unit cannot contain more Ungors than it has Gors).
Weapons & Armour: Ungor have spears. Gors are armed with either two hand weapons,
or hand weapon and shields (all must be armed the same),
Options:
* Ungors may be given shields +1 pt per model
* Any unit may upgrade one Gor to a Musician for +3 pts.
° Any unit may upgrade one Gor to a Standard Bearer for +10 pts.
* Any unit may upgrade one Gor to a Foe-render for +20 pts.
Special Rules: Mob Rule, Ambush.

BESTIGOR HERD oiviiiiiiiiiiimicniiiiemenss 11 points per model
M WS BS § T W I A Ld

Bestigor 5 + 3 4 4 1 3 1 7

Foe-render 5 4 3 4 4 1 3 2 7

Unit Size: 10+
Weapons & Armour: Hand weapons, great weapons, heavy armour.
Options:
* Any unit may upgrade one Bestigor to a Musician for +6 pts,
* Any unit may upgrade one Bestigor to a Standard Bearer for +12 pts.
* Any unit may upgrade one Bestigor to a Foe-render for +12 pts,
* One unit of Bestigors in the army may be given the Mark of Chaos Undivided.
The Mark of Chaos Undivided may be exchanged for another Mark to turn them
into Tzaangor, Khorngor, Pestigor or Slaangor by giving the unit the appropriate
Mark of Chaos of one of the Greater Powers,
* One unit of Bestigors may be given a magic standard worth up to 50 points.
Special Rules: Units of Bestigor do not follow Mob Rule.

TUSKGOR CHARIOT ....cccciivirrmrinriasisssnnneneeeenns 85 points per model
M WS BS § T W 1 A 1Id

Chariot = & = 5 4 4 _ _ —

Bestigor - 4 = 4 - = 3 1 7

Tuskgor 7 3 e o= 2 1

Unit Size: 1 chariot.

Crew: Two Bestigors.

Weapons & Armour: The crew are equipped with hand weapons, heavy armour and
shields. The chariot has scythed wheels.

Armour save: 4+
Options:
* A chariot may be given the Mark of Chaos Undivided for free.
* A chariot can carry a single character, who displaces one crewman automatically.
The displaced crewman is lost and his value is not refunded.

Special Rules: Chariot

WARHOUNDS OF CHAOS......... P T 6 points per model
M WS BS § T W 1 A Id
Warhound 7 -4 g 3 3 1 3 1 3

Warbounds do not count towards the minimum number of Core units you must include
in your army, and do not count Warbounds units when calculating bow many units can
Ambusbh.

Unit Size: 5+
Weapons & Armour: None.
Special Rules: Ambiush.
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CHAOS TROLLS ..cevvvrrreerrressesssssessessessssssssmsesssnces 55 points per model ' e than basic regiments

M WS BS S T W I A Id Tge.?e units coc.f;;e_fmm ‘EOI:,:: Specict! {
- - 0. ¥ iy ),
Chaos Trol 6 3 1 5 4 3 1 4 4 shojoes penling of veet et

Unit Size: 3+
Weapons & Armour: Claws, fangs, the occasional club, and potentially lethal halitosi!.

Special Rules: Cause Fear, Regenerate, Stupidity, Troll Vomit (whole unit may forego
normal close combat attacks to each make one automatic S5 hit instead).

There is a maximum number of Special
units that can be fielded, and this
varies with the size of the army.

OGRES ..covvmimmmmismmveisssnsiisssis i 33 points per model
M WS BS § T W I A Ld
Ogre 6 3 2 4 4 3 2 & 7
Big Ogre 6 3 2 4 4 3 2 4 7
Unit Size: 3+
Weapons & Armour: Hand weapon.
Options:
* May have an additional hand weapon (+6 pts), or a great weapon (+6 pts).
*  May have light armour (43 pts), and/ or shields (+3 pts).
* Upgrade one Ogre to a Musician for +10 pts.
* Upgrade one Ogre to a Standard Bearer for +20 pts,
* Promote one Ogre to a Big Ogre for +20 pts.

Special Rules: Cause Fear.

MINOTAURS ...ccoiiiiiiiiniiiinnsnninnisssnenesssssss e 40 points per model
M WS BS § T W 1 A 1Id

Minotaur 6 4 3 4 4 3 4 3 8

Unit Size: 3+

Weapons & Armour: Hand weapon.

Options:
* May have an additional hand weapon (+6 pts), or a great weapon (+6 pts).
* May have light armour (+3 pts).

Special Rules: Cause Fear, Bloodgreed (may only pursue a broken enemy or make an

SESTE AL

Overrun move if the unit first passes a Ld test). i A f.ecn‘wum.'; ‘Mmomur
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RARE UNITS

70 points per model
| A Ld

Dragon Ogres ; i 3 8

Unit § }

Weapons & Armour: Hand weapon.

DRAGON OGRES.....

Options:
* May have an additional hand weapon (46 pts), or a great weapon (+06 pts).
have |

Special Rules: C ! / 5 g ased attacks
such as certain L of H s and Skave ightning have no a on the
unit).

. 5 points per model
M / L A Ld
7 ; 3 2 : 4 6 9

DRAGON OGRE DRAKI

Dragon Ogre Drake
apons & Armour: Hand weapon.

Options:

points).
Terror, Scaly Skin (4+) ; f
ng (lightning-based attacks such as certain Lore of Heavens spells and
p-lightning have n ct on the model).

205 points per model

ack of space in full here. However, for the
, they can be found in Warhammer Armies — Orcs & Goblins,




SNSRI

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

RAVENING HORDES

Q. How exactly do Chaos Dwarf
Blunderbusses work with the Stand &
Shoot charge reaction?

A. The rules are applied exactly as with
any other unit. If the chargers start
within 12" then any models within 12"
may be hit. If the chargers are outside
12", the charging unit is stopped at
maximum range as normal, and so in
this case only the front rank of the
charging unit will be in the zone of fire.

MAGIC

Q. When dispelling spells already in
play, do you need to beat the casting
value, or merely equal it?

A. As with other dispels, you need to
equal the casting value to successtully
dispel.

Q Are Wizards allowed to cast the
Lore of Death spell Drain Life and
the Lore of Heavens spell Storm of
Cronos if enemy units engaged in
close combat are within the 12"
radius?

A. Yes.

Q. Is the Dark Emissary allowed to
cast Fog of Death if enemy units are
engaged in close combat?

A Yes.

Warhammer rules clarifications

Q. Is the 5" template generated by
the Dark Magic spell Black Horror
allowed to be placed on enemy units
in close combat?

A. No.

Q. If the answer to any/all of the
questions above is Yes, do units with
Magic Resistance get to add their
dispel dice to any attempts to dispel
these spells?

A, If a unit with Magic Resistance is a
potential target for one of these spells,
its Magic Resistance may be used. If
multiple units with Magic Resistance are
targeted, use the highest Magic
Resistance value, not all of them added
together.

CHAOS

Q. If two units with Cloud of Flies are
fighting each other, or a Plaguebearer
unit is affected by a spell that makes
them attack themselves, do they
suffer the -1 to hit modifier?

A. No.

WARHAMMER ARMIES -
DWARFS

Q. Could you explain how the ‘crew’
of a Dwarf Anvil of Doom work in
close combat?

A. If you imagine that they form up just
like a war machine crew, and work out
who is in contact with whom on that
basis, you won’t go far wrong. It may
even be worthwhile having a spare
Runesmith and a couple of suitably
hard-looking guard models to use for
this purpose.

The Orc unit declares a charge and
moves to attack the Anvil of Doom.
The Runelord then moves forward to
protect the Anvil, with both Anvil
guards forming up cither side of him.

FLYERS

Q. It states in the Warhammer
rulebook that characters cannot join
a unit of flyers because they are not
as manoeuvrable. What about in the
case of an Exalted Daemon, Greater
Daemon, or Daemon Prince that is a
flyer joining a unit of Furies or
Screamers?

A. As stated in the rules for units of
flyers, characters can never join these
units,

WAR MACHINES

Q. Do you score Victory points for
reducing a war machine unit to half
its starting Wounds?

A. No, Victory points are only scored for
destroying it (or the equivalent, as
detailed in the War Machines section of
the rules).

PSYCHOLOGY

Q. When do you, resolve Fear tests
for an enemy charging a unit that
wishes to stand & shoot?

A. Use the following procedure: The
Fear-causing unit declares a charge. The
charged unit says ‘T'd like to stand and
shoot.” Check to see if the charging unit
is in range, if it is then the defenders
must take a Fear test. If they fail their
test and are outnumbered, they will flee
as normal, replacing their stand & shoot
charge reaction. If for any reason they
do not flee, then the charged unit may
stand & shoot as normal.

Warhammer Chronicles takes a look
at the Warhammer game, its rules,
background and game mechanics,
frequently stolen from work
in-progress here at the Studio. It also
acts as a forum for dedicated
Warhammer players who have
produced inspired, well thought-out
and exciting additions to the game.

If you bave a good item for
Warhammer Chronicles then
write to:

Gav Thorpe
(Warbammer Chronicles)
Games Workshop,
Willow Road, Lenton
Nottingham, NG7 2W§

Any rules queries etc, will be shredded
for Skaven bedding, so send them to
the Roolzboyz at Games Workshop
Mail Order, and not to Warbammer
Chronicles. You can also speak to the
Roolzboyz directly using the contacts
listed belotw.

Phone: 0115 91 40000

E-mail: motroll@games-workshop.co.uk
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The last few issues of White Dwarf have seen the re-emergence of Chaos as a deadly threat to the Warhammer World.
Unfortunately for the enemies of Chaos there’s no respite in sight - this issue sees the preview army list of the next Chaos

army book, Beasts of Chaos. The list adds Beastmen to the already frightening Chaos arsenal and on the following pages
you will find a selection of classic miniatures for you to use in your Chaos army.

You can order these through your local in-store order point, at www.games-workshop.com/storefront, or direct on 0115 971 40000.
Models shown at 70% actual size.

BESTIGOR
HORNBLOWER ARM
020105402 50p

. BESTIGOR STANDARD BESTIGOR BESTIGOR STANDARD BEARER TOP BESTIGOR 1 BESTIGOR 2 BESTIGOR 3
| BEARER BODY HORNBLOWER BODY 020105404 50p 020105301 €2 020105302 £2 020105303 £2
W, 020105403 g2 020105401 £2

11
L

BEASTMAN BANNER TOP 1
020100205 £1

S
B4 £
& "'«;_l{f i
o,
BEASTMAN BEASTMAN BEASTMAN BANNER TOP 2 BEASTMAN BEASTMAN SHAMAN 1 BEASTMAN
STANDARD BEARER 1 STANDARD BEARER 2 020100206 £1 CHAMPION 2 020100401 £4 SHAMAN 2
020100203 £2 020100204 £2

020100302 £3 020100402 £4

Ii. W

?g_f

- L
BEASTMAN BEASTMAN BEASTMAN BEAST LORD BODY BEAST LORD BANNER BEAST LORD AXE
HORNBLOWER 1 HORNBLOWER 2 CHAMPION 1 020103901 £4 020103903 £1.50 020103902 E1.50
020100207 E2 020100208 £2 020100301 £3

BEASTMAN 1 BEASTMAN 2 BEASTIMAN 3 BEASTMAN 4 BEASTMAN § BEASTMAN & BEASTMAN 7 BEASTMAN 8
020102801 E2 020102802 E2 Dz0102803 £2 020102804 £2 020102805 £2 D20102806 £2 T . 020102807 £2 020102808 E2




UNGOR STANDARD
020104104 50p

UNGOR SKIRMISHER UNGOR UNGOR UNGOR UNGOR T
HORNBLOWER SKIRMISHER 1 SKIRMISHER 2 SKIRMISHER 3 SKIRMISHER 4 i
020105601 £2 020105501 £1.50 020105502 £1.50 020105503 E£1.50 020105504 £1.50 it

UNGOR UNGOR UNGOR UNGOR UNGOR UNGOR WITH SPEAR UNGOR UNGOR STANDARD
SKIRMISHER 5 SKIRMISHER 6 SKIRMISHER 7 SKIRMISHER 8 SKIRMISHER 9 HORNBLOWER STANDARD BEARER 2 BEARER 1
020105505 E1.50 020105506 £1.50 020105507 £1.50 020105508 £1.50 020105508 £1.50 020104101 £1.50 020104103 £1.50 020104102 £1.50
o i |
! 1 ¥

UNGOR WITH UNGOR WITH UNGOR WITH UNGOR WITH UNGOR WITH UNGOR WITH UNGOR WITH UNGOR WITH UNGOR WITH
SPEAR 1 SPEAR 2 SPEAR 3 SPEAR 4 SPEAR § SPEAR 6 SPEAR 7 SPEAR & SPEAR 9
020104001 £1.50 020104002 £1.50 020104003 £1.50 020104004 £1.50 020104005 £1.50 020104006 £1.50 020104007 £1.50 020104008 £1.50 020104009 £1.50

b=
4
' A,
L |
F
S
% 4%5‘. J
p :;f%
&\
!
i e
KHAZRAK THE KHAZRAK THE KHAZRAK THE RED MAW'S BODY RED MAW'S RED MAW'S
OMNE-EYE'S BODY OME-EYE'S HEAD ONE-EYE'S WHIP 020108004 £2 BACK LEG FRONT LEG i
020108001 £4 020108002 £1 020108003 £1 020108005 50p 020108006 50p

The following models are available from Games Workshop stores, your local in-store order point, at www. games-workshop.com/storefront, or direct on 0115 91 40000,

GORTHOR AND BEASTLORD CHARIOT

BEASTMAN CHARIOT
99110201084 £18

99110201067 E12




MINOTAUR LORD LEGS
020104506 E2

MINOTAUR BODY 1
020104401 £6
Nesds Minotaur Head 1,

MINOTAUR

020107201

MINOTAUR STANDARD
BEARER STANDARD ARM
020107204 £1.50

MINOTAUR WITH
ADDITIONAL HAND
WEAPON RIGHT ARM 3
020104308 £1.50

MINOTAUR
LORD BODY
020104503 E£4

MINOTAUR BODY 2
020104402 £6

STANDARD BEARER BODY
£4

MINOTAUR WITH
ADDITIONAL HAND
WEAPON BODY 1
020104301 £4

MINOTAUR WITH
ADDITIONAL HAND
WEAPON HEAD 1

020104304 £1

MINOTAUR HEAD 1
020104404 £1
Needs Minotaur Body 1.

MINOTAUR LORD M!NbTAUH

MINOTAUR LORD MINOTAUR LORD MINOTAUR LORD
SHOULDER HEAD LORD JAW LEFT ARM RIGHT ARM
020104504  50p 020104501 £1 020104502 50p 020104506 £1 020104507 £1
Needs Minotaur Negds Minotaur
Lord Jaw. Lord Head,

MINOTAUR BODY 3
020104403 £4.50

MINOTAUR RIGHT ARM
WITH CLEAVER
020104409 £1

MINOTAUR RIGHT
ARM WITH SWORD
020104411

MINOTAUR RIGHT ARM
WITH AXE

020104410 £1 £1

MINDTAUR HEAD 3
020104408 £1

MINOTAUR HEAD 2
020104405 £1
Needs Minofaur Horns. MINOTAUR STANDARD
BEARER HEAD

f oz0107202 £1

MINOTAUR STANDARD TOP
020107205 £1.50

@
MINOTAUR JAW
020104407  50p

MINOTAUR HORNS
020104406 50p

MINOTAUR STANDARD
BEARER SWORD ARM
020107203 £1

MINOTAUR WITH
ADDITIONAL HAND
WEAPON LEFT ARM 1
020104310 £1.50

MINOTAUR WITH

MINOTAUR WITH MINOTAUR WITH ADDITIONAL ADDITIONAL HAND |

ADDITIONAL HAND HAND WEAFON BODY 3 MINOTAUR .
WEAPON BODY 2 020104303 £4 WITH ADDITIONAL “‘;‘}Ezgfg;gﬁ” :‘H';“u?
020104302 £4 Needs Minataur with Additional HAND WEAPON - 3

RIGHT ARM 1

Hand Weapon Head 3.
020104307 £1.50

MINOTAUR WITH
ADDITIONAL HAND
WEAPON HEAD 3

MINOTAUR WITH ADDITIONAL
HAND WEAPON HEAD 2

020104305  £1 o sy MINOTAUR WITH ]
Nesds Minotaur with ADDITIONAL HAND MINOTAUR WITH ADDITIONAL HAND
Additional Hand Weapon  WEAPQN LEFT ARM 3 \WEAPON RIGHT ARM 2
Body 3 020104312 £1.50 020104308 £1.50



This issue sees the start of a new set of
rules for creating your own small Chaos
warband, Path to Glory. This allows a great
degree of personalisation in your models
and on the following pages you will find a
selection of components to help you
convert your Chaos champion, sorcerer or
other elements of your warband.
You can order these through your local SLAANESH KHORNE 55'5’3'550?3‘?? CHAMPION OF CHAOS
in-store order point, at: CHAMPION BODY CHAMPION AXE UNDIVIDED BODY
020113801 £4 020113403 £1.50 020112701 £5
www.games-workshop.com/storefront,
or direct on 0115 91 40000.

Maodels shown at 70% actual size.

KHORNE

iy T A CHAMPION HEAD

SLAANESH vV B | 020113402 £1.50 ?

CHAMPION SHIELD A : ;
020113804 £1 3 sl S

CHAMPION OF CHADS UNDIVIDED
HEAD & AXES
9947020112702 £2

KHORNE BODY

SLAANESH 020113401 £4

CHAMPION HEAD ﬁww

020113802 £1
SLAANESH

CHAMPION SWORD
CHAMPION OF NURGLE 020113803 £1 : CHADS CHAMPION
BODY S~ BANNER POLE

g 020106103 £1 ;
020113601 24 P CLASSIC

ARCHAON'S HELMET
020107803 50p

CHAMPION OF NURGLE CHADS
WEAPON SPRUE SORCERER HEAD
020113602 £3 020113002 €1 ;

\W'SORAYCH'S TAIL

P il : - : 020107908  50p

SORCERER BODY . ‘F e CHAOS CHAMPION

020113001 €3 : o MACE ARM
: CHADS CHAMPION 1 BODY o epe L

020106101  E2.50

SHIELD
020107904  50p

CHADS SORCERER FAMILIAR E ; " y | ; CLASSIC ARCHAON'S

020113004 £1

CHAOS AEKOLD'S BANNER
SORCERER STAFF iS00 Ee CLASSIC
020113003 £1.50 ARCHAON'S CLOAK

020107902 €1

AEKOLD HELBRASS
020101801 £5

W'SORAYCH LEFT SIDE
020107905 £1.50

oA W'SORAYCH'S HEAD
CHAOS SORCERER e ! 020107907 £1
BODY 1 i B e
020103801 £3

CHAOS WARRIOR 1 CLASSIC ARCHAON'S BODY CHADS SORCERER STAFF 1 W'SORAYCH RIGHT SIDE CHADS SORCERER HEAD 1
020106301 £2.50 020107901~ 020103602 €1 020107906 £1.50 020103804 50p
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Bruno Rizzo, from the French Studio,
recently paid a visit fo our Nottingham
head office and brought some of his
models along to show us. Bruno has
won Golden Demon awards in France,
and it certainly shows '
in the standard of

his painting!
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The Chosen are Ihe elite of a Chaos Space
Marines army, providing a unique modelling
opporfunity. Each can be represented as an

' individual, a mighty anti-hero in his own

\ right, providing inspiration for as many
conversions as your imagination allows. Andy
! Hoare has gathered a selection of models

| from Chaos players around the Studio.

KEITH ROBERTSON’S THOUSAND SONS
Keith's always wanted to collect a
Thousand Sons army, as he’s really
interested in Egyptology, which he sees
as a major influence on the design of
these miniatures. He saw the army as an
excellent modelling project in which he
could exploit this imagery to the full.

Keith decided his army would contain a
large number of conversions, and so
started with the Lord. This model is based
on the Chaos Lord, by Jes Goodwin, to
which Keith has added a number of
additional features to suggest the
character’s alignment to Tzeenich.

The head is from one of the old Raptor
models, and is an example of a really
simple way of customising a miniature,
but Keith went much further than a simple
head-swap. He wanted to give his Lord
the Daemonic Flight gift and so chose a
pair of wings that gave the impression of
being large and powerful enough to
support the weight of the power
armoured Lord. The wings he chose are
| from the Warhammer Bretonnian Griffon,
| and being feathered rather than reptilian,
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tie-in with the Egyptian theme Keith was
keen to impart.

The staff in the model’s left hand
represents a Bedlam Staff, and is
modelled from Fabius Bile's left hand,
which is holding a cane, and a
Warhammer Chaos Sorcerer’s staff.
Keith used Green Stuff to model the
right hand to depict the Lord brandishing
a still beating heart ripped from the body
of an enemy.

Reading the rules for Familiars, Keith
decided he definitely wanted one
accompanying his Lord, and found a
perfect model in his bits box. It's a Chaos
Familiar, from the old range designed by
Jes Goodwin and, once based on a small
piece of round plasticard, makes a very
effective accompaniment to the Lord, as
well as being a potent item of psychic
wargear in the army.

The Chosen retinue accompanying the
Lord are extensively converted, with
Space Marine helmets built up with
plasticard, and Green Stuff loincloths.
Keith made these models before the

THEI T R e S LT T R R TR S LT AL i
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Keith Robertson’s Thousand Sons Lord holds aloft the heart of his enemy.

Thousand Sons boxed set was available,
and is planning on incorporating parts
from this set with his own conversions for
the rest of the army.

The colour schemes Keith has used are
based on a mix of Regal Blue and
Lightning Blue, with Shining Gold
banding on the Chosen and Bleached
Bone banding on the Lord. All of the
miniatures are based in a manner that
complements the blue and gold colour
scheme, using predominantly brown
tones with touches of Static Grass
added.

Keiths plans to expand the army include
upgrading all the retinue to Sorcerer
models. As the members of a Chosen
squad with the Mark of Tzeentch all
receive the Sorcerer upgrade by default,
this is a logical next step. He's already
painted a pack of Flamers which he
intends to use to devastating effect by
summoning them from the Lord's
personal icon, which is modelled hanging
from a chain at his waist.

BRI A L R



NEIL HODGSON’S DEATH GUARD

Neil's first project for his Death Guard army
was a Dreadnought, with his Lord and
Chosen retinue following the themes
established with that model. Neil was
attracted to the Death Guard because, as
with any cult force, it's possible to draw up
a small, highly elite army that does not
require an enormous number of miniatures
to be an effective force on the battlefield.
This meant he could concentrate on
painting and converting every last model to
as high a standard as you would expect
from a Golden Demon judge and former
'Eavy Metal painter.

There are lots of individual conversions
amongst these models, but they all share a
number of features that Neil has modelled.
All of the Terminators have had cloven
hooves added, made with Green Stuff, and
they all share distended, bloated bellies. In
most cases the stomachs have been made
to appear as if the armour has cracked,
with pipes, gore and viscera protruding
through the gaps.

The heads are mostly from the
Warhammer plastic Zombie Regiment
boxed set, and Neil has simply trimmed
them down at the back and under the jaw
to fit them onto the Terminator body.

There are many other touches used to
make these models really stand out,
including Green Stuff boils and
components from other miniatures.

Neil's Death Guard advance relentlessly on an Eldar position. i

When it comes to painting his models, Neil
has mixed up a colour that gives them the
corrupted and disease-ridden feel appropriate
fo these followers of the Plague God. This is a
mixture of Skull White, Fortress Grey and a
number of different greens and yellows. This
basecoat has been built upon with a number
of different inks, applied in very thin layers in a
fairly random 'blobby’ pattern. Neil has added
a very small amount of Skull White to the
inks, as this gives a crusted, patina effect.

Perhaps the most striking model in the retinue
is the Beast of Nurgle, which Neil has almost
entirely sculpted from Green Stuff, and to
which he has added components from a
variety of other models. Neil used the
same painting techniques and
colours as he did with the
Terminators, to which he has added
a liberal amount of slime, created
using epoxy resin applied with a cocktail stick.

Aspiring Champion of Nurgle

Neil plans on expanding the army in the
near future, and has almost finished

a squad of Plague Marines. The retinue
may soon gain a Land Raider
transport, converted to the same
standard as the Dreadnought, with
which to travel into battle. Neil is

keen to use some of the Forge

World conversion kits, which should
provide a visually stunning
accompaniment to the retinue, as

well as being a devastating weapon on
the tabletop.

Beast of Nurgle
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PHIL KELLY'S CHOSEN OF LUCIUS THE ETERNAL

Phil: When | was working on the new
special character for Slaanesh, Lucius
the Eternal, | decided to work up a couple
of Chosen as his retinue. The original
cast members underwent a bit of revision
(Vaust here was accompanied by a thin
female witch with her eyes sewn shut
until it dawned on me this wasn't much of
a concept for an Emperor’'s Children
Space Marine) but this has to be my
favourite. | thought the Logan Grimnar
model was a fantastic place to start; |
wanted a real giant of a model and,
unlike most Terminator models, this piece
has a really dynamic pose and looks as if
he's charging in to do some serious
damage.

| thought a bull head was fitting for this
image, and snipped off an ideal candidate
from one of the Warhammer Beastmen
range. | really liked the idea of him using
twin thunder hammers, stressing the
‘brute force' angle, so Logan's storm
bolter was replaced by a Chaos
Terminator's power maul. The axe

BO TOLSTRUP’'S CHOSEN

Bo is a dedicated follower of Khorne, so
when he heard that the Chaos Space

| Marines were receiving a new Codex,

'l he threw himself into modelling a new

| army with true Khornate abandon.

| Typical of his attitude to conversions,
Bo has raided his bits box for all

l manner of interesting and unusual
components. Using this approach, it's

the Bull was ready to wreak carnage in
the name of Slaanesh.

worlds | decided to write a bit of
background and work out his wargear
and statline. This way, when | have

‘Morkai’ was replaced by a bead | had
blagged from scenery maker Mark Jones,
making an ideal orb-shaped mace for his

right hand. One paint job later and Vaust
retinue it will have a real super-villain

feel, a team of evil monsters to rival the
Sinister Syndicate or The Brotherhood of
Evil Mutants. On the gaming table, this
coterie of sadists and murderers should
provide hours of good clean fun...

| wasn't happy stopping there, however,
and as the Chosen of Chaos have
slaughtered thousands and conquered

VAUST THE BULL

Vaust, a gigantic Chaos Space Marine of the Emperor’s Children Legion, was well-
known for his sadism long before his ascension to the upper ranks of Chaos. His
talent for inflicting violation and brutality upon his victims rivalled that of the most
talented Haemonculus of the Dark Eldar, and his name became synonymous with
acts of grotesque torture. Slowly, however, as the millennia wore on, his refined
skills and carefully honed ability to keep a victim in humiliating agony for years on
end degenerated into brutish acts of violence. The quality of Vaust's torture gave
way to a lust for sheer quantity of pain. Scalpel was changed for hammer, patience
| for battlelust. Vaust lost the capacity for speech, and his head slowly mutated into
that of a red-eyed bull as Slaanesh rewarded his slide further into excess.

Vaust retained his hunger for inflicting pain. Eschewing the bloodletting that
typifies Slaanesh’s nemesis, Khorne, Vaust has taken to using two massive power
mauls in combat, ensuring his victims are crushed rather than carved. Vaust's
playthings are therefore irrevocably crippled or maimed, and he takes care not to
kill them outright so that they can live in fear for the rest of their miserable
lifespan. His roaring bellow, so loud it can rend the material plane apart, has
heralded the beginning of a lifetime of pain for a hundred thousand torlured souls.

Wargear: Mark of Slaanesh; Terminator armour; Daemonic Strength; Deafening Bellow
(counts as Doom Siren); twin Thundermauls
(count as two power fists).

Pts WS BS Sv
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Vaust

Tyranid Gargoyles and the plastic
Genestealers, Chaos Spawn, an old
Flesh Hound head, as well as bits from
the entire range for Warhammer 40,000
Chaos Space Marines.

possible to end up with all manner of
bizarre end results, so it's worthwhile
keeping all those spare arms, heads
and extraneous appendages we all
have lying around, and throwing them

all togetherifor.e projact ke inls. Bo has so far modelled a small army in

this way, and will no doubt have a large
force of them completed in next to no time.

Looking closely at the miniatures, you'll
see components from a wide variety of
ranges. Included are parts from the old

CHOSEN OF CHAOS
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finished my Chosen Chaos Space Marine

U HITE TR T



R A L AR R A

GRAHAM DAVEY’S BLACK LEGION

Graham: D'isskrah was originally
created to lead the army, but has
since been ousted by newer
Champions of Chaos.
Nevertheless, he has made
countless kills with his mighty
power fist over the years. He is
based on Kharn the Betrayer’'s
body, the power fist was sawn off
another Chaos Aspiring Champion
model, while the head with bionic
implants was taken from a Space
Marine Chaplain.

Ser'ythh has seen action against
the Ulthwe Eldar of Phil Kelly and
against numerous foes in the
streets of Vogen. He is built around
a Khorne Berzerker body, with a
chopped down helmet from the
Kharn model, and a scythe daemon
weapon from the Zombie plastic kit.

The bare-chested Chaos Space
Marines were originally made as
part of a Possessed squad, but
under the new Codex they are
perfect as Chosen with Daemonic
Gifts such as Daemonic Strength,
Talons or Visage. The first was
inspired by a picture in the previous
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Chaos Codex of a Possessed
Chaos Space Marine bursting out
of his power armour. | stuck
together the plastic torso before
using clippers to create the rent in
the back where the daemonic flesh
is breaking through. The flesh itself
was formed out of Green Stuff. The
arms and head are from a Strigoi
Vampire model, and finally | used
guitar wire to create the severed
power cables and pipes.

The second model also uses parts
from a Strigoi Vampire, plus an old
Noise Marine head.

Zthumm’phi, the model with the
standard, simply uses the Chaos
Mutations sprue, but in a slightly
less obvious way. Clipping away
one of the plastic legs, | replaced it
with a tentacle. It then seemed
sensible to make him an lcon
Bearer, as he could use the icon
pole to help him stand up and
hobble about. The arm and icon are
taken from the Chaos Marauder
Regiment kit.
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. This month’s White Dwarf battle
report sees a brutal conflict
between two Chaos armies. Let
the bloodshed commence!

fresh terror to the battlegrounds of the 41st

codex: Chaos Space Marineshas brought
Millennium. Terror and diversity.

To best illustrate this diversity we're pitting two
Chaos armies against each other in this battle
report, Andy Hoare will field his Iron Warriors
army and face off against the Black Legion,
commanded by Pete Haines. Both are long-time
. Chaos generals and this promises to be a

| bloody encounter indeed!

This battle report is representative of many
battles fought around the ruined city of Jataal on
Perdictor |1 to control the breaches in the city's
fortifications. All over the planet the word has
been spread that the faithful should congregate
in Jataal so that the ritual of storm summoning
can be performed. It is essential that they are
allowed to congregate at a suitably auspicious
time if the Perdictor System is to be engulfed,
allowing Warsmith Honsou's fleet access to the
Eye of Terror. The battle would therefore be a
Take & Hold mission with the objective being the
breached wall. The Black Legion would be
defending, the Iron Warriors attacking.

Although Cityfight terrain was used, it was
decided to use the standard Warhammer 40,000
rules so that we could concentrate on
showcasing the new Codex: Chaos Space
Marines rules.

For this game we decided to use the trial
assault rules published in WD273 (and also
available in Chapter Approved 2003).

GATEWAY FROM HELL

WARHAMMER 40,000 BATTLE REPORT

The Eye of Terror is perpetually wrapped in
raging warp storms that make navigation in and
out all but impossible. The Cadian Gate is the
best known exception to this, an area where
warp storms are infrequent and vessels can
enter and exit the Eye safely (if any travel to or
from that benighted realm can be called safe).

There are other entrances though, Knowledge
and control of these gates is precious indeed
for through them the forces of the Traitor
Legions can strike unhindered at the Imperium.
One such gateway is the system of Perdictor,
once part of the Imperium the system was
tainted by demagogues and tumed to worship
of the gods of Chaos. Such was their fervour
that the nearest of the warp storms sealing the
Eye became unsiable and surged outward,
engulfing the system and bringing it into the
Eye of Terror. When the warp storm receded
there was little left but ruins and drooling bestial
mutants. Periodically, however, the debased
populace of Perdictor is drawn to re-enact their
downfall, gathering in the ruins of their capital to
howl their blasphemous prayers at the Eye of
Terror as it hangs visibly above them. Now, as
before, the warp storms roll through the system
in response and the gods walk on Perdictor
until once again the storms recede and it
returns to real space.

Now Perdictor acts as a ferry through the
storms. Viessels anchor there while it is in the

Warp and when the storms recede they cast
off. For millennia, the Chaos Legions have
maintained fractious bases there, both to
ensure it is theirs to use and to better control
the mutant zealots whose unholy faith is the
key fo the gate.

Accordingly, when the new Warsmith Honsou
and his Grand Companies sought to return to
Medrengard in the Eye affer their campaign on
Hydra Cordatus (see Storm of Iron by Graham
McNeill, available from the Black Library) a
message was sent to the lron Warrior
stronghold on Perdictor to prepare the ritual of
storm summoning. The fron Warriors had used
the Perdictor Gate frequently and the Daemon
Prince Chaeron was its custodian, appointed
by Peturabo himself to keep the gate as his
most sacred duty. Lord Chaeron duly ordered
that the mutant congregations be summoned
for the ritual in the ruined city of Jataal.

Lord Chaeron was infuriated when Black
Legionaries, under the command of Nechissar
Van Daal, began sealing the entrances to
Jataal. Nechissar claimed that Honsou's fleet
was so closely pursued that the secrecy of the
gate would be compromised. Neither the
Daemon Prince nor the Chaos Space Marine
Captain were patient diplomats. Within hours,
Iron Warrior strike forces were moving through
and around the ruined city, heavily armed and
intent on breaking the Black Legion blockade.

RO




Jade lightning speared from the sky,
casting an emerald hue across the
battered spires and crumbling walls of
Perdictor. The Dacmon Prince Chaeron
of the Iron Warriors stood silhouetted
by the flickering lightning. heavy rain
falling in drenching sheets and running
from his baroque armour. Brackish
water filled the craters and ran in
foamy rivers along the tracks of his
armoured vehicles. The city sprawled
beneath a brooding sky, crackling with
psychic encrgies, and Chaeron stared at
the massive breach his artillery had
blown in its curtainwall. Armoured
warriors in the panoply of the Black
Legion guarded the breach. preventing
him from marshalling the city's insane
population and performing the ritual
that would open the gateway into the
Eye of Terror. The rumble of the
approaching storm was a sign that he
and his warriors had little time before
their chance to open the gateway
passed. The Warsmith Honsou was
fast approaching the planet and his
ships needed swift passage

through.

The great Perturabo himself had
commanded the gateway be open, and

Chaeron was not so mighty that he
did not fear the wrath of his Legion’s
daemonic progenitor. The gateway
would be open or he would pay with
his very existence. He turned from the
breach to face a Black Legion warrior
held immobile against a half-submerged
slab of rockerete by two of his most
favoured warriors. His armour had been
removed, and his bady ]ay broken and
haggered. Blood)( rainwater streamed
down the slab into the crater. Behind
him, disciplined ranks of Iron Warriors
awaited their Dacmon Prince’s order to
attack.

Chaeron leaned down to face the
mutilated warrior, his lips drawn back
to reveal ycl}owcd and dripping fangs.
He unsheathed his black sword, the
edge lined with ghostly Iight, and
pressed the tip against the captive’s
sternuim.

“Why does your Legion stand before
us?” hissed the Dacmon Prince,
pushing the sword slowly
into his victim's chest.
e The Black Legionary
K. groaned, his face

twisted in agony. The sword cut decper
into his flesh as Chaeron twisted the
blade, lifting the warrior from the slab
and holding him suspended on the
weapon,

“This is the last time I will ask. Why
do the Black Legion seck to prevent
me opening the gatcway?"

The warrior moaned as his own weight
dragged him further along the blade.
His cycs rolled back in their sockets
as he whispered, “The gateway must
remain sccret, The Imperium cannot
learn of it and your Warsmith is sure
to be pursued here”

Chacron did not give him the chance
to finish, ripping his sword upwards
through the warrior. The body
splashed into the crater. The Dacmon
Prince turned to his warriors as the
rumble of thunder built and lightning
split the sky once more. If Abaddon’s
minions thought they would prevent
him from carrying out his Primarch’s
orders, they were mistaken.

He raised his dripping sword and gave
the order to advance.
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BLACK, BLACK, BLACK...

Pete: So it's battle
report time and | have
to do battle against my
favourite Warhammer
40,000 army, the Iron
Warriors. | know what
the Iron Warriors can
do, it's not pretty that's
for sure as it involves

Pete Haines  plowing the enemy

~apart at range and then finishing them

off up close when they are suitably

. weakened, but it is very effective. |

figured there was absolutely no point
trying to win a firefight with them as
Andy was bound to take masses of

| heavy support while |, as the defender,

was limited in the number | could take
by the Force Organisation chart for the
mission. | decided my advantage lay in
the fact that the Black Legion is so
diverse that Andy would find it
impossible to develop much of a game
plan in advance and would have to
improvise one.

In Take & Hold there is one
consideration and one consideration
only — be sure that you can deliver a
substantial force to the objective by the
end of turn four. The mission features
variable game length so it could last just
four turns and there is no more
depressing way to lose the mission than
to have fussed around getting to the
objective and not made it in time. |
therefore wanted an essentially mobile
army with enough warm bodies to soak
up the Iron Warriors’ firepower and still
have enough to get to the objective.

So | picked a tough assault force based

| around a fairly moderate Chaos Lord
| and his Chosen, including two

| Aspiring Champions and an Icon

- Bearer with the Daemon Icon.

The Daemon lcon can bind a single unit
of Daemons and deliver them to the
battlefield exactly when you need them.
For this mission | decided this was just
the ticket so | bound into it a unit of
Bloodletters of Khorne, far and away the
most ferocious, lethal Daemons
available. Mounting the retinue in a
Rhino | was sure that if | could only get
this one unit to the objective | would
stand a great chance of winning.

Backing up the retinue | took a small
squad of Chosen in Terminator armour
with the intention of using Deep Strike.
The plan was that if the Terminators
became available early in the game |
would teleport in on the Iron Warrior side
of the table and disrupt their advance, if
they were delayed | would teleport
directly onto the objective. Either way |
was certain they would at least get into
action without getting shot to pieces
walking there. As my next Elite choice |
took three of the mighty new
Obliterators. These are awesome
models that give a Chaos Space Marine
army the sort of mobile firepower
loyalists can get from their attack bikes
and land speeders. They are not soft
targets either so they would be able to
advance resolutely on the objective,
engaging the most threatening enemy
with the optimum morphed weapon for
the job and, if need be, pile in with
power fists when they got there. | had
already used one Troops choice on the
Bloodletters and used two more on fairly
strong Chaos Space Marine squads.
One was optimised for ranged fire with a
lascannon, plasma gun and a lot of
bolters; the other for close action with an
Aspiring Champion wielding a power fist,

some plasma guns and the rest with bolt
pistols and close combat weapons.
These units would start off holding the
breach and were intended to simply
hang in there and wait for help.
Hopefully, there would be enough of
them left at the decisive moment to
support my attack. | rounded off the
army with a Dreadnought. These are
one of my all-time favourite Warhammer
40,000 units and they are perfect for this
type of mission. They can advance
steadily, laying down a curtain of fire and
then make a nasty mess out of anything
they run into in close combat. OK, they
are insane maniacs but | don't like to
hold that against them. Their
unpredictability could prove to be a real
asset in this mission as targets are likely
to be plentiful and rushing towards the
enemy isn't necessarily a bad thing.

All'in all | was pleased with the army, it
was numerous enough to sustain losses
but not so numerous that units would get
entangled heading for the objective. |
planned to use the Terminators to mess
up the lron Warriors' approach, get my
retinue close to the objective and move
in on turn four. Until then | would fire at
targets of opportunity, or in other words,
take what is there. The alternative is a
more systematic fire plan where specific
targets are engaged until they are
destroyed, but my army composition
wasn't shooty enough for that
(worryingly, | was sure the Iron Warriors
would be). When my Chaos Lord and
his retinue moved in on the objective |
planned to support them with the
remnants of the Chaos Space Marine
squads, plus the Obliterators and the
Dreadnought.




Andy: Pete and myself
are both Iron Warriors
players, and so
naturally wanted to field
our own armies for this
report. When it came
down to making the
decision, it turned out |
had a more up to date
army than Pete did, but
| still had to paint the new Daemon
Prince, a new Rhino and the best part of
two squads worth of Iron Warriors before
| was happy that Perturabo's finest were
fit to grace the pages of White Dwari.

Andy Hoare

During recent games I've been honing
the army to a fairly compact force, the
core of which | chose here. The Iron
Warriors just don't feel right to me
without all four Heavy Support slots in
attendance, and the combination I've
been putting out of late is centred on a
Basilisk and a Vindicator. This may
sound excessive, but you'll find that one,
normally the Vindicator, will attract so
much firepower it really won't last very
long. The trick is to use one vehicle to
distract the enemy’s shooting, allowing
the other free rein. Just to spice things
up a bit, | added the new Parasitic
Possession vehicle upgrade to the
Vindicator. This allows the vehicle to
recover from ‘weapon destroyed’ and
‘immobilised’ results on a roll of 4+. This
should make it an even higher priority
target, allowing the Basilisk to go about
its work, and giving the Vindicator an
extra little trick to play.

A pair of Dreadnoughts took up the other

two Heavy Support slots. | went for
these over Havoc squads as I'd need
the combination of mobile firepower on
the approach to the objective and
effective close combat nastiness

once they got there.

'IRON WITHIN

Just before the battle report, | got hold of
the new Daemon Prince model. And
what a model it is! My Iron Warriors
have been led by my trusty Lord
Ironclaw for a few years now but, as
befits the fickle nature of Chaos, he was
put aside when the new miniature came
out. The rules for Daemonic gifts allow
you to turn your Lord into a veritable
killing machine, but | thought it sensible
not to invest too many points in him. |
went for a combination of gifts that
would allow him to engage the Black
Legion as he charged towards them,
and to face off against most enemies in
an assault with a reasonable chance of
success so long as he isn't massively
outnumbered.

| also chose four squads, two of which
would provide fire support while the
other two advanced, and a Sorcerer with
a small retinue of Chosen in a Rhino to
back up the assault on the objective.

So, knowing Pete this is going to be a
tricky battle, one that will require
concentrating on the objective above all
other considerations. I'd need to choose
my targets carefully in order to keep his
nastier units off the objective, while
keeping my own advance on target. If |
can coordinate a strong assault on turn
four with my Dreadnoughts, Daemon
Prince and a couple of squads, then the
treacherous Black Legion will be denied
the objective and victory will belong to
the Sons of Olympia (that's Iron
Warriors, you know!).
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Daemon Prince Lord Chaeron

Dasmonic Stature, Daemonic Aura,
Daemon Armour, Daemonic Mutation,

Kai Gun, Mark of Chaos Undivided.155 pts

Sorcerer Silenus Aum

Bolt pistal, power weapon, Wind of Chaos,
Mark of Chaos Undivided, frag grenades
and melta bombs. a7 pts

Silenus Aum’s Retinue

Five Chosen: Four with bolt pistol and close
combat weapon, One with plasma gun. All
have the Mark of Chaos Undivided and frag
grenades. 173 pts

Rhino

| Combi-bolter, extra armour, dozer blade
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and smoke launcher. 63 pis

THE IRON WARRIORS

Troops E—

m Squad Leucas
"W Nine Chaos Space Marines: Seven with

bolters, Two with meltaguns. All have Mark

of Chaos Undivided. 155 pts
W0 Ssquad Cryrix
"% Nine Chaos Space Marines: Seven with
bolters, Two with meltaguns. All have Mark
of Chaos Undivided. 155 pts

Squad Ophion

" Six Chaos Space Marines: Four with
bolters, One with plasma gun, One with
lascannon. All have the Mark of Chaos
Undivided 115 pts
Squad Pherax

" B Chaos Space Marines: 4 with bolters,
1 with plasma gun, 1 with lascanncn. All
have the Mark of Chaos Undivided.

115 pts

g
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Heavy Support
Basilisk
Earthshaker cannon, indirect fire. 125 pts

E

Vindicator
Demolisher cannon, smoke launchers and
AL

Parasitic Possession. 143 pts

E“,E}"% Chaos Dreadnought Cholerus the Revered
Plasma cannon, Dreadnought close
combat weapon, smoke launchers, extra
armour, heavy flamer, 133 pts

!m-’"’;, Chaos Dreadnought Aberus the Shorn

© Multi-melta, Dreadnought close combat
weapon, smeke launchers, extra armour,
heavy flamer. 133 pts

1,562 pts
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Chaos Lord Nechissar Van Daal

with plasma pistol, power axe, Dasmonic
Strength, Daemonic Aura and Mark of
Chaos Undivided, 120 pts

Van Daal's Retinue

Eight Chosen: Three with bolt pistol and
close combat weapon, Two with maltagun,
One with Daemon icon, bolt pistol and
close combat weapon, Champion with bolt
pistol and power fist, Champion with bolt
pistol, power weapon and daemonic
strength. All have the Mark of Chaos
Undivided. 234 pts

Rhino
Combi-bolter and smoke launcher. 53 pts

THE BLACK LEGION

Elites

The Hand

Five Chaos Terminators: Four with eormibi-
bolter and power weapon, One with reaper
autocannon and lightning claw. All have
the Mark of Chaos Undivided. 210 pts

Obliterator Cult
Three Obliteratars. 210 pts

Troops _
Shameth’s Squad

Nine Chaos Space Marines: Six with bolt
pistol and close combat weapon, Two with
Plasma gun, Champion with plasma pistol
and power fist. 193 pts

i O

Korsann's Squad
Nine Chaos Space Marines: Seven with
bolter, One with plasma gun, One with
lascannon.

151 pts

Bloodletter pack
Eight Bloodletters. 208 pts

Heavy Support

Ghuldeghast

Chaos Dreadnought with plasma cannon,
Dreadnought close combat weapon and
smoke launchers. 118 pts

1,497 pts




into the ruined city.




TURN 1 — IRON WARRIORS

Andy: Being the attacker, | got to gauge
Pete’s initial deployment before bringing
my own forces onto the table. Pete had left
the actual objective, the breach in the wall,
unoccupied but covered by two squads
and a Dreadnought. These units didn’t
cause me any undue worry in themselves,
but the prospect of three Obliterators
turning up to support them did make me
think very carefully about where | deployed
my vehicles and Daemon Prince. The
Obliterators would be firing on the turn they
arrived, so | wanted to either deny them
any major targets, or at least ensure those
vehicles they could target were hull down
behind cover.

| deployed my two six-man fire support
squads first, bringing them on at either end
of my line. | hoped Squad Ophion would be
able to claim some protection from the
wall, and advance towards the objective if
needed. Squad Pherax, on the right flank
would provide covering fire with its
lascannon and possibly with its plasma
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gun, but would be too far from the
objective to actually claim it themselves.

Squads Leucas and Cryrix deployed in the
centre, in a position to begin their advance
towards the breach, Squad Cryrix claiming
cover from the ruined building as it did so.

Dreadnought Cholerus moved into the
cover of the building, from where it would
be able to get a shot off in the Shooting
phase, while the Daemon Prince Lord
Chaeron and the Dreadnought Aberus took
position behind the building, out of the
Black Legion’s line of sight.

| had some pondering to do in relation to
deploying the Basilisk. The building on my
extreme right was the obvious place, but
looking close at it we decided it wasn't
really accessible to the vehicle. This meant
| had to bring it on far closer, but this did
give me the option of moving it out of cover
and taking some direct fire shots if the
opportunity arose.

The Vindicator moved on a full 12" |
intended to use this vehicle to force Pete's
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hand in his targeting priorities; if | could get
it to within 24" of the breach it could give
the Black Legionnaires a good slap. The
plan was to move it another 12" next turn,
placing it in a good position to threaten the
breach if it was allowed to survive. The
Parasitic Possession upgrade meant Pete
would have to treat the vehicle as a serious
threat even if its armament was destroyed,

The last unit to deploy was the Sorcerer
Silenus Aum’s Rhino, which took up a
position at the rear, ready to dash towards
the objective when the time was right.

With my entire army having moved on in
the Movement phase | didn't have much
that could also fire in the Shooting phase.
Dreadnought Cholerus fired at the Black
Legion squad occupying the craters
beyond the breach, killing one with the
lethal discharge of its plasma cannon.

TURN 1 — BLACK LEGION

Pete: With only three units standing
around the objective, turn one did not
promise to be too productive, indeed | was
mostly concerned that | might be facing a
rapid Rhino-borne assault that might
sweep my forces off the battlefield before
the reserves could arrive. Instead, the Iron
Warriors were clearly planning to move into
position to deliver their customary ‘barrage
o'death’. There was little | could do about
this overall so | contented myself with a
few pot shots. Korsann's squad opened up
on the Vindicator with their lascannon but
were painfully inaccurate, a pity as the last
thing | wanted was a demolisher cannon
overlooking the objective. Shameth's
squad took a couple of plasma gun shots
at Squad Leucas and were equally
ineffective but at least managed to avoid
hurting themselves. Just when it seemed
my speculative fire was destined to be very
speculative the Dreadnought, Ghuldeghast,
managed to fry one of Squad Ophion with
its plasma cannon. It was still pretty dismal
though and | had done nothing likely to
cause the Iron Warriors to amend their
methodical plan.

Ghuldeghast vapourises an iron Warrior with it's Plasma cannon.
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TURN 2 — IRON WARRIORS

Andy: I'd expected the Vindicator to be
shot, and obviously I'd hoped it would
survive, and it did. This turn I'd have to
concentrate on moving my squads forward,
in preparation for an assault around turn
Four. The important thing this turn was to
not get distracted by shooting.

At the start of the Movement phase | rolled
to see if the Dreadnoughts were affected
by Fire Frenzy. Dreadnought Cholerus
succumbed to his insane rage, rolling a 6,
meaning it would fire twice at the nearest
visible enemy target, but not move.

My other squads all moved forward, Lord
Chaeron, Dreadnought Aberus and Squad

Cryrix passing through the ruins of the
building in front of them, affording them
some cover from any incoming Black
Legion fire. The Vindicator moved forward
again, to a hull down position that would
make it absolutely deadly if it was in any
state to fire next turn.

First to shoot was the Basilisk. | would
have liked to target the squad occupying
the rubble, or the Dreadnought at the
breach, but | was firing the weapon in
indirect fire mode, which has a minimum
range of 36", Guessing that both of my
preferred targets were within minimum
range | chose to target the Black
Legionnaires in the crater. | guessed the
range correctly at 42", and after the scatter
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dice was rolled one Chaos Space Marine
was killed. This was enough to force a
Pinning test, which the squad failed. The
Black Legionnaires would be keeping their
heads down for the next turn, which meant
squad Ophion could move up without them
being a threat.

Dreadnought Cholerus fired its plasma
cannon twice at its counterpart
approaching the breach, but the armour of
the ancient Black Legion Dreadnought was
proof against the bolt of incandescent
energy.

Meanwhile, Squad Ophion over on the left
flank opened fire on the Black Legionnaires
occupying the crater. The Iron Warriors
squad hadn't moved this turn, to allow
them to fire the lascannon, and they
vaporised one enemy.

At the end of my turn I'd caused some
damage, but more importantly, my advance
was on track. Pete’s Obliterators would no
doubt soon prove a worry, and his
Dreadnought was in a position to cause
some consternation amongst the ranks of
the Iron Warriors. I'd have to deal with one
threat at a time and focus on getting my
forces to the objective at the right time and
in the right formation.

TURN 2 — BLACK LEGION

Pete: As the smoke cleared and the Black
Legion heads began to pop up to count the
losses, it soon became apparent that | had
got off easy. A couple of casualties and
Shameth's squad pinned was a small price
considering the firepower on display across
the battlefield. Indeed, the fact they were
pinned would doubtless save Shameth's
plasma gunners from burning their fingers,
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so all was well. All that is, except for the
fact that | now had an opportunity to fail all
my Reserve rolls. Key dice rolls put one
under SO much pressure, don’t you find?
As it happened | needn't have worried, the
Obliterator Cult and the Hand (that's the
Terminator squad to save you turning back
to the army list, there's five of them you
see...) turned up leaving me with just my
retinue off-table. This was fine as Lord
Nechissar and his Chosen were mounted
in a Rhino and would still be able to get to
the objective in time if they kept the
accelerator down.

The mighty Ghuldeghast moved ever
closer to the breach bathing Squad Leucas
in a coruscating burst of plasma, slaying
two of them. Shameth's squad continued to
eat the dirt, pinned as they were, and
Korsann's squad took another shot at the
Vindicator and again failed to do anything.
Clearly, the lascannon gunner would have
to be spoken to quite firmly after the battle.
Such failure is not tolerated in the Black
Legion.

| posted the Obliterators on my right flank
and began a plodding (sorry, inexorable)
advance on the objective. Obliterators are
slow and purposeful which means they
always move as if they are in difficult
terrain. Because of this, | had no guarantee
they would be able to reach the breach by
turn four, in fact the probability was that
they wouldn't, so | decided not to worry
and took them on a leisurely stroll along
the line that would give them the most
options for providing covering fire. As
evidence of this, they all morphed
lascannons and engaged the Dreadnought,
Cholerus the Revered, all scoring glancing
hits which went on to immobilise it, blow off
its weapon and finally destroy it. All of
which brought a contented smile to my
face, make no mistake.

The Hand didn't realise it but working on
the principle that a football team
sometimes plays better with only ten men, |
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The Terminators teleport in right next to the Vindicator.

had decided they were the eleventh. There
were a lot of Iron Warriors and something
had to be done by someone to slow them
down a little as | didn’t want them to be
camped on the breach toasting
marshmallows before my army had really
got on-line. What the situation called for
was Deep Strike Terminator surprise and |
had just the men for the job. Deftly
avoiding getting lost in the Warp, the Hand
teleported in close to the Vindicator, there
was a bit of scatter but crucially the
Terminator with the Reaper autocannon
was on the Vindicator's flank with a clean
shot. If only | had hit with my lascannon

this wouldn't have been necessary (and
the Terminators could have gunned down
some lron Warriors instead) but that's
apocalyptic warfare for you. The Reaper
accordingly barked out its paean of death
and ripped through the Vindicator's
vulnerable flank armour destroying it
utterly. | may have cackled at this point, |
can't honestly remember, but it would have
been a shame not to.

Turn two was a lot more satisfying- a
Dreadnought and a Vindicator were
destroyed despite having a squad pinned.
Good... the Despoiler will be pleased.
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TURN 3 — IRON WARRIORS

Andy: Oh look, my Vindicator's dead! We
played a practice game the day before the
battle report and Pete had pulled a very
similar trick with his Terminators against
one of my Dreadnoughts. In that game, all
four of my squads were able to wipe the
Terminators out in a storm of plasma, melta
gun and lascannon shots, though this cost
a turn of movement, which was of course
the point. In this game my lines were more
spread out, so | didn't expect to be able to
take care of the Terminators in the Shooting
phase, and | certainly wasn’t going
anywhere near them in the Assault phase.

| decided to pull the Basilisk out of harm'’s
way, putting it in a position that would allow
it to cover the breach over open sights, in
much the same way as the Vindicator had
before being so rudely interrupted.

The Terminators leave the Vindicator flaming.

The warriors of Squad Pherax, seeing the
Terminators bearing down on them, planted
their feet upon the dusty concrete, grimly
determined to unleash as much firepower
as possible before the almost inevitable
assault. | was worried that the Terminators
would assault Squad Pherax, and
consolidate towards the Basilisk, and so
took every precaution | could to counter
this.

My other units in the central building were
also within the range at which the
Terminators could cause trouble and | took
this into consideration when moving them,
keeping them in cover in order to make the
Black Legion think twice before assaulting.

Dreadnought Cholerus became fire
frenzied again, but this time the irate
machine rolled a 1 and went charging
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forward an additional 3" but wouldn't be
able to fire in the Shooting phase. This
took it out into the open, so in a rare
moment of relative lucidity, the pilot fired
his smoke launchers.

Squad Pherax opened fire on the
Terminators; a lascannon, two plasma
shots and eight bolter shots resulting in a
single dead Chosen. Their millennia old
tactical Dreadnought armour proved too
strong for all but a single plasma bolt.

Daemon Prince, Chaeron, raised his
daemonic Kai Gun at the Black Legion
squad before him, loosing two blasts of
hate-fuelled energy from the daemon
weapon. But his aim was not true and the
shots slammed into the concrete behind
which the Black Legionnaires sheltered.
(Models with Daemonic Stature have a
Ballistic Skill of 3, as they are more
concerned with savage close combat than
engaging their foes at a distance, but this
is more than made up for by their
increased Weapon Skill of 6.}

At the end of turn three my force was more
or less where | had intended them to be,
but the arrival of the Terminators could
really put a spanner in the works. I'd had to
move the Basilisk, which wasn't such a
problem as now it could target the breach
and any Black Legion forces attempting to
occupy it in the final turns. If the
Terminators assaulted Squad Pherax then
they'd end up behind my lines, threatening
the Basilisk but possibly putting themselves
some distance from the action. If they
attacked my advancing units I'd be held up,
but should be able to deal with them.

With turn four looming | could only wait and
see what damage Pete could wreak on my
advance towards the objective.
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TURN 3 — BLACK LEGION

Pete: Once again | was pleasantly
surprised to have the use of almost as
many troops as in my previous turn. The
Terminator's surprise arrival had managed
to intimidate the Basilisk to move (as |
hoped it would) and the rest of the Iron
Warriors were focusing on getting to the
breach more than shooting. This was fine
by me, with the arrival of Lord Nechissar
and his retinue, the Black Legion was all
present and accounted for and | was
reasonably confident that | would win
a close combat for the objective.

Accordingly, Nechissar's Rhino :
moved into position to make a sprint for
the objective on turn four, firing its
smoke launchers to minimise the
chance of some eager Iron Warrior with
a lascannon playing spoilsport.
Korsann's squad finally got their heads
out of the dirt and managed to drop one
of Squad Leucas.

Meanwhile, the Hand showed Squad
Pherax the contempt they deserved and
moved away from them back towards the
objective. Squad Pherax were already too
far from the objective to be able to do
much more than wave pom-poms and
shout encouragement, so charging them
would have been a waste of the Hand's
precious time. Instead, | decided they had
to intervene to slow up the Iron Warriors'
advance through the ruins. True, that
would mean them coming within reach of
not only a Dreadnought but a mighty
Daemon Prince as well but when you have
Terminator armour danger comes with the
territory (and is probably printed on the
laundry instructions just to be sure). As
they advanced, they laid down a barrage of
fire on Squad Cryrix ripping two of them
apart in a hail of Reaper cannon and
combi-bolter shells.
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Once again Ghuldeghast vented his wrath
on Squad Leucas killing another of them.
The Obliterators lumbered forward
unleashing their lascannon salvo at the
remaining Iron Warriors' Dreadnought,
Aberus the Shorn, again scoring three
glancing hits but this time only succeeding
in giving it a darned good stunning (the
Chaos gods, they are so fickle, especially
when it comes to dice).

Nevertheless, the moment had come for a
bit of close-guarter bloodletting and the
homicidal Terminators of the Hand were to
be the ones to do it. Managing to get the 6
| needed when rolling for their movement
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through difficult terrain, they rumbled into
Squad Cryrix, easily surviving the enemy’s
feeble blows as they broke into the cover ]
and killed the nearest defender. It is worth |
noting here that although we were using |
the trial assault rules, the Hand still gotan |
extra attack for charging as Terminators do Ff
| ]

not lose the attack if they fire in the
Shooting phase like other altogether pettier
mortals. The Iron Warriors stood and the
Hand piled in, creating a roadblock right in
the middle of the enemy lines. It only
remained to be seen how excessive the
counter-measures would be.

rminators continue their bloody rampage through the lron Warriors. E
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TURN 4 — IRON WARRIORS

Andy: Looks like Squad Pherax can breath
a sigh of relief then, as the Terminators
decided to assault the bulk of my
advancing forces. This is the sort of tactic
that could cost me the game, as it gives
me no choice but to deal with them, and
deal with them fast, or I'd find my forces
bogged down in a protracted close combat
before they could close in on the objective.
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In order to deal with the Terminators, |
moved up Dreadnought Cholerus and the
Daemon Prince, Lord Chaeron, ready for
an assault that should hopefully settle
things. | also moved the Rhino carrying the
Sorcerer Aum and his retinue towards the
objective, moving through the rubble in

order to gain a hull down position. | was
glad I'd chosen to spend a spare 5 points
on the dozer blade, as the vehicle rolled a

Lord Chaeron enters the fray.
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1 for difficult terrain. Luckily, the re-roll
granted by the dozer blade saved it, and it
got into a good position to move onto the
objective next turn, allowing the
passengers to attack the breach.

The Basilisk opened the Shooting phase
by targeting the Obliterators, who were
working their way inexorably towards the
breach. The shot went wide though, and no
damage was caused.

Squads Ophion and Pherax fired their
lascannons at the Black Legion
Dreadnought, immobilising it right on the
objective. As we were using the trial
assault rules, | couldn’t fire with Lord
Chaeron as you must target the squad you
intend to assault, who in this case was
engaged in close combat and therefore
untargetable.

In the Assault phase, Lord Chaeron and
Dreadnought Cholerus assaulted the
Terminators. Combat was simultaneous
between Squad Cryrix and the
Terminators, a combat that resulted in one
Black Legionnaire and four Iron Warriors
falling. The Daemon Prince, who had
assaulted through cover fought at Initiative
1 under the new rules. Two Black Legion
Chosen were cleaved in two by the Lord
Chaeron’s mighty blade, before the
Dreadnought smashed the last Terminator
to the ground. The threat of the
Terminators rampaging through my
advancing lines was neutralized: | just
hoped there would still be time to
challenge the Black Legion’s possession
of the objective before the random game
length rule decided matters.
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TURN 4 — BLACK LEGION

Pete: OK, so the counter measures were
fairly excessive, between them the Daemon
Prince and the Dreadnought managed to
finish off the Hand but not before they killed
four members of Squad Cryrix. If | had
actually managed to make an Invulnerable
saving throw then the Hand would have
won the combat. Just goes to show how
tough Terminators can be. As it was, the
Hand's sacrifice was deeply appreciated by
all the remaining Black Legion and their
final location was noted by all for a bit of
after-battle armour looting.

Turn four had, as usual, raced up and was
on me already. The time had come to put
this one away so Lord Nechissar’'s Rhino

bk ety

AT T

2 e

Bloody combat erupts around the objective.

raced forward and skidded to a halt
allowing the retinue to disembark right in
front of the objective and to the side of the
immobilised Ghuldeghast. The Obliterators
sidled off to the right where | could see
they had an angle to nail the Basilisk.
Shameth's squad finally got moving,
extending my line out to the right and
keeping pressure on the objective.

| opened fire. Nechissar's retinue shot
down three of Squad Leucas, Ghuldeghast
adding another, reducing them to a single
man. Shameth's guns raged at Squad
Ophion killing one of them and then the
key shot, the one that would make the
remainder of the game a formality; the
Obliterator Cult fired on the Basilisk and all
three missed.

Let me re-state that for anyone who
missed the significance. All three
Obliterators missed. | finally get a clear
shot at the open-topped, wafer-thin
armour of the Basilisk with three
lascannons and | did nothing, nada, zip!
From being very confident that all was
well, | was now hanging by my fingernails
above a bottomless pit of depression and
despair from which the hopes of victory
were a blurring dream. Still, no point
grumbling, the Basilisk might miss, and at
a pinch | might be able to sneak a Misfire
dice onto the table. There would be plenty
of time for therapy to get over the horror
of two 2s and a 1 later (like | said — fickle).
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TURN 5 — IRON WARRIORS

Andy: At the beginning of the turn we
rolled for random game length; luckily, the
game was set to continue for another turn.

This is the turn | expected everything to get
really messy. My troops had been whittled
down somewhat in that last turn, but my
Dreadnought, Daemon Prince and
Sorcerer with his retinue were in positions
to challenge the objective, and my Basilisk
was set up for a beautiful shot at the Black
Legion Lord and his boys, who had just
climbed out of their ride.

In the Movement phase | moved the Rhino
up into the breach, taking care not to block
the Basilisk’s line of sight. This would put
the Sorcerer Aum in range of the Lord and
Chosen, but | hoped he'd be able to dish
out some damage in the Shooting phase
before being assaulted himself.

Meanwhile, Lord Chaeron and
Dreadnought Cholerus moved towards the
objective, the Daemon Prince truly intent
upon ejecting the Black Legion interlopers
from his domains.

The first attack | declared was one I'd been
looking forward to all game. Aum called
upon his Dark Gods, mouthing an




S R T TV AR S R G B PSR e S HEA A

incantation in preparation of unleashing a
fell blast of pure Chaos at his foes.’|
needed to roll over the Sorcerer's
Leadership of 10 in order to use the power
Wind of Chaos: a template attack that
would kill outright anything it hit on a 4+. |
made the mistake of reaching for the
template before making the roll, and the
cruel powers of Chaos punished my
impudence, as the Leadership test came
up as 11. This was truly disappointing, as
the template would have covered almost
the entire retinue, including the Lord, but
that's what you get for following Chaos!

So, having been robbed of the deadly
effects of Wind of Chaos | went straight for
the big guns. All of my Ordnance attacks
had deviated this game, and | felt that |
was owed a ‘Hit'. The enormous barrel of
the Basilisk cranked around to target the
Lord and his retinue and the weapon's
thunderous discharge shook the battlefield.
The shell landed on target, hitting the
entire retinue, the Rhino and the
Dreadnought. The Rhino was vaporised by
the hit, and the Dreadnought blown into so
many minor components. Of the Lord and
his retinue, only the Lord himself and the
Icon Bearer stood amongst the broken
bodies of their companions once the dust
had cleared. | enjoyed that.

The Lord and the lcon Bearer may well
have been the only survivors of the blast,
but they were still a major threat to my
chances of controlling the breach at the
end of the game, as the Icon Bearer would
undoubtedly release the Bloodletters
bound within the Icon next turn. With this in
mind | opened up with everything that
could see them. A rain of fire from almost
my entire army slammed into the pair, but
to no effect. The last shot directed at them
was from the sole survivor of Squad
Leucas, with his melta gun. The shot hit
and wounded and, before making the
cover save of 5+ from the crater, Pete
allocated the hit to the lcon Bearer. This
was a pretty crucial roll, and everyone
watching felt that the game could well tip
either way on its result. Pete made the
save, much to his relief, and the Daemon
Prince and Dreadnought resolved to settle
the fight next turn the old fashioned way: in
hand-to-hand combat.
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Pete continues his advance towards the objective.

TURN 5 — BLACK LEGION

Pete: And | would have got away with it
too if it hadn't been for that pesky Basilisk!

A Dreadnought, a retinue and a Rhino in
one shot. Oooooh, were those Obliterators
in trouble when the battle was over.
Amazingly though, having my strike force
beaten over the head with an Earthshaker
hadn't put me out of the game. | still had
my Chaos Lord and more importantly | still
had my lcon Bearer. Vitally, because | had
my lcon Bearer | also had... a unit of eight
Bloodletters! Now | remembered why | had
fought four tums with over 200 points less
firepower than the enemy, the reckoning
was at hand (oh yes).

Gently reminding myself that drooling and
eye-glazing was bad table manners |
calmed down enough to do the routine
things. As the fight for the breach was
about to begin in earnest, | decided the
Basilisk was not so much of a threat any
more so the Obliterator Cult and Korsann's
squad targeted the Dreadnought and not
only immobilised him but stunned him as
well, Now we could stand just in front of
him yelling taunts and he could do nothing
about it (not that the Black Legion is that
petty of course, ahem).

Lord Nechissar and the Bloodletters
charged into combat with the lron Warriors
Sorcerer and his retinue over the breach.
Meanwhile Shameth's squad went for
Squad Ophion. As Nechissar and his hell-
spawned associates were charging into
cover, the Iron Warriors went first. The
Sorcerer put a wound on Lord Nechissar,
which only served to infuriate him, and his
retinue managed to send one Bloodietter to |
the Warp. What followed was a e
kaleidoscope of crimson marked by the |
rising and falling of the Bloodletters’
hellblades and Nechissar's own power axe.
Nechissar’s retinue was avenged. The
Bloodletters didn’t hang around and used 3|
their consolidation move to spread out in
case the Iron Warriors’ Basilisk was 2|
prepared to risk scattering onto his own
troops. Nechissar (and the lcon Bearer)
ducked behind a wall with a satisfied gleam

in their eyes. To their right, Shameth's H
sguad lost a man fighting Squad Ophion
but killed two in return, the lron Warriors
tried to fall back but Shameth's squad was

too fast for them, and in accordance with

the new assault rules, kept them tied in
combat for another turn.

Now all that worried me was the Daemon
Prince.
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TURN 6 — IRON WARRIORS

Andy: The turn started once again with a
random game length roll, resulting in the
game being played for another turn.

After Pete's attack with the Bloodletters |
was more or less playing for a draw by this
point, as a lot of my troops had been killed
and my Dreadnought that was sitting on
the objective was immobilised and
therefore unlikely to see combat, except by
a hugely superior force assaulting it.
However, | still had Lord Chaeron, and he
was more than capable in close combat,
and might even be able to force the
Bloodletters to take (and hopefully fail) an
Instability test.

In the Movement phase the Rhino
slammed into reverse, careering through
the pack of Bloodletters behind. The move
forced the Daemons to make an Instability
test, but they passed the roll and reformed
as the vehicle thundered past. Aside from
forcing an Instability test, I'd made the
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move in order to ensure that the vehicle
wasn't stationary, and therefore hit
automatically in the coming Assault phase.

Lord Chaeron moved into position to
charge the Bloodletters, and it was on to
the Shooting phase. The Basilisk scored a
hit on the Obliterators, who | could see
counter-attacking any force | managed to
claim the objective with, but failed to cause
any wounds thanks to the beasts’ 2+ save.
Aside from a lascannon shot from Squad
Pherax missing the Black Legionnaires in
the rubble, there was no other shooting to
be done.

Lord Chaeron assaulted the Bloodletters,
who struck at Initiative 10 as they were
defending cover. The Bloodletters’
hellblades sang, and a single wound was
caused on the Daemon Prince before he in
turn dispatched a single Bloodletter back to
the Warp. The combat was a draw.

Next up, the Bloodletters not in combat
with the Daemon Prince embarked upon

Bloodletters surround Lord Chaeron.
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some random vandalising of the Rhino.
The transport was stunned by the attack,
as well as having a nasty scratch gouged
all down one side.

Combat between squad Ophion and the
Black Legionnaires who had assaulted
them in the previous turn continued, the
Iron Warriors being outclassed and wiped
out, largely due to the power fist wielding
Aspiring Champion.

Things were looking shaky now, but could
still go either way if the game ended at an
opportune moment. | hoped | could at least
contest the objective, and only had to hold
on a bit longer to achieve that.

TURN 6 — BLACK LEGION

Pete: Having absorbed the last possible
Iron Warrior counter-attack, | was now
faced with a race against the clock to push
the Daemon Prince and Dreadnought off
the breach, first though there was some
unfinished business. The Obliterator Cult
targeted the Basilisk again and this time
there was no mistake as their lascannons
cut through its inadequate armour and
knocked it out. In retrospect, it occurred to
me that | would have been better oft
morphing autocannons to fire at such a
lightly armoured target as the extra shots
would have been a better bet than high
strength. I'll remember next time.

Lord Nechissar decided to join the
Bloodletters in their fight with the Daemon
Prince and Shameth's squad, fresh from
their victory over Squad Ophion, charged
in as well. | have to admit the Daemon
Prince fought well, scoring 4 wounds on
the Bloodletters of which three were
deflected by their Daemonic Auras, but
alone and unaided it was a hopeless
struggle and he was eventually hurled back
into the Warp to brood ruefully on the day
he faced the Black Legion. The
Bloodletters consolidated into the
immobilised Aberus, they were on a roll
and the sooner | started hitting the
Dreadnought the better.
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Having banis.

TURN 7 — IRON WARRIORS

Andy: So, it comes down to an
immobilised Dreadnought and a vandalised
Rhino to contest the objective. | would
never claim an empty transport vehicle
could contest an objective in a Take & Hold
mission, but | was determined the
Dreadnought would fight on, and if the
game ended now | could at least be
content with a technical draw, though a
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massive moral victory for Pete. As it was,
the random game length roll was made,
indicating that another turn was in the
offing. It was down to the Dreadnought
now. hang on in there Aberus!

The only shooting to be done was from
Squad Pherax who killed a Black
Legionnaire from the squad opposite them
with their lascannon.

hed Lord Chaeron, the Bloodletiers target their next victim.

In the Assault phase, Dreadnought
Cholerus dispatched another Bloodletter,
and in return one of the Daemons who had
been able to attack it from behind inflicted
a stunned result. This meant it wouldn't be
able to attack next turn: | just hoped it
could survive Pete's Assault phase, and
the random game length roll would mean
there was no next turn.

TURN 7 — BLACK LEGION

Pete: All | had to do was finish the
Dreadnought so | charged in with
Shameth's squad, hoping that the
Champion's power fist would finish the job.
This was actually an error as | had totally
forgotten that the Iron Warriors' Rhino was
only stunned but as it turned out it didn’t i
matter. Shameth only succeeded in further ||
immobilising the Dreadnought whilst the
Bloodletters stunned it.

Predictably that was the moment that the il
random game length rule kicked in and i
ended the game. | was all over the
objective but there was still an Iron I
Warriors Rhino there, so the game was it
drawn. In the context of the larger situation, |
Iron Warrior reinforcements were more L\’
likely than Black Legion help so with the |
Iron Warriors having kept their foot in the 1\1\

4

door as it were, the fleet of Warsmith |
Honsou would be able to make use of the  [{
Perdictor Gate to enter the Eye. i
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g WARHAMMER 40,000 BATTLE REPORT ~
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Andy: A hard fought
draw then, but I'm the
first to concede that full
gloating rights go to
Pete. His defence of the
objective caused enough
damage to my forces to
_ ensure very few of them
- could back up my
Andy Hoare assault on the breach,
meaning | only had one wave, which he
was able to counter-attack to brutal effect.

LN

Pete’s use of his Terminators to deal with

| the Vindicator and then disrupt my advance
was well executed, and would have meant
my forces getting completely distracted
from the objective if | hadn't been able to
deal with them in one turn. Luckily | did,
and the damage was contained.

| was pretty pleased with my army,
. although I'll be making a couple of small

T

Pete: The game had
been very fast paced
and using the trial
assault rules helped
speed up some quite
tricky close combats and
things had swung back
and forth quite nicely.
Looking back, | think if |
had been a bit more
methodical in the last turn or two | might
have been able to pull off a win. | did
totally forget about the Rhino when | had
an entire cult of Obliterators nearby after
all. This is easy to do when you are
enjoying a game though and | really
enjoyed this one. The armies were well-
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Pete Haines
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parks flew as the dacmons of
SKhorn: climbed the armoured hide
| of the Iron Warriors' Dreadnought,
§ frenziedly tearing it apart to reach the
soft, fleshy remains of the warrior within.
Nechissar Van Daal wrenched his
shricking axe from the smashed armour
of the Dacmon Prince, its dissolving
remains spilling from the tears his weapon
had ripped and hissing as it mingled with
the pouring rain, He and his daemons had
defeated a mighty Diemon Prince and he
| raised his weapon to the stormy heavens,

roaring in triumph.

The first yolley of shells landed in the
centre of the breach, obliterating almost

| every living thing that stood there. Firc
\ and shrapncl scythed through the air,
tearing through daemonic flesh and
ceramite with equal ease. The
Dreadnought toppled, torn in two by the

94 GATEWAY FROM HELL
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changes to it before fielding it again. I'll try
to give the two nine-man squads an
Aspiring Champion with power fist each, as
these would have backed up the main
assault wave nicely if they'd have made it
through the hail of fire directed at them. I'll
also be changing the multi-melta on
Dreadnought Aberus to a twin-linked
lascannon, to ensure some more long
ranged firepower on the move.

In terms of the execution of my battle plan,
things went reasonably well. | managed to
keep the advance on track, and wasn't
tempted to keep squads stationary in order
to fire when they should have been kept
moving. | did make a mistake with Squad
Pherax though, placing them too far out on
their flank to have much effect in the later
turns of the battle. As a fire support squad
they would have been far more effective
climbing up onto the upper floors of the
ruined building next to them, from where

| HOPE ABADDON CAN TAKE A JOKE

matched and did their best to get stuck in
and actually achieve the mission.

When the Basilisk wrecked my Chosen
squad, things could have very easily gone
pear-shaped as losing either my Chaos
Lord or lcon Bearer would have been
disastrous. Even after surviving the Basilisk
blast there was some very nervy saving
throws to make as the Iron Warriors tried to
finish the survivors off. After the disastrous
luck firing at the Basilisk with the
Obliterators the previous turn, | suppose |
was due a change of fortune but it does go
to show that a game of Warhammer
40,000 can turn around very quickly and
that you can never relax.

string of explosions and the dacmons
attacking it reduced to a torn mist of
stinking ichor. His Black Legionarics
vanished in the fire and Van Daal felt
agonising pain as his left side was
atomised by the blasts. He collapsed in a
flood of gore, dropping his axe as the
ground continued to heave under the
thudding booms of artillery fire. How
long the barrage lasted, he could not tcll,
his entire world suffused with pain and
noise. Eventually the deafcning thunder
ceased and he tried to push himself to
his fect, but his legs were severed in
mid-thigh, splintered bone gleaming
whitcly through his armour. He rolled
onto his back, reaching for his axe with
his one remaining hand.

His fingers closed on the haft as a
booted foot slammed down on the
weapon, He looked up through dimming
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their lascannon and plasma gun would
have had a clear view of the action.

| really enjoyed this game, and it was
particularly memorable because of two dice
rolls. The first was the Sorcerer Aum failing
to cast Wind of Chaos, and the second
was Pete's Icon Bearer making his 5+
cover save after being hit by a melta gun. If
either, or both, of these rolls had gone the
other way then the last couple of turns
might have been very different indeed, as
the Lord and the Bloodletters would not
have been able to gang up on my Daemon
Prince, Sorcerer and Dreadnought.

But that's what makes games like this such
fun, and it's one of the attractions of
playing a Chaos army - if you sell your soul
to the Ruinous Powers then you have to be
prepared to accept their dubious blessings
alongside their capricious curses.

The Bloodletters were devastating when
they went in against the Sorcerer's retinue
and even managed to trade blows with the
Daemon Prince quite successfully. Their
limitations were revealed though when they
tried to deal with the Dreadnought, Aberus,
proving that even the mightiest of fighting
daemons cannot win the battle alone.

Ultimately, | wasn't too distressed when
Andy managed to dig in for a draw, he had
played well without much luck up till then
and | would rather have a fun game and
draw than a dull game and win. Next time
though | get to be the Iron Warriors ...

cyes, seeing a warrior in burnished iron
armour, chevroned with yellow and black.
Van Daal tried to speak, but the words
would not come. The Iron Warrior
reached down with a glossy. mechanised
arm and pulled the axe from his hand.

“This is a fine weapon,” said Honsou,
Warsmith of the Iron Warriors. He
hefted the axe, feeling its balance and
W:ight

“.the gateway.. remain... sceret.. " hissed
Van Daal as his life ebbed away.

Honsou nodded, raised the axe and
brought it down on Van Daal's neck.
The severed head rolled down the breach,
splashing into a water—filled crater.

“It will remain so0,” assured Honsou.
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THIS M NTH S RELEASES FOR THE LORD OF THE RINGS

THE LORD OF THE RINGS
THE TWO TOWERS
STRATEGY BATTLE GAME

+ 160 page full-colour
rules manual

» 32 highly detailed
plastic miniatures
(12 Riders of Rohan,
20 Fighting Uruk-Hai)

» Ruined building

* Dice

: rk kr (
Sweden kr 500,00
Euro 60.00

The Lord of The Rings
The Two Towers
Strategy Battle Game
Rules Manual

This 160 page manual forms a
complete and invaluable guide to
collecting, painting and gaming with
Games Workshop's detailed and
extensive range of The Lord of The
Rings miniatures, Within its
colourfully illustrated pages you will
find the complete gaming rules for
aspiring defenders of Good and
champions of Evil. Rules cover the
use of cavalry models, shooting and
ranged attacks, hand-to-hand
fighting, different types of weapons,
seige warfare. and much more
besides.

Denmark kr 250.00
Sweden kr 300.00
Euro 35.00

@ Available from Games Workshop storesjr Mail Order and mdependent stockists
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Free Peoples Dice Pack Eomer »

This pack contains 8 ‘Good’ gaming dice Designed by Alan Perry.
and 1 priority marker. this blister pack contains

1 Eomer model.

This model requires assembly.

Denmark kr 55.00
Sweden kr 65.00
Euro 8.00

enmark kr 70.00
Sweden kr 80.00
10.00

The Riders of Rohan

Designed by Michael Perry and Alan Perry,
The Riders of Rohan boxed set
contains 6 Riders of Rohan.

These models require assembly.

enmark kr 115.00
Sweden kr 140.00
Euro 15.00

The Two Towers Paint Set

Contains 10 paint pots (3.5ml each),
starter brush & painting guide.

Denmark kr 125.00
Sweden kr 150.00
Euro 17.50
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Qr Y Merry and Pippin vs Grishnakh Forces of Evil Dice Pack

Designed by Alan Perry, this blister pack contains This pack contains 8 ‘Evil’ gaming dice
1 Grishnakh model and both Merry and Pippin models. and 1 priority marker.

Th

2 models require assembly,

enmark kr 55.0
Sweden kr 65.00
Euro 8.00

Denmark. kr 70.00
Sweden kr 80.00
Euro 10.00

Grishnakh

Merry

} | The Uruk-Hai

) | Paint Set

Contains 10 Fighting
Uruk-Hai models,

6 paint pots (3.5ml each),
starter brush & painting guide.

These models require assembly.

Denmark kr 125.00
Sweden kr 150.00
Euro 17.50

The Fighting Uruk-Hai

R Designed by Alan Perry and Michael Perry,
The Fighting Uruk-Hai boxed set
contains 20 Fighting Uruk-Hai.
These models requtive assembly.

Denma 5.00
Sweden kr 140.00
Euro 15.00

Available from Games Worksop stores, Mail Order and independent stockists




Heroes of Helm’s Deep
Designed by Brian Nelson,

The Heroes of Helm’s Deep boxed set
contains Aragorn, Legolas, Theoden,

an Elven Battle Standard Bearer, Eowyn,
Haldir, Gamling & Gimli.
These models require assembly.

Denmark kr 250.00
Sweden kr 300.00
Euro 35.00

Elven Battle
Standard Bearer

Aragorn

Theoden

Gamling Legolas

Haldir’s Elves with bows »
Designed by Brian Nelson, this blister pack

contains 3 Haldir’s Elves with bows.

Dnmark ; kr 70.
Sweden kr 80.00
Euro 10.00

<« Haldir’s Elves with swords

Designed by Brian Nelson, this blister pack
contains 3 Haldir’s Elves with swords.

ki 80.00
10.00
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This month the Ring-bearer, Alessio
Cavatore, unveils the new The Two
Towers battle game and explains
how the game has been expanded.
He also details plans for the future
of The Lord of The Rings game.

clcome to the second edition of
The Lord of The Rings battle
game: The Two Towers. Your first

guestion will more than likely be the same
one that many enthusiastic hobbyists have
kept asking me in past few months: “Has
the game changed?”.

Well. the answer is *No, it hasn't changed.
but it has been improved and expanded”. In
other words, The Two Towers is the same
game you have learned to play in The
Fellowship of The Ring edition, its nature
and core rules have not been changed (no
new game to learn all over!). What we have
done, is to go over the game with a fine-
tooth comb, to find and clarify any detail
we were unhappy with and, most

C7 )

THE TWO TOWERS
DESIGNER’S NOTES

Alessio Cavatore talks about the game’s changes

importantly, we have added some very
important new juicy bits that make the rules
manual 32 pages thicker than The
Fellowship of The Ring one! We have
introduced two entirely new sections to the
rules; Cavalry and Siege. The Two Towers
film has these elements in droves but with
another couple of months to wait before you
can see this eagerly anticipated cinematic
event, you'll have to take our word for it
(although aficionados of the book trilogy
will have a strong idea of what's in store!).

In the meantime, I'll explain that The Two
Towers introduces the Riders ol Rohan (also
known as the Rohirrim), valorous knights
and horse-lords of Middle-earth, and also
includes an epic description of the siege of

i

Helm's Deep, a great fortress in the land of
Rohan. The rules presented in these two
new sections don’t change the game in
anyway, but add new layers of excitement
to it, building on the existing material and
making it more complete,

Allow me now to guide you through this
new rules manual in a little more detail.
explaining as [ go, section by section, the
motives for the new material and the
reasons behind the changes.

As I've said, there are no major changes in
this section but let’s closely examine its
subsections...

The Ride

rs af Rohan respond quickly to an attack,
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Maove phase: Experience and feedback
from gamers has led us to further clarify
some elements of this area of the rules but
overall you'll find this section pretty
unchanged. Of course, when you find any
conflict in the rules between The
Fellowship of The Ring edition and The
Two Towers edition, the newest (The Two
Towers) version always take precedence.

Shoot phase: Same as above, except for the
introduction of new weapons like
crossbows and thrown weapons such as
spears and, for the pleasure of Gimli's
fans, axes! (Hurrah! Ed).

Fight phase: The most interesting subtle
change we have made here involves
unengaged models that are in the way of
friends backing away from a lost combat.
These models are now allowed to move to
make way for friendly warriors to complete
their ‘backing away’ move, making it more
difficult to trap enemies in close combat.

The Fighting Uruk-Hal ready for batile.
Also, remembering their importance in
siege warfare, we have reviewed the rules
for defending barriers and changed them
slightly. It is now possible for multiple
attackers to fight against the same
defender, but they will do thisone at a
time and not simultaneously. You may
think that this has moved too much in
favour of the attackers, but the protection
offered by the battlements, combined with
the fact that the Uruk-Hai must fight from
the top of siege ladders, still makes life
very hard for the attackers.

Cavalry: This new section now includes all
the rules covering mounted models, they
have been removed from the subsections of
the core rules and bound together in their
own dedicated section. In addition, cavalry
now get two special combat bonuses when
charging infantry. These bonuses make
cavalry (both Riders of Rohan and Warg
Riders) extremely dangerous on the
charge, but rather vulnerable if charged,
making priority extremely important! We
have also introduced rules for carrying
passengers.

ADVANCED RULES

The Courage section has pretty much been
left untouched. In the Heroes section we
have added more detail to explain when
exactly a model can use Might — which
was one of the most debated issues on our
The Lord of The Rings message board
(take a peek at: www.games-
workshop.com
fcommunity/lotrforum.htm). The Weapons
section sees the introduction of the
terrifying pikes. These follow the same
rules for spears, but allow a third model to
fight throngh a model that is already
fighting (with a spear or another pike)
through a friend engaged in close combat.
When you think that such impressive
weapons are used by Fight 4, Strength 4
Uruk-Hai, you can see why [ describe

them as terrifying! As the defenders fall, the Uruk-Hai exploit a weak spot on the wall.
“s 101
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SIEGE RULES

The second new section contains the rules
for fighting siege battles. [ have to say that
the skirmishing nature of our The Lord of
The Rings battle game is perfectly suited to
the difficult task of recreating a siege, with
all the problems related to moving models
on battlements, towers, etc. Until now, ['ve
yet to see a set of rules coping so well with
these problems. In this section you will find
rules for moving and fighting within a
fortress, rules for assaulting the walls with
sicge ladders and for knocking down walls
and gates with battering rams, and the
primitive explosive charges invented by
Saruman the White.

* £ — W,

Gandalf the White guides the defence of Rohan.

FORCES

In contrast to the previous sections, this one
has obviously been changed considerably.
The Free Peoples includes a lot of new
Heroes like Eomer, Theoden, Eowyn,
Faramir and. of course, Treebeard the
mighty Ent! The characters from The
Fellowship of The Ring film that still have a
part in The Two Towers also take pride of
place here. The characters that don’t appear
in this section but did in The Fellowship of
The Ring game can still be used in games
based on The Two Towers, taking their rules
from the previous book. Remember, the
game is the same, and so the characters are
perfectly compatible. The same goes if you
want to fight one of the scenarios from The

Fellowship of The Ring game with models
from The Two Towers edition, feel
absolutely free to explore any “what if’
situations you can think of (for instance:
what if, instead of Boromir, his brother
Faramir had been sent to the Council of
Elrond and joined the Fellowship?).

It's worth saying a few words here on
Gandalf, After his desperate battle with the
Balrog, his powers have now grown
considerably, putting him above his old
superior Saruman, Gandalf is now no
longer ‘Gandalf the Grey” but quite rightly
‘Gandalf the White' now. His statistics
profile and magical powers have improved
and, of course, if you use Gandalf the
White in a game, you cannot include
Gandalf the Grey, and vice versa,

Aragorn and Legolas stay the same, with
the exception that they now have the
options of wearing armour (as they do a
Helm’s Deep) and riding horses to keep up
with the Riders of Rohan. Making Gimli
more armoured would have been
unbalancing, but after much clamour from
gamers we've given him a throwing axe.
After seeing him using it so effectively in
The Fellowship of The Ring film (can you
remember how many times he uses it7) it
just had to be done!

The Good Warriors subsection introduces
several new troop types: Riders of Rohan
and Rangers of Gondor being the most
diverse. It also sees the addition of the
options for armour and for two-handed
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weapons for the Wood Elves, which
increases their fighting ability considerably.
The Evil Heroes section now includes the
Dark Lord Sauron himself (already seen on
the pages of White Dwarf) and Chieftains
for the Wild Men of Dunland. but more
importantly it has Sharku, Grima
Wormtongue and Gallum!

Sharku is the ‘Lurtz’ of The Two Towers
film; a consummate ‘baddy’. he is the
leader of the Warg Riders, a new and
exciting troop type consisting of Ores
riding ferocious half-wolf/half-hyena
monsters as large as horses! The rules for
Grima and Gollum are absolutely hilarious.
Grima can be fielded only if Saruman is in
the force as well, He is quite useless in
combat, but Good models cannot strike
blows or shoot him as long as Saruman is
alive (they still think he’s on their side, you
see...). The effect of Grima is that any
Good Hero within 6"/14em of him must
use 2 points of Might instead of 1 to
modily dice rolls by 1! And it’s all due to
the negative influence and bad advice
offered by the treacherous Wormtongue.
We had great fun playtesting these rules,
with Rick Priestley making an excellent
impression of the unctuous squeaky voice
of Grima constantly plaguing opponents
with “Oh, you don’t want to do that!”,
“Wait, it could be dangerous!™ and the
like. Great fun!

Gollum on the other hand is nasty in
combat, but the fun bit about him is that. to
represent his schizophrenia, he is always
controlled by the player with priority in the
turn! Try to imagine what weird situations
that can generate. ..

The Evil Warriors section introduces the
aforementioned Warg Riders and
Dunlendings, but also the extra-hard
Uruk-Hai Berserkers! We won’t give away
how these work in the film but rest assured
they're devastating!

SCENARIOS

This section is obviously full of new
content, but you'll be pleased to know that
it is also longer than in the previous
edition, containing no less than ten new
scenarios based on The Two Towers film.
Many new challenges have been set! Of
course, a lot of them revolve around the
siege of Helm's Deep, but there’s more —
you can pitch your Rohirrim against all
sorts of bad guys on the plains of Rohan,

THE HOBBY SECTION

The last part of the book (not considering
the rules summaries at the very end) is a
very useful guide on how to assemble and
paint the models, with lots of pictures and
tips from our 'Eavy Metal team. This
section also includes several pages that
explain how to build your own scenery
pieces for your games, focusing in
particular on castle walls, towers and gates,
for ebvious reasons.

SO, WHAT'S IN STORE
FOR THE FUTURE?

This is where I get to fill you in on all the
cool stufl we have planned! Thanks to the
phenomenal success of The Fellowship of
The Ring edition of the game, we have also
secured the rights to produce material for
the game that is based on The Lord of The
Rings and The Hobbit books rather than
only on the films as our two games have
been so far!

This is very good news, because it allows
us 1o not only add the characters and
creatures that have been left out from the
film, but also to expand the game and
develop it further, adding new material to
it! Of course, we'll have to keep a proper
tone and we certainly won't go mad and
place Space Marines in Middle-
earth, but the game will get richer
and deeper. To give you an
example, as you read this I'll be
working on the first supplement for
The Lord of The Rings battle game,
a book that goes under the title of
‘Shadow and Flame’. As you can
guess this will focus on Balin. his
Dwarfs and their doomed attempt
to reclaim their ancestral realm of
Moria. Exciting or what?
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And that’s not all. The book’s appendices
will allow me to add a few more important
characters to the game — do great yellow
boots and a long blue feather on an old
battered hat mean anything to you...

Al the same time of course, the third
edition of the game, ‘“The Return of The
King' will be underway, and trust me, it
The Two Towers is going to be majestic,
the third instalment of Peter Jackson's
masterpicce promises even more!

And last but not least, with our The Lord of
The Rings Game Development team
increasing in size, we'll also be producing
more and more interesting material for you
to delve into in the pages of this illustrious
magazine. So, keep your eyes peeled and
always remember: the road goes ever on
and on!

L

Elsewhere in this issue of White Dwarf, Alessio gives us a working demonstration of The Two
Towers rules in action, in this month's battle report ‘The Wrath of Rohan'.
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This month we asked the

"Eavy Metal team how they
painted Haldir and his Elves
who play an important part
in the siege of Helm’s Deep.

Painted by Seb Perbert

ASSEMBLING THE MODEL

The model was given an undercoat of
Chaos Black spray. before any areas of
poor coverage were touched up with
thinned Chaos Black paint.

The Elves and Haldir use the same basic
painting techniques and colour scheme
with only a minor variation on the cloaks.

A basecoat mix of equal parts Scorched
Brown and Shining Gold was applied to
the scalemail. This was blended up to

Shining Gold at the bottom of the robes,

; V This was then

_ ‘ highlighted with

an equal parts
mix of Mithril
Silver and
Shining Gold. A
thinned wash of
one part Flesh
Wash to four
parts water was
then applied. To finish, a glaze of Chestnut
Ink was applied to the top section of the

armour,

The inner robes
were painted with a
basecoat mix of
four parts Scorched
Brown to one part
Shining Gold. This
was highlighted by
mixing in one part
¥ Vomit Brown and

1 one part Shining

2% Gold, to five parts
ik of the basecoat
mix,

PAINTING
ASTERCLASS

Haldir and bis Elves

To paint the
cloak, a
basecoat of
Scab Red,
thinned with
two parts
water, was
applied in
four layers
over the
Chaos Black
undercoat, An
equal part of
Red Gore was
then added to

this for the
first highlight
stage, followed by a highlight of Red Gore
on its own, A mix of two parts Red Gore to
one part Vomit Brown was then added,
before being given a glaze of Scorched
Brown which had been thinned down with
lour parts water. To finish, a glaze of equal
parts Brown and Red inks, thinned with an
equal quantity of water, was then applied.

The red
leather under-
armour was
painted with a
basecoat mix
of equal parts
Red Gore and
Scorched
Brown. This

; . was then
highlighted by adding an equal quantity of
Vomit Brown to the mix, before being
given a glaze with a Chestnut Ink that had
been thinned with an equal quantity of
waler.

The armour was
painted with an equal
parts basecoat mix of
Boltgun Metal and
Brazen Brass. An
equal quantity of
Shining Gold was
then added to this to
highlight the armour.
A wash of two parts
Black Ink to three
parts Green Ink, that
had been thinned
down with equal
parts water, was then
applied. Once this
was dry, the armour
was given a highlight of Burnished Gold,
followed by a final highlight with Mithril
Silver.

To paint the bow, a
basecoat of
Scorched Brown
was used. Dark
Flesh was added to
this in equal parts
for the first
highlight, followed

by a highlight of
Dark Flesh on its
own, The metal
decoration was
picked out with
Shining Gold and
then given a
highlight with
Burnished Gold
that had a very
small amount of
Mithril Silver
mixed in,




Haldir’s shoes were
painted with a mix of two
parts Scorched Brown to
one part Chaos Black,
One part Bleached Bone
to four parts basecoat mix was used for the
highlights, adding more Bleached Bone to
this for successive highlight stages.

A basecoat mix of
equal parts Dwarl
Flesh and Bestial
Brown was thinned
with two parts water
to one part mix and
this was used to paint
the face and flesh. These arcas were then
highlighted with Dwarf Flesh, followed by
a highlight of an equal parts mix of Dwarf
Flesh and EIf Flesh. Elf Flesh on its own
was used for the final highlight stage.

The hair was painted with a basecoat mix
of three parts Snakebite Leather to one part

Codex Grey. Bleached
Bone was added to this
mix for each of five
separate highlight stages,
until a final highlight of
Bleached Bone on its
own was used. To finish,
a wash of Flesh Wash, thinned with three
parts water. was then applied.

BASING

Sand was glued onto the base with
PVA and then. once dry, given a
Brown Ink wash. This was dryvbrushed
with a mix of Snakebite Leather and
Fortress Grey, and was finally flocked
with Static Grass.

The cloaks of the Elves were painted
with an equal parts mix of Chaos
Black and
Shadow
Grey.,
Shadow
Grey was
then added
to this mix
mn equal
parts for
each
successive
highlight
stage,
applying
Shadow
Grey on its
own as the
. final

¢ highlight
stage.
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The first of the great new The Lord of The Rings: The Two Towers range of models appear this month.
We still have our fantastic The Fellowship of the Rings models, allowing you to re-enact scenes and battles
from the first film, The Fellowship of The Ring.

The Fellowship of The Ring £25

Contains Aragorn, Gandalf, Boromir, Legolas, Gimli, Frodo, Sam, Merry and Pippin. All are also available
separately by ordering direct for £5 each (Hobbits are sold 2 per pack).

Warriors of the Last Alliance £12 Moria Goblins £12

This boxed set contains 8 Men of Gondor and 16 Elves. This boxed set contains 24 Maoria Goblins.

Sauron £20

This boxed set contains Sauron, Elendil
and [sildur.

Battle at Khazad-Diim £40

Contains Balrog and Gandalf. Gandalf available separately by ordering direct for £5.

Models not shown at actual size.



Available from your local Games Workshop store,
the in-store order point, on the website at
www.games=workshop.com/storefront or direct by

phoning 0Ii5 91 40000.
Description UK Denmark Sweden Euro
The Two Towers (Battle Game) £40 kr 450 kr 550 € &0
The Two Towers Rules Manual £20 kr 250 kr 300 €35
Heroes of Helm’s Deep £25 kr250 kr300 €35
Amon-Hen Fighting Uruk-Hai £12 kr 125 kr 150  €17.50
The Riders of Rohan £12 kr 125 kr 150 € 17.50
Legolas  £5 The Fellowship of The Ring £5 Kkr250 ke300 €35
Amon-Hen Khazad-Diim Battle at Khazad-Diim £40 kr-400 kr 500 € 40
Sauron £20 kr 250 kr 300 €35
Aragorn  £5 Gandalf - £5 Moria Goblins £12 kei2s  kris0  €17.50
Warriors of the Last Alliance £12 kr 125 kr 150 £17.50
The Two Towers Paint Set £10 kr 125 kr 150 €15
Uruk-Hai Paint Set f12 kr 125 kr150. € I7.50
Cave Troll (I miniature) £10 kr 125 fr 150 € 17.50
Amon-Hen Cave Troll with Spear [I minlature) £10 kr 125 kr 150 € 17.50
Merry & Pippin £6 Elendil and Isildur (2 miniatures) £9 kr 115 kr 140 €15
Elrond and Gil-Galad (2 miniatures) £% kr 115 kr 140 €15
Mounted Eomer (I miniature) £é kr 70 kr 80 £10
Galadriel & Celeborn (2 miniatures) £i0 kr 125 kr 150 € 17.50
Gondorian Bowmen (3 miniatures) £4 kr 70 kr B8O €10
Gondorian Spearmen (3 miniatures) £4 ke 70 kr 80 €10
Haldir’s Elves with bows (3 miniatures) £ kr 70 kr 80 £10
Haldir's Elves with swords (3 miniatures) £ kr 70 kr 8O €10
High EIf Spearmen (3 minlatures) £é kr 70 kr 80 €10
Lothlorien EIf Bowmen (3 miniatures) £é kr 70 kr 80 £10
Lurtz (| miniature) £ kr 55 kr 65 €8
Merry, Pippin and Grishnakh £é kr 70 kr 80 €10
Moria Goblin Warriors (4 miniatures) £6 kr 70 kr 80 €10
Orthanc Amon-Hen Weathertop Moria Goblin Bowmen (4 miniatures) £6 kr 70 kr 80 €10
Gandalf £5 Gimli £5 Aragorn  £5 Mounted Arwen (I miniature) £6 kr 70 kr 80 €10
- Mounted Boromir (1 miniature) £6 kr 70 kr 8O €10
Maounted Ringwralth (1 miniature) £6 kr 70 kr 80 €10
- Orc Warriors (3 miniatures) £ kr 70 kr 80 €10
N Orc Bowmen (3 miniatures) £h kr 70 kr 80 £10
Ringwraith (I miniature) £ kr 55 kr &5 £8
Uruk-Hai Warriors (3 miniatures) £6 ke 70 kr 80 £10
Uruk-Hai Bowmen (3 miniatures) £6 kr 70 kr 80 £10
Forces of Good Dice £5: kr 55 kr 65 £8
e ; Forces of Evil Dice £5 ki 55 kr 65 €8
Weatht?rtop Weathertop The following are ONLY available from the in-store order point,
Merry & Pippin  £5 Frodo & Sam £5 on the website at www.games-workshop.com/storefront, or direct by

phoning OII5 91 40000.
UK Denmark Sweden Euro

The Fellowship of The Ring Rules Manual £20 kr 250 kr 300 €35
Pre-Order
. Grima Weormtongue £5 kr 55 kr 65 €8
You can now pre-order Fhe following products, and others NI Sanoeont  mlnatue) = \r 55 Lo <8
from The Lord of The Rings: The Two Towers range by Aoy HEn Gt (Fmintatire) £5 ke 55 Kt &5 €8
phoning 0115 91 40000. Amon-Hen Legolas (I minfature) £5 kr 55 kr 65 €8
| Li 1 miniatur £ kr 55 kr 5 £8
RELEASE DATE & DESCRIPTION PRICE Amon-Hen Lurez [ mllluat‘uw] ! 5 I E
- Amon-Hen Merry & Pippin (2 miniatures) £6 kr 70 kr 80 €10
30th Nov  Warg Attack (5 figure boxed set) £20 i o
e Fellowship Aragorn (1 miniature) £5 kr 55 kr 65 €8
30th Nov.  Gandalf on Shadowfax (1 miniature) £6 v - !
; =T Fellowship Boromir (I miniature) £5 kr 55 kr &5 €8
7th Dec  Warg Rider (1 miniature) £5 ] oty 3
o Fellowship Frodo & Sam (2 miniatures) £5 kr 55 kr &5 €8
Tth Dec  The Two Towers - Saruman (1 miniature) £5 3 .
s ; : Fellowship Gandalf (I miniature) £S5 kr 55 kr 65 €8
14th Dec  Uruk-Hai Siege Troops (10 figure plastic boxed set) £12 SRR 4
18 D War £ Rohan (24 f stlc. Boxed st 12 Fellowship Gimli (I miniature) £5 kr 55 kr 45 €8
1:t D“ H E;m'orgo p ;UG . f& 2 ‘.Ilgulfle a?"c 0|)'“3 i S; ) ilabili 240 Fellowship Legolas (I miniature) £5 kr 55 kr 65 €8
213 5 Ue I':SH .ese - aBte y 48[’. SECNSRS d imitéd avallability) ¢15 Fellowship Merry & Pippln (2 minfatures)  £5 kr 55 kr &5 €8
281 Dec UFU - a! Belge. allista ( Iglllr? oxed set) ; 012 Khazad-Diim Gandalf (I miniature) £5 kr 55 kr &5 €8
1‘Ih Dec ruk-Ha! gr;enm_; Ram (4 m|nllaltures and battering ram) 1 Orthane Gandalf (1 miniacure) £ K 55 r 65 cs
pilpgdan 5 UriieHarwit C;(OSS'J”WS_Q_ miniatures) A Orthane Saruman (I miniatire) £5 kr55 . kré5 €8
4th Jan Uruk-Ha! Berserkers (3 mlmllatures) £6 Weathertop Aragorn (I minfature) £5 kr 55 kr 65 8
25thdan _Uruk-Hai Gomnand (3 n‘llnl.atlures}l £b Weathertop Frodo & Sam (2 miniatures) 5 kr 55 kr 45 €8
25th Jan _Gollum, Sam &_Fmdo (‘? _mmlawres] £6 Weathertop Merry & Pippin (2 minlatures) £5 kr 55 kr 65 €3
25th Jan  Gandalf the White (1 miniature) £5 Weathertop Witch King (1 miniature) £5 kr 55 kr 85 €8




In the first of our The Two Towers
battle reports the Riders of
Rohan, led by Eomer, confront a
group of Uruk-Hai and Mordor
Orcs. The Evil force is fleeing with
Merry and Pippin across the Plains
of Rohan towards Isengard.

he Two Towers introduces a
I number of new elements to The

Lord of The Rings. one of the
most exciting being the Riders of
Rohan. Of course, in order to use the
massed ranks of cavalry in The Two
Towers there are a number of
important additions to The Lord of
The Rings Strategy Battle Game, one
of which is the rules for using cavalry
in your games.

In The Fellowship of The Ring, the
action ends with the members of the
Fellowship breaking up and going
their separate ways. As The Two
Towers, begins Merry and Pippin, the
irrepressible Hobbits, have been
captured by the Fighting Uruk-Hai,
and are being taken across the Plains
of Rohan to Isengard into the clutches
of Saruman. As the Uruk-Hai flee
they are joined by a detachment of

THE WRATH
OF ROHAN

A Battle Report for The Two Towers

Mordor Ores sent by Sauron who is
keen to find out just what Saruman is
planning. Although the Evil force is
being hunted down by Aragorn.
Legolas and Gimli, it is the Riders of
Rohan led by Eomer who find the evil
ones first skulking on the edge of the
forest of Fangorn. The resulting battle
is a tense struggle where the Uruk-Hai
and Ores are determined to escape
with their captives to the relative
safety of Fangorn, whilst the Riders of
Rohan are determined to exterminate
every last enemy, unaware that Merry
and Pippin are trapped in the thick of
the action...

In this month’s White Dwarf The Lord
of The Rings battle report we’ll be
replaying this desperate struggle
between Good and Evil. The heroic
Riders of Rohan will be commanded
by Dave Cross, who leads our

The Lord of The Rings team. Dave
has been helping to playtest the new
The Two Towers scenarios, so he
should prove to be an effective foil to
Alessio Cavatore’s Evil force, which
consists of Uruk-Hai and the smaller
Mordor Orcs. For this exciting
encounter we’ll be using the new
scenario found in The Two Towers
rules manual, ‘The Wrath of Rohan’.
For those of you who haven’t
managed to get hold of the new rules
manual yet you can find the scenario
reprinted overleaf.

The scene is now set for an exciting
battle — can Dave and his Riders of
Rohan defeat the Mordor Orcs and
Uruk-Hai, or will Alessio manage to
whisk the Hobbits away to a painful
and nasty end at the hands of
Saruman? There’s only one way to
find out!

Eomer, Third Marshal of the Riddermark leads his Riders into an heroic charge ...
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SCENARIO 2 - THE WRATH OF ROHAN

DESCRIPTION

In this battle, Merry and Pippin have been
captured by a band of Uruk-Hai who are
taking them to their master Saruman for
interrogation. The Uruk-Hai have been
joined by a group of smaller Mordor Orcs
— quarrelsome servants of Sauron.
Together they have reached the edge of
the Fangorn forest where their camp has
been surrounded by Riders of Rohan. The
Riders prepare to attack and destroy the
evil creatures. The Evil player must try to
break out with his captives before he is
destroyed, whilst the Good player must
attempt to destroy the Evil warriors before
they retreat into the forest.

PARTICIPANTS : '
On the Good side is Merry, Pippin, Eomer
and a Captain of Rohan with eight Riders
of Rohan and eight Riders of Rohan with
throwing spears.

On the Evil side is Grishnakh and Uglik
(he is a normal Uruk-Hai Captain
equipped with armour, shield and sword),
ten Uruk-Hai with sword and shield, five
Ores with sword and shield and five Ores
with bows,

POINTS MATCH

If you want to play this game with
different forces choose an

equal points value for each side of at least
500 points per side, No more than a third
(33%) of either side may be armed with
shooting weapons.

LAYOUT

The battle takes place at the edge of the
forest of Fangorn. One side of the table is
the forest itself. The Orc camp is set up no
closer than 30"/70em from the forest’s
edge. There are a few scattered trees and
patches of difficult terrain, becoming
greater in number closer to the forest.

STARTING POSITIONS

The Evil side’s models are deployed first
in the area around their camp, as shown on
the map. The Riders of Rohan are set up
along the edge opposite Fangorn Forest on
a line no closer than 12"/28cm to the Orc
camp as shown on the map.

Merry and Pippin are placed in the centre
of the Ore camp where they are being held
prisoner. Each Hobbit must be placed next
to a nominated Orc or Uruk-Hai ‘guard’®,
as noted in the special rules.

OBJECTIVES

The Evil side wins if it can get either
Merry or Pippin off the board on the forest
side. Any Uruk-Hai or Orc casualties

sustained are not important — all that
matters is getting the prisoners back to
Isengard or Mordor. f

If both Hobbits are slain before they reach
Fangorn the Evil side loses — the Evil side
needs to keep at least one Hobbit alive for
interrogation. -

The Good side wins if both Merry and
Pippin reach the safety of Fangorn Forest
by moving off the board on the forest side,
unaccompanied by Ore or Uruk-Hai
guards. The Good side also wins if it
destroys all the Orcs and Uruk-Hai before
the Evil side achieves its own victory
conditions. Any Orcs or Uruk-Hai that
leave the table are considered casualties
and so count towards a Good victory.

SPECIAL RULES

Hobbit Prisoners — At the start of the
game Merry and Pippin are prisoners in
the Orc camp. The Evil player must assign
one Orc or Uruk-Hai ‘guard’ to be placed
next to cach Hobbit so that they touch
(alternatively, you may use the Uruk-Hai
models carrying Merry and Pippin if you
own them). A Hobbit cannot be moved by
the Good player so long as the

assigned guard is touching its

Hobbit, Instead, the prisoner

is moved by the Evil player




along with the guard and at the guard’s
own speed. Hobbit prisoners have no
‘control zone” and so don’t prevent other
Evil models moving nearby. If the guard
is engaged in combat, move the Hobbit
aside to allow the Rohirrim to move in.

A Hobbit prisoner may not {ight unless
attacked by his own guard. This isn’t
likely to happen. as the Evil side needs to
keep the Hobbits alive to win... but you
know what these evil types are like so
don’t be too sure!

A Hobbit may not be passed from one
guard to another. Each Hobbit remains
with the original nominated guard until
one of them is slain. This means the Evil
player must develop a strategy to protect
the guards — he cannot rely on simply
passing the Hobbits from one to the other.

The Hobbit is automatically freed if his
Orc or Uruk-Hai guard is killed. Once
free, the Hobbit moves and fights exactly
like any other model on the Good side. A
Hobbit can be recaptured. Any Uruk-Hai
or Ore that defeats a Hobbit in a fight that
involves no other Good models will
recapture him automatically. The
Uruk-Hai/Orc strikes no blows but takes
the Hobbit prisoner instead, becoming his
new guard.

The Rohirrim are not aware of the

Hobbits® presence, so the Good side can
shoot at a guard if the player wishes.
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However. any hits will be randomised as if
Merry or Pippin were in combat with their
guard, so this represents a very risky and
rather desperate tactic for the Good side.

Hobbit Wargear — The Hobbits are
captives and so have no wargear at all in
this scenario. If they succeed in escaping
their guards, they fight with daggers which
we imagine they have picked up from the
debris of battle.




INTRO/DEPLOYMENT -
GOOD

Having been closely involved with our
The Lord of The Rings project during the
last year, it’s great to get the chance to use
the new Riders of Rohan in a battle report.
The Riders pose a real challenge, as.
whilst they have awesome fighting ability
when they charge, they fight as normal
infantry if the enemy charge them, The
upshot of this is that you have to calculate
how you approach the enemy and ensure
you get the all-important first charge.

I decided that the way to play this scenario
was to use the Rohirrim in an aggressive
way to wipe out the foul intruders. With
this in mind, no Orec or Uruk-Hai can be

allowed to escape. To achieve this aim my
force was split into four groups. Two
groups in the centre, one lead by Eomer.
the other by the Rohan Captain. These
would be the attacking force meeting the
Evil force head on and using the
characters’ abilities to break through. The
other two groups were placed on the
flanks. and their job would be to outflank
the enemy and cut off their escape route
into the forest.

INTRO/DEPLOYMENT - EVIL
I know from playtesting experience that
this scenario can prove quite tricky for the
bad guys. I think that trying to fight your
way through such a massive cavalry lorce
is hopeless. It might be possible if all your

models in the scenario were Uruk-Hai, but
the Mordor Ores have no chance against
s0 many Rohirrim. I therefore decided to
split my force into two groups: the slower
Mordor Ores (they only move 5" per turn)
were to assume a ‘speed-bump’ formation
and tie up as many Riders as possible,
while Ugluk and another Uruk-Hai would
scize the Hobbits and leg it as fast as
possible towards Fangorn forest, covered
by the other Uruk-Hai. Their move of 6"
could make all the difference, since in
theory they need only seven moves to
cover the ground between the camp and
the forest edge and escape, while the Ores
need eight turns, A small difference, but
one that had proved vital in many playtest
games.
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TURN 1

As the game started, the four groups of
Riders started to close in on my worried
Ores. I was hoping they would slow down
to shoot my guys with their bows, but then
I recalled that Dave helped with the
playtesting and he still remembered that
this scenario is about speed, any lingering
could prove fatal for the Riders. All my
Uruk-Hai and Ores ran as fast as their legs

could carry them, with the exception of

The Riders thunder across the plains towards the Evil force.

the archers that retreated at only half
speed, intending to take pot-shots at the
Riders.

My models were still out of range of the
Men’s spears (they can be thrown even
after a full move!), so there was no
shooting from the Good side. I opened up
with my archers, (two of them aimed at
the closest Rider and missed), but the
other three could draw a bead to Eomer
and let loose in a vague hope to down his

horse. If' I managed to achieve that, the
best model in my opponent’s force would
be slowed down considerably, a major
setback to the Good player. The arrows
flew and, luckily, two of them hit. We then
proceeded to randomise the hits between
the Rider and the steed and both of them
actually hit the horse! | now just needed to
roll a 5 on either dice to kill the animal. I
rolled with high hopes. .. and failed to
wound. Darn!

Led by Eomer, the Riders of Rohan begin to surround the Orcs and Urnk-Hai :




Q

CAVALRY COMBAT
BONUSES

When cavalry models charge infantry
they get two special bonuses, even if
they are subsequently charged by
other models on foot (but they lose the
bonuses if they are charged by enemy
cavalry). The first bonus is that the
rider gets an extra attack, which
represents both the steed attacking and
the extra momentum of the charging
cavalryman. The second benus is that
if the cavalry model wins the fight. all
infantry models that were fighting it
are knocked to the ground. Models on
the ground count as trapped and so
every strike directed against them gets
doubled! This means that if a single
model on foot is charged by a Rider of
Rohan and is defeated (quite likely.
because the Man has an extra attack),
he will end up on the ground and
suffer four strikes from the Rohirrim.

TURN 2

The Good side kept priority, and that
came as good news to me. You sce, it’s
better if the opponent goes first when the
forces are still far away, so that you can
see where they’re going and react to their
moves. That proved untrue for one of my
archers, because he happened to be just in

MAKING A DISMOUNTED
RIDER OF ROHAN

If your force consists entirely of Riders
of Rohan, then our forthcoming Warriors
of Rohan models are perfect to represent

whose horse has been killed. If,
however, your force is a mixture of
Warriors on foot and dismounted Riders,
it can get a bit difficult to tell Warriors
from Riders. This is important because
all Riders have shields, bows and a
better Defence value than Warriors due
to their heavier armour. There are several
ways to distinguish Warriors models
representing dismounted Riders from
normal Warriors on foot, one of them
being to put a small piece of paper on

Riders of Rohan that have dismounted or

the base of the Warriors representing the
dismounted Riders. Alternatively, you
can finish off some of your Warriors of
Rohan with a distinctive base so that you
can tell them apart from your normal
infantry and use them as dismounted
Riders. Finally, if you are a perfectionist.
you can convert some of the models on
foot to be exact replicas of the Riders.
This is very easily achieved by gluing a
shield on the back of the Warrior
models armed with bows or,
alternatively, by gluing a bow on the
back of the Warriors of Rohan models
armed with hand weapon and shield. A
convincing bow can be easily made by
cutting a picce of metal wire and
bending it to the curvature of a bow.

reach of the closest Rohirrim, The Man of
Rohan promptly charged him, throwing his
spear as he closed in. He missed and
finished the charge against the terrified
Ore,

The Riders on the flanks kept up their
speed, clearly trying to encircle my force,
while the ones in the centre slowed down
and readied their bows. Good. T thought,
my Defence 6 Uruk-Hai are not afraid of
their puny Strength 2 arrows. My force
kept running towards the reassuring
shadow of the forest, with two notable

exceptions. The bowmen still moved at
half speed, and one of the Uruk-Hai that
just couldn’t resist his feral nature, turned
back and rushed in against the Rohirrim
that had engaged the Orc archer. I thought
that the two of them could take on a single
Rider, even if he was charging. That was
indeed a gamble, because charging cavalry
are really nasty, and that could cost both of
my models dearly.

A mix of arrows and spears flew from the
central Rohirrim and one Uruk-Hai fell. 1
was just complaining about how unlucky
that was for me, when the bow of the
Captain of Rohan twanged. Dave rolled a
hit and then a 5 on his roll to wound. At
this point, the Captain decided to spend
one of his precious points of Might to
bring that to a 6 and despatch another of
Saruman’s servants. So.much for my
invulnerable Uruk-Hai!

My archers were obviously nervous seeing
the Riders so close now and their arrows
all missed.

In the Fight phase, my Evil minions
managed to win the combat against the
charging Rider of Rohan and killed his
steed. All Rohirrim are expert riders,
which means they get a +1 on the Thrown
Rider chart and always land on their feet il
their horse is killed, pretty useful when the
place is full of angry Uruk-Hai.

THROWN WEAPONS
Thrown weapons are a new addition
to our The Lord of The Rings system.
They include throwing spears and
throwing axes, which both have a
range of 8", a Strength of 3 and can be
thrown in the Shoot phase. even after
the model has made a full move.
Alternatively, they can be thrown
during a charge move against the
model charged. If the spear/axe kills
the target, the charger can redirect its
move and charge any other valid
target within reach.

-
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TURN 3

I finally managed to win priority and used
it effectively by charging Eomer and
another Rider with the Orc and Uruk-Hai
that had unhorsed the Rider in the
previous turn. Those two had already
proved very useful and now, by stopping
Eomer in his tracks and pinning him in a
fight before he could move, they would be
even more precious.

The rest of the Evil models moved at full
speed towards Fangorn; the tree line
seemed so close now. Here [ had to make
an important decision, The two models
carrying the Hobbits reached a small patch
of wooded terrain that was lying in the
way of the most direct route of escape and
would slow them down if they went
through it. | decided to go around the
wood, but were Ugluk and the other
Uruk-Hai guard to stay together or split up
and go around the small wood in two
different directions? I could see good and
bad points in either choice, but at the end I
decided to keep them together, so that they
could benefit from Ugluk’s Might to get
Heroic moves and fights if needed.

The Rohirrim charged viciously into my
Orc bowmen, wisely pushing forward and
not slowing down to help out Eomer and
the other Rider I'd charged.
Unfortunately for me, they remembered
that speed is of the essence, and Eomer
surely doesn't need much help against a
single Uruk-Hai!

There was no shooting as everybody was
either moving at full speed, engaged in
combat or out of range of throwing spears,
50 we went straight on to close combat.

Excluding Eomer, who easily dispatched
the Uruk-Hai that charged him, there were
five fights to resolve, all involving a
single Rohirrim against an Orc archer. The
turn ended with two dead Ores and a
Rider having his horse killed. At this point
I realised that Ores should attack riders
and not horses, since they need a 5+ to kill
either and therefore are wasting time
targeting the horse. Strength 4 Uruk-Hai
and Captains on the other hand have a
genuine choice, because they can kill
Defence 4 horses on 4+, while they still
need a 5+ for the heavily armoured
Riders.

TURN 4
With pretty much all of the Riders of
Rohan within charge reach of my main

Alessio looks on as Dave's Riders move in.

body of troops I really wanted to win
priority. This would mean that I get to
move before them and have one more turn
of movement towards the forest before the
inevitable fight. Alas, it wasn’t to be!
Dave won priority and was about to
charge, when Grishnakh shouted “With
me!” (or rather the equivalent in the Black
Speech of Mordor) and, spending a point
of Might, tried to lead all Ores and
Uruk-Hai within 6" into an heroic retreat
out of reach of the horses’ charge.

At this point Dave decided that his
Captain would also use his last point of
Might to prevent the Evil ones escaping
just retribution (Eomer was still out of
position at the back, thanks to the sacrifice
of my Uruk-Hai). We then had to roll off

Eomer dispatches his opponent with a mighty swing of his sword.




to see who was going to execute the
heroic move first. The dice rolled on the
table and came up with a 6. Damn it! The
Rohirrim followed their heroic Captain,
throwing their spears as they charged in
(to no avail, thanks to poor rolling).
Grishnakh and most of his troops ended
up in combat with the enemy, and that
unfortunately meant that I had wasted my
point of Might (except for forcing the
Good side to spend one point as well).

The rest of the Men charged the Orcs
straggling at the back and the few of my
models that were not in combat continued
to move towards the safety of Fangorn.
The end line was now slightly more than
two moves away!

The Fight phase was going to be decisive.
If my models managed to make the charge
without suffering many casualties, in the
next turn [ would have stood a good
chance of engaging them again, trying to
stop as many as possible from moving
past my picket line and towards the two
models carrying the Hobbits. We fought
hard and, after the dust settled, the body
count was against me, but it could have
been worse (cavalry charging against
infantry is really horrible, but my infantry
had lots of ultra-hard Uruk-Hail). Three
Ores and one Uruk-Hai had been bowled
over and killed, but my guys managed to
kill one Rider and two horses in return,

Grishnakh had to spend a point of Might to
draw his duel with the Captain of Rohan.
but the roll off saw him triumphant. He
failed to wound the Captain, but did
slaughter his horse, leaving the Hero on
foot.

TURN 5

The priority is mine! Muah ah ah aha ha!
As my Evil minions prepared to charge the
Rohirrim, Eomer suddenly woke up at the
back and called for an Heroic move,
leaping forward at the head of his Men.
This move was useful to seize the initiative
at the back and bring forward Eomer and
the other Riders that were risking being too
late to get anywhere in time, Grishnakh led
my other models against the Riders, to buy
some time for Ugluk and the Uruk-Hai
carrying Merry to try and reach the forest.
Only two more moves and T would win. ..

The remaining Rohirrim (mostly on foot,
since I obviously always tried to charge
models on horseback to minimise their
effectiveness on the charge) joined in fights
to help the horsemen. The one lone Rider
that managed to sneak past my troops got
within range to throw his spear at the
Uruk-Hai carrying Merry, since the Good
side in this scenario can voluntarily risk
hitting the Hobbits. Luckily for the Evil
side the spear went wide.

“With Me!”, Eomer rides down Grishnakh.

The Combat phase began with Eomer
calling a Heroic fight. killing the Orc he
was fighting and moving again, taking
with him the Rider of Rohan who was
involved in the same fight. The two
charged against a surprised Grishnakh,
which was going to enjoy an easy kill
against a single Man and instead found
himself fighting the Third Marshal of the
Riddermark and two Rohirrim! The Good
side won the fight and Eomer scored three
wounds on the poor Grishnakh as he was
thrown to the ground. Even with the one
point of Might and Fate he had left, there
was no way the Ore could survive such an
heroic onslaught.

The demise of Grishnak obviously had a
strong effect on the Evil troops’ morale (or
maybe it was my appalling dice rolling...).
but I managed to lose pretty much all the
fights I had initiated, even if I was the one
charging now! At the end of the Fight
phase T had lost Grishnakh, three Orcs and
two Uruk-Hai (one of them to a Rider on
foot!). Disaster! That also meant that my
force had been reduced to below half
strength and in the next turn I would have
to take Courage tests (with only one
character left — great!). This was looking
bad, but I didn’t lose heart (well, not too
much), because I still had a completely
healthy Ugluk two moves away from the
target and only one model needs to reach
the forest for the Evil side to win?
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TURN 6

I got the priority once more, and that was
a really good opportunity to get the two
‘guards’ to the very edge of the lorest, I
was confident that at least one of the two
would survive, I began by taking Ugluk’s
Courage test, so that all models within 6"
would benefit from his Leadership and not
have to test themselves. Since Ugluk’s
Courage value is 4, T just needed to roll a
6 or more on 2D6, but I rolled only a 4!
This would have meant that Ugluk would
run away from the closest Rider, right
back towards Eomer and his troops. | had
no choice but to use both Ugluk’s points
of Might to make him pass the test.
Enraged, the servant of Saruman jumped
on the Rider of Rohan that had caused all
this pain. The Uruk-Hai carrying Merry
moved towards Fangorn and got to within
a few inches from the end line!

Most of my other models failed their

Courage tests too, so that they could not
engage and slow down Eomer and his

} Riders, who. mostly ignored the scattering

The Uruk-Hai flees for the safety of the woods.

enemies, had closed in on the only two
important targets. They let loose with
spears and bows against Merry’s guard,
but failed to wound either him or the
frightened Hobbit.

The few fights were inconclusive, except
for Ugluk cutting down mercilessly the
hated Man.

Now, if only I could get priority next
turn...

TURN 7
And of course, Dave got it! If only I had a
point of Might left!

Ugluk and the Uruk-Hai carrying Merry
oot charged by two Riders each, and
Eomer and the other Good models once
more closed in for the kill, avoiding my
other models. Dave was doing this to see
if my models were going to fail their
Courage tests and run away where he
could safely shoot at them, rather than
engaging them in combat, which would
stop them from having to test.

Luckily for me, most of my models passed
their test and desperately charged against
the Men of Rohan.

The Fight phase began with one Uruk-Hai
getting killed by a Rider on foot (not
again!), but then improved as two more
horses were cut down. Ugluk won his
fight and unhorsed one of his opponents in
a mighty show of skill and brutal force,
but unfortunately Merry’s guard was
trampled under the hooves of the charging
enemics and died. Merry was free!

Once again, I badly needed to win priority
next turn.

TURN 8

Good won the roll for priority again, and
that spelled doom for poor Ugluk. I wasn’t
too sad, because even if I had won
priority, Eomer still had a point of Might
that he could use to call a Heroic move
and cut off Ugluk’s retreat. The Hero
could keep his Might and he led the final
charge against the beleaguered Uruk-Hai.
Ugluk was attacked by three Riders on
horseback, one on foot and Eomer
himself... just a few inches from the end
line. The rest of the Evil models were too
far away to help out their leader out and
ended up in combats where the odds were
definitely against them. Two Orcs were
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quickly finished off, but the two
remaining Uruk-Hai decided not to go
down without a fight and killed one Rider.
Ugluk lost his fight and was slain by
Eomer himself.

TURN 9 AND 10

We actually played on until turn ten, when
both Hobbits made it to the forest of
Fangorn and the last Uruk-Hai went down
after managing to kill a Rider in a last
desperate attempt to get to the fleeing
“halflings’.

At the beginning of the turn we
wondered what would happen in this
scenario if a guard were to fail his
Courage test and flee off the table
carrying a Hobbit. This seemed to fufil
the victory condition for the Evil side,
but it felt a bit wrong because the guard
would also count as a casualty,
according to the normal rules. In the
end I decided that if this were to
happen, the game would be a draw,
with a Hobbit still prisoner, but in the
clutches of an Evil minion with a
broken morale and therefore not too
likely to make it to Isengard safe and
sound, especially in a forest full of very
dangerous trees!

PLAYERS CONCLUS]ONS

Dave Cross flushed with success.

CONCLUSION - GOOD

The field of battle belongs to the noble
Rohirrim, the foul Uruk-Hai and Orcs are
destroyed! Although [ am gloating over
the battle it was very close. Alessio’s
tactics had me in difficulty on a couple of
occasions, but I had luck on my side
during the crucial moments. My tactics
proved to be sound. the central forces. led
by the mighty and heroic Eomer, fell
upon the main body of the enemy. whilst
the flanking forces on the nght-hand side
Just made it in time to cut off the retreat
of Ugluk and his henchman. It didn’t all
go my way however. Eomer, although
coming through in the end. did get caught

in combat early on, and was very lucky
not to get taken out of the game at this
stage. Without his heroic efforts the end
result would have been very different!

CONCLUSION - EVIL

It was so close! If only I'd got priority a
couple more times towards the end of the
game, and if only [ hadn't failed Ugluk’s
Courage test by two points, the result
could have been very different. Certainly
Dave played it well, not slowing down to
shoot my models (which is a safer option
than getting close to Uruk-Hai), but rather
keeping up the pressure all the time. The
act of going for Heroic move and Heroic
fight in the same turn also meant that
Eomer got where he was needed just at
the right time, eventually killing both my
characters. I also think I made some
mistakes that in the end weighted heavily
against the result, such as often choosing
to attack horses instead of Riders, and
keeping my Uruk-Hai a bit too much on
the defensive: maybe a more aggressive
approach would have proved more
effective.

Next time, Cross!

Ugluk is surrounded and hacked to death!
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RELIVE SOME OF THE AWESOME BATTLES
AND SCENARIOS OF THE TWO TOWERS
BEFORE THE RELEASE OF THE MOVIE!

15th December 2002.
Warhammer World, Nottingham.
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With only 3 days to go before the highly awaited
The Two Towers movie, our very own

Warhammer World invites you to take part in
awesome battles that recreate all the excitement of the
first two The Lord of The Rings movies. Here are just
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See our life-sized Lurtz model on display
in the Warhammer World Exhibition.

For this day we will provide all the miniatures, all you have to do
is come along and join in the action!
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~ point, direct from Games Workshop on
0115 91 40000, or via our website at
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