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WHITE DWARF 275 - DECEMBER 2002

TURN 1

News & New Releases from the
Games Workshop World of Hobby Games

kay, I'm not going to lie to you. It actually hasn’t been very

long since the last time I sat down and wrote one of these
collections of little pearls of wisdom. It’s been about a week and
a half, actually, and honestly, not a whole lot has changed around
here at Games Workshop HQ.

Not much at all, with the exception of finally getting the news that
we're all going to get to see The Lord of The Rings: The Two
Towers on the company’s dime in a couple of weeks! Every once
in a while, working for the manufacturer of the greatest toy
soldiers in the world pays off (aside from the crust of bread they
throw me to keep me quiet and stop me from rattling the chains
they use to keep me tied to my desk). Needless to say, we're all
pretty much chomping at the bit to feast our eyes on what the next
installment has in store for us. From what I've seen (and heard
through the grapevine), it ought to be something really special.

Oh, and here’s another little tidbit of info that some of you might
be wondering about. It seems that, after an EXTREMELY long
hiatus due to some scheduling conflicts over the summer.

Warhammer Survivor has drawn to a close. The event, which can
only be described as unique, involved an incredible array of
wacky events (including some impaired bowling at the local alley,
as well as a quite a few tests of Warhammer skill and knowledge).
While White Dwarf’s own Nicole “Dee-Dee” Shewchuk made it
all the way to the final two, it was Terry McGregor who stood as
the sole survivor after the votes were tallied. Rumor has it that the
next edition isn’t too far around the corner and will take place in
none other than Middle-earth. (As before, we would like the fine
people at CBS to accept our humblest apologies and NOT call
their attorneys.)

Oh yeah, and there’s this little matter of the Tomb Kings finally
rising from the desert to reclaim the kingdoms they once ruled in
the Warhammer world. But you don’t need me to tell you about
that; just keep reading the magazine.

See you next month!

William “Goat-Boy™ Stilwell

THINGS TO DO IN DECEMBER

Check
Page #

0 Take a picture or two for the “Stand and Shoot” Column in White Dwarf 3

2 Call Games Workshop Mail Order for a FREE copy of the Holiday Poster 3

[ Clear some space on my calendar for the 2003 Grand Tournaments

[ Clean the sand out of my shorts and build a Tomb Kings army 8

O Check out all the Golden Demon winners from Games Day Canada

66

O Be sure to have a happy holiday and a wonderful new year!

N/A

What Better Way Is There to
Celebrate the Holidays Than Getting a
Whole Siew of New Toy Soldiers?

Games Workshop products are available all over North America at
Games Workshop Hobby Centers and Rogue Trader
Independent Retailers. To find the store nearest you, take a peek
at the Rogue Trader List, inserted into each issue of White Dwarf.

O

(@ What's New on the Web? Sl

@ http ./ Fweww games—workshop com/news /n
THIS MONTH ON THE WEB... |

If there are no stores stocking Games Workshop products near you,
then our speedy and efficient Mail Order Service will be more than
happy to help you get what you need. Just call 1-800-394-GAME in
the United States or 1-888-GW-TROLL in Canada for up-to-the-
minute product information and current release dates.

Also, don't forget to check out the Games Workshop web site. Along
with all the latest releases, news updates, and upcoming event
information, you'll also find our Mail Order Online Store where you
can browse; purchase games, miniatures, and individual bitz; and
find a whole lot more!

If you find any problems with your products, please e-mail us at:
custserv@games-workshop.com. Or, if you have a rules question,
please e-mail us at: roolzboyz @ games-workshop.com.

2 TURN ONE - GW NEWS

If you're looking for the latest information from the
Games Workshop World of Hobby Games, you
simply can’t go wrong by visiting the official Games
Workshop Web Site. The secrets of the Tomb Kings
of Khemri are revealed in as much detail as we
could dig up without losing ourselves in a sand
dune. That's in addition to all sorts of information
from your other favorite GW games. Surf by today!

Q Internet zone




Further Down the Path to Glory New Terrain in the Works

A month ago, the Path to Glory booklet should have The Games Workshop US Hobby Support team
accompanied your copy of White Dwarf. If it didn't, has been hard at work on a bunch of new projects.
then head straight to a retailer near you and see ja50n Buyaki, Jake Landis, and Chad Mierzwa -
about getting one. And if you after cranking out over 200 Troll Bridge tables and
didnt get a ‘copy of White over 250 Battlefleet Gothic tables - have turned
ggﬁf;gﬁls;aﬂﬁiglﬁgz‘ sl their attention to making a whole batch of new
i terrain for Games Day, as well as more elaborate
31?;\’;% t:zlg‘;: i:gogg‘fgég terrain for the next season of Games Workshop
we're pleased to let you know: Grand Tournaments. Here's a look at some of the
that we've heard all sorts of tables in the works. All of them feature elaborate
great news about special moveable terrain, so they can breathe a little life e ety
events and leagues being into the GT terrain. Keep your eyes open for a  pjayers of The Lord of The Rings:
held in stores all across the closer look at some of the work the guys have been Tuh:]E;“g:ihrﬁug:‘TA;eg;ﬁ st»:iwjl\:-ensg
United States and Canada. * doing in a future issue of White Dwarf Moria Goblins.
The powers of Chaos have never been so {Nice shot. Legolas would be proud!)
prevalent. And it's only the beginning! g . vidEa I
This month sees another in the series of Path fo
Glory articles grace the pages of White Dwarf and,
with it, the continued desolation of the Warhammer
world. So go ahead and get in on the action at a
Games Workshop store or Rogue Trader
independent retailer near you today!

Grand Tournament 2003
Schedule Being Finalized

We've just been notified that the schedule for the
2003 series of Games Workshop Grand
Tournaments is being finalized, and we wanted to
pass on the current version so you can see where
we're headed in the coming year.

Minneapolis, MN - Feb. 7-9, 2003

Baltimore, MD - March 7-9, 2003

Chicago, IL - May 9-11, 2003

Philadelphia, PA - June 6-8, 2003

Baltimore Games Day GT - June 20-21, 2003
Chicago Games Day GT - Aug. 2, 2003

Dallas, TX - Sept. 26-28, 2003

Columbus, OH - Oct. 31-Nov. 2, 2003

Los Angeles, CA - Date TBD

Seattle, WA - Date TBD

Atlanta, GA - Date TBD

For updated details, visit our web site!

More Than Wall Decoration

I's holiday season, and that means it's time to be
on the lookout for the new edition of the Games
Workshop holiday poster! It shows nearly the entire
line of Games Workshop games, supplements,
miniatures, and hobby supplies (as well as a few
special holiday offers). If you'd like one, give GW a
call at 1-800-394-GAME and simply ask for one.

Tip of the month: i
When you're going to doze off ata }

company function, make sure you're
not surrounded by coworkers with
way too much time on their hands.

We managed to snap this extremely
rare photo of Adam Bjornholm hard
at work during the Philly GT.

Rob McKittrick's right forearm
’ proudly announces his allegiance to
T -y ey ol ad the Emperor's Finest (even though
ﬁi ?:.:.ﬂx wen oy kb word has it he was using an Eldar

et W - T army at the Philly GT)
Im'i" Spm » mm W ey 5

TAKE YOUR BEST SHOT!

Think you have a picture that
belongs here? Send it along!
It you've got a printed phaotograph, send it to:
Stand and Shoot

: c/o White Dwarl

v 6721 Baymeadow Drive
G Glen Burnie, MD 21060 USA
N— . f you prefer to go digital, &-mail your pic to:

Necron Dead World standandshoot@games-workshop.com
Be sure 1o include your name, the names of
evarybody in the photo, and a description of
just what's actually gaing on in your picture. It it

| - m “IB st[rlir:es us Just the right way, it could make it nfﬂc
G ‘ 3¢g7ey>’| Find out where you can intercept the Battle Wagon by checking out the A i
Bﬂﬁi ! WA = i complete schedule of stops at www.games-workshop.com!

e F e e
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#
TURN 1

DECEMBER RELEASES

For more info on all of these and other Black Library
publications, check out their advertisement later in this
issue and be sure to visit www.blacklibrary.co.uk.

$CDN $US
Chaos Child $10.00 $6.95
The final installment in the fquisition War trilogy by Tan Watson,
Warhammer Monthly 61 54,25 §2.95
Another issue of Games Workshop's action-packed comic book
The Redeemer - Color Graphic Novel $15,00 $6.95

The eollected volume of all four Redeemer issues, presented in full-color

| New Releases

All prices are correct at pn

Here they are - the Undead armies of the
Tomb Kings of Khemri! You can find out a
whole lot more about them later on in this
issue (pp. 8-23, to be exact). But for right now,
just take a gander at all of the great new
models released this month.

Daemonifuge Book Two - Graphic Novel §15.00 $6.95
Collected volume of Ephrael Stern’s continuing fight against evil
' N

DECEMBER RELEASES  «ov  «s

0072  Bleached Bone Spray Paint §12.00 $8.00
(Okay, so technically this isn't a “Warhammer Release.”
but can you think of an easier way 1o get your new
Tomb Kings army painted in record time?)

0143  Warhammer Armies: Tomb Kings $28.00 520.00
(B0 pages of rules, tactics, and more for the Tomb Kings army)

1642  Bone Giant $55.00  540.00
(Boxed Set Containing One Complete Warhammer Monster)

1938  Tomb Kings Army Deal $340.00 $240.00
(Complete Boxed Warhammer Army with Special lcon Bearer and
Army book!)

3066  Tomb Kings Skeleton Regiment $40.00  $30.00
{Boxed Set Containing Enough to Build 16 Multipart Skeletons)

8586A Liche Priests $18.00  $13.00
(Two Liche Priests - One on Foot and One Mounted - per Blister)

8586D Tomb King $13.00 $9.00
{One Tomb King Army Commander per Blister)

Tomb Kings are the reanimated corpses of the
ancient rulers of Nehekhara. Through their

machinations in life, they have set the stage for their
return from the dead. Their mighty armies awaken at
their behest and fight alongside them in their undying
desire to reclaim their once-great kingdoms.

This boxed army is the only place you can
get this special edition Tomb Kings Icon
Bearer designed by Colin Dixon.

TOMB KINGS ARMY BOXED SET

The Tomb Kings Army boxed set contains:
* 1 Tomb King

+ 1 Tomb King Army Standard

* 1 Mounted Liche Priest and 1 on Foot

« 16 Tomb King Skeleton Warriors

« 5 Tomb King Chariots

* 3 Tomb King Ushabti

« 8§ Tomb King Skeleton Horsemen

* 1 Tomb King Screaming Skull Catapult

Rlso includes this special edition icon bearer and the Tomb Kings Army ook ! >

iar
SWARHAMARET

[ TOMB KINGs
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Warhammer Armies: Tomb
Kings delves into the
ancient desert catacombs
of Khemri and unearths the
brand new army list,
special rules, collecting and
painting tips, and tactics for
playing with this new army.

As you might expect, large regiments of Skeletons are a
staple of any Tomb Kings army. They cost very litlle
points-wise and are extremely versatile in battle.

RATADEIA M A n
u'ﬂru\}jl.r'u vl.lv‘.ul-:-!\

sl g’ TOMB KINGS

Liche Priests each know four separate Incantations that they can use to \y
enhance their undead compatriots or decimate their Y
‘{\\ enemies. Thanks to the Liche Priests’ staggering and
ancient powers, these Incantations are never miscast!

Bui| 580 18 IS8L0D B0 sEdud gy



Bone Giants are foul creations of the Liche Priests
built to resemble immense creatures of ancient Ve
legend. Don't let their bare-bones appearance fool

you though. They are terrifying in battle and, thanks

to their size and magical nature, are very difficult to

defeat in combat. Whatever you do, don't let your

troops get charged by one!

Through countless
acts of service and
sacrifice to the forces of
Chaos, some followers of the
Dark Lords are given the gifts of
immense size and strength as
well as special powers to
make them incredibly
destructive in battle.

6 TURN ONE - GW NEWS

DECEMBER RELEASES  .con s

0480

80124

8012L

Chaos Space Marine Daemon Prince  $40.00  $25.00

(Boxed Set Containing One Daemon Prince)

Chaos Space Marine Havoc w/ Heavy Bolter  $12.00 $8.00
(One Chaos Heavy Support Trooper per Blister)

Chaos Space Marine Havoc w/ Missile Launcher $12.00 $8.00
{One Chaos Heavy Support Trooper per Blister)

With these two releases, you can
assemble your Chaos Havocs squad
however you like, with any of the

heavy weapons available.



The Specialist Games range gets bigger each
and every month, as the models and publications
released continue to expand the universe of many
of your favorite Games Workshop games. This
month, aside from another onslaught of rules
updates and more, you'll also find two special
releases for the Warmaster incarnation of the
Vampire Counts. You never know just what they'll
have in store next, so keep you eyes peeled for
more Specialist Games releases each month.

BEATTLEFLEET

GOTHIC

Imperial Falchion Escort

—E_ L _ 1AL 1%

GAMES HANGE

'DECEMBER RELEASES

Warmaster Magazine 14 $10.00 §6.95
Battlefleet Gothic Magazine 12 $6.00 §3.95
Blood Bowl Magazine 4 $6.00 §3.95

New Warmaster Vampire Counts Models!

Black Coach

DECEMBER RELEASES <o s

BG25 Imperial Falchion Escorts $13.00 $9.00

(Three Imperial Ships per Blister)

BG26 Imperial Endeavor Light Class Cruiser  $13.00  $10.00

(One Imperial Ship per Blister)

Imperial Endeavor Class Light Cruiser

THE NEXT GROUP OF RELEASES TO ACCOMPANY THE
LORD OF THE RINGS: THE TWO TOWERS TABLETOP
STRATEGY GAME HITS STORES THIS MONTH AND
INCLUDES THE WARRIORS OF ROHAN AND THEIR
FOES, THE URUK-HAI SIEGE TROOPS. SEE PP. 109-111
FOR MORE DETAILED INFORMATION ON ALL OF THIS
MONTH'S RELEASES FOR THE LORD OF THE RINGS.

oy 4 sacud ||y

3

5
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£ tﬁeyc'én spill their
- thoughts concerning this

| most bony of pl‘ojccts'ont_b'-_ .

these pages. We hope to

Kings army and the process
we go through to create

. any Warhammer Armies

B ‘book. I'll start it off...

§ av: The first stage of any project
k. Gis the brief. This breaks down

; into what we want to do with
‘thie miniatures, the army list, and the
L /book itself. My biggest commitment

" was to make them différent from the
i Vampire Counts. Although there would
} be certain similarities (what with both

AT N TS

armies being dead an’ all), T didn’t want
to end up with differently shaped armies
that basically fought the same way. The

. project needed a strong brief, as different

¢ members of the Games Development
team would be working on the project at
different stages. First, I briefed Alessio,
who did the basic rules and army list

8 WARHAMMER CHRONICLES: TOMB KINGS DESIGNERS' NOTES

explain both the new Tomb

desngn I r.hen mcorporated the initial

i playtest feedback and made the major
. changes 10 the list. The “polishing and
- tweaking’ stage was conducted by

Anthony Reynolds, who also shepherded

the book through the peaks and troughs.

of the production process: You'll be

hearing from Aléssio and Anthony later.

'BOWS AND BONES

The character of the Tomb Kings had

. already been touched upon in prewous'

army lists, although there had never
been a full Warhammer Armies book
dedicated to them. For a start, while the
Vampire Counts army is an eclectic mix

- of Skeletons, Zombies, Dire Wolves,”

Wights, Wraiths, and all manner of other
gothic horror staples, the Tomb Kings
army is much more traditional in that it
includes lots of Skellies that are
equipped in different ways. This in itself
makes them feel much more like the
army of an ancient kingdom. If you take
the Empire army or a High Elven one,
for example, you basically get lots of
different human or Elven troop types. 1
wanted the same to apply to the forces
of the Tomb Kings - so we have
Skeletons on foot with different weapons
combinations, Skeletons on steeds with
different weapon combinations,
Skeletons in Chariots, and Skeletons =
manning the war engings. The Tomb.:

Presented.by Gav Th@rpe

~ Kings army is thus pretly much Lhc a,rmy ;
* of anciént Nehekhara, only -

slightly skinnier. |
The other major difference in terms of
troop types comes down to missile fire.

“An army of the Vampire Counts has

only spells and Banshees,; while the

' ““Tomb Kings can get many troops

with bows, not to mention the
Scereaming Skull Catapult and the

.. awesome Casket of Souls. We didn't

- want to change the basic profile of a
Skellie (BS2), so our task was to come

_ 'up with rules that made Skeletons
effective troops at range as well as

up close.

SCROLLS AND SKULLS
The other major difference from the ;
Tomb Kings lists of the past has been the :
magic system. The Necromancy used in
the Vampire Gounts army was the
creation of the renegade Liché Priest
Nagash, which drew on the ancient
magics of Nehekhara but made them
more powerful and unpredictable.
Balancing the magic system with the rest
of the army was to prove the pivotal
focus of the army’s development and a

- source of much debate among the

designers and playtesters. But I'll let.
Alessio gloat about what he has done!




e the basis of their religion and cover al

~ . -missile. These Incantations are not

" Bound spells from magic items. Liche

: mmumblllty Iwimt__
_captureahnl bit of ¢

With the‘new system, all Liche Priests
know the four Incantations that form

the basic¢ wols for dealing with
Undeath. There is one Incantation to.
increase the fighting/shooting: ability.
the Undead. troops, one to raise: ‘them
back after the enemy has struck them
down, one to make them move faster,
and of course, a good, handy magic

normaliwizard spells; they are more like SN
Priests can cast one of these per Magic

phase with a Power Level of 2D6, and
High Priests can cast two at 3D6!




Incantations néver Miscast but.are fever
cast with.Irresistible Force either,

_Ancient, unchanging, repetitive, and

»inexorable, that's what they feel like! To
increase this ritualistic feel even more
(and for gaming ¢ase), I've introduced
-the Hicratic Hierarchy rule, meaning tha
the Liche Priests always cast their
Incantations in a strict order. 1 it has
worked: for the last 3.000 years, why
change it?

T T N I

.. MAKING THE DEAD WALK
Now, let’s have a look at the Undead
rules: The task was to make the Tomb
Kings army different and unique while
maintaining enough similarity to the

- Vampire Counts to maintain a degree of
consistency among the Undead. I'm quite
pleased with the result we achieved.

- Basically, the Tomb Kings share the same
Undead rules with the Vampire Counts,
with one notable exception. In the Tomb
Kings army, the General is not the force
keeping the army going; because it's not

2 the Tomb King but the Liche Priests who

| T ; : . v ¥ L idhe Priest have reanimated the Undead forces. The

A i : most important Priest, the Hierophant, is
the one responsible for the creation of the
army, and it is his destruction that causes
the army 1o start collapsing. Even if this
happens, the army can still use the

Leadership of the General (a Tomb King

or Prince) for its'Leadership tests. The

result is a far more enduring force than a

Vampire Counts army, where the demise

of the General is usually quite final. These

rules also allow the Tomb Kings player to
spread his risks and not have all his eggs
in one basket as 4 Vampire Counts player
must. The drawbacks of this system are
that Liche Priests are obyiously easier.to
kill than Vampires and that the legions of

Nehekhara cannot march, as they lack the

3 strong centralized driving force

! Chariot represented by the Vampire

i or Necromancer.

E
E
i

§

Einally, I drafted the first version of the
Tomb Kings army list. Its Core is made up
of Skeletons: infantry with weapon

combinations that are different from those
p of the Vampire Counts, cavalry that is
7 lighter and more flexible than the Black

Knights, and of course, Chariots, These
Chariots needed to be différent from
normal ones, because we wanted them to
form units. I decided to give them slightly
different rules, under the title of “light
Chariots.” They are basically the same
as normal Chariots except for a
reduced number of impact hits,
reduced Unit Strength, reduced
protection offered ro characters riding in
them, and on the positive side, the ability
to form into units that follow the rules for
Fast Cavalry. The last entry in the Core
section details the Tomb Swarms, a
collection of Undead insects that
have the option of emerging from the
ground underneath the enemy (do
=il et x you remember those flesh-eating scarabs

i ‘ TomitrGuard in The Mummy?),
. 2 B

EL . \‘é i
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NOT ]UST A USELESS
- PILE OF BONES
2 -'Now cm to bpecml troops. Tomb Guard
 are the equivalent of Grave Guard
-(shghtly less armored than their
‘Vampice, Gounts connterparts, but 1
- thought that keéping the entire army to
a-maximum of light armor made for a
good theme). Thinking that the best
man among these elite troops would be
granted the honor of carrying the
insignia of the King, I've also
introduced a new character to the
Heroes of this list: the Icon Bearer. He
is basically a mix betweén a Champion
of the Tomb Guard and a Wight Lord
and always carries the Battle Standard.

For’the next Special unit. the idea was
to create a new class of Undead, more
akin to living statues than dead
creatures that have been reanimated.
. This unit provided a good excuse to
i include in the list many of the gigantic
- monuments that the ancient civilizations
have left us. These “Undead Constructs”
" are the same as normal Undead, except

;;
that they are more resilient, always lose i
~ Lless Wound than they should when |
losing a fight, and get an armor save of {
5+. This category includes the Ushabti 1
(ogre-sized warriors created in the 3
image of the Gods of Nehekhara), the : _
'+~ wmnneling Tomb Scorpion, and the huge _* ¢ - 4 T 1
- Bone Giant (although he's acrually / WHO ARE THE TOMB KINGS? |
o) Among the arid sand dunes south of the Old World lie the necropolises and tombs “
The other piece that I want lgfﬁrrk of the ancient Nebekharan civilization, known by most as the Land of the Dead. |
about is the Casket of Soulsy/which is It is a name that is appropriate, for not a living inbabitant stirs among the |
both an awesome mode| and a powerful pyramids. From within these mighty edifices, the ever-living Tomb Kings rule over i
tool of destruction:If it's activated in their Undead subjects and bave vast legions of Skeletal warriors to command. 4
the Magic Phase (it’s like another 1
Incantation), all enemy units that can An army of Nebekhara on the field of battle is a glorious sight. Sun dazzles across !
- see it are hit by the equivalent of a ; bronze and gold armor and gleams from polished bone. At the forefront of the g
Banshee's scream! The destructive army rides the Tomb King himself in bis chariot, ranks of Skeleton archers |
power of this pseudo-Ark of the. 7 around him moving with synchronized precision. Ranks of Ushabti — tall, 4
Covenant is really scary, but all you have. animated statues of the old Gods of Nebekbara — advance swinging cruel blades !
to do is 't01 look ‘away. that can bebead with a single blow, while screeching vulture-like Carrion use !
Carrion in Special choices and el their ragged wings to soar above them in the desert thermals.
zgﬁ:ﬁltigt:;ugcf:::?:llﬁr:lﬁa :‘ewz‘a:es It was not always thus. In ::r:ifferr:ifa past, the great kifrgdorf‘f of Nebekhara ‘ E
very pleased with thie first ook of this srref(.‘bear j?'um .fbe molumams to the coast, and the Priest Kings ruled from their |
list, and T was just starting to write the temple cities with an iron band. The grealffesr rulers. were entombed mr'd ‘:
magic items when my work was mummiified in preparation for their glorious afterlife, and whole armies were 3
interrupted by a new project stepping in buried with them. ]
il I”f:mtible Forcfe and monopolizing Then the beretic priest Nagash wove his mighty necromantic spell of awakening, i
aRliln:}(;;‘;;fvg_o“:::’;furz?;:g;“h 2 raising the Tomb Kings and Princes from their slumber before their n'm‘e. Instead ;
Changing over to a new game system of returning to the world as immortal incarnations, they r.szelro life still half
was cool, but it meant that I had to leave rotten, swathed in their splendid burial robes and bound in linen bandages.
the Tomb Kings halfway through the Although their great plan bad gone slightly awry, the Tomb Kings did not allow
project. I sadly handed the manuscript this setback to darken their dreams of a return to the golden age of civilization. i
over to Gav and Anthony and left my Their skeletal armies clawed their way out of the sands; their Tomb Guard ‘_
baby in their hands; it's always hard to marched forth from the ancient pyramids in the city-sized necropolises; and the o
let go! This obviously means that statues of their old Gods sprang to life, enchanted with powerful magics. 3y
ij&h;nﬁ{::; :,lvl:;[;na:‘; ;ggli::: gi I As before, the Tomb Kings wage war upon each other and the rest of H‘Je w?rid, 3
things you don't like have clearly been ' their goals of conquest undiminished by the fact that they are dead. For did they i
added later by the evil Gav and Anthony. - not plan for eternal life, and is this not their great reward and destiny? In time, 4
the Tomb Kings will rule again as they did so long ago. i
Over to you guys... ! ) e M EE T _ 3
8 el 3
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ke) o nsmg, andr i
alancing, a Tomb ngs army’
e Magic phase. One of the

;i‘fndtmnﬂ. of Liche High Priests
ﬁfﬁeanng in armies, which worried me:
G Iwanted Tomb Kings to make an

lly good showing. This led to the

=
~introduction of the My Will Be Done

\ . tule for Tomb Kings and Princes. This

¢ tule basically allows the Tomb Kings a

; low lTevel Incantation (only D6 Power

% . Levely to-move a unit or get it to shoot or

- of the pressure of animating the army
L dway from the Liche Priests. | 4

' “Much ofthe work at this stagc was in.

1 the creationof magic items and the
*  actual wording of certain rules. The
e 3

specific effects of the spells were

+  oweaked to make sure that the magic
was on par with the traditional Spell -
Lores butstill had:a difterem feel

_“during play.

1 R ——

Of course, there’s more than just rulesin
an Army book. Once the playtesting was
happily underway. 1 turned my attention
1o planning the background that would

included and looked at the Special
Chagacters. Again, [ was fortunate here,
b 15¢ Nigel Stillman (who veteran

e e

e g TS R

[

o game will _rr:membcr &om prev mf.

vlous from the: ﬁrs[ few\__'

attack immediately. This rule ook some -

years) had left béhind a wealth of
background and stories: pcrtammg to the

Tomb Kings. Par too, much; in fact, to

clude in a single volume.'Ancient Egypt
isa, pﬁssion of Nngel 5. He had atitacked

',thc ‘Tomb angs project with much gusto
s and produced a pile of documents

hings that cropped up at this ime wasa -~ ‘several inches thick.

All of this material had to be d:stnll{.d into
a tormat that we could present to readers
in a digestible fashion. After planning the
background pieces that I wanted in the
book as well as rewriting several parts

myself, I handed the project to Anthony.
. He would finish off the development side
and, in combination with Space McQuirk, -

* write up the remaining background

material, So. it’s only fitting that I let
Anthony continue the story from here...

 AND SO IT SHALL BE...

Anthony: And so the project was
passed into my hands to add the final
polishes to the Tomb Kings. I was

-enjoying the Tomb Kings project so far

and having fun writing up the bestiary
and sonme background pieces. I too
have always had an interest in ancient
Egyptian history and had studied it in
school and college (to those people
who said learning ancient
hieroglyphics was a waste of time, ha!
It has come in handy on this project!).
Alessio and Gav had already done a
great job with the book, and everyone

12 WARHAMMER CHRONICLES: TOMB NINGS DESIGNERS NOTES

_._wa:i get ng a bz: c:um d .lboul IhC
-.-re[auw.]v ‘new” army - so much so thag

Tomb ng& armies seemed to be

; pnppmg up all over the place.

It was my job'to finish off the Tomb’
-Kings-and fill in the bits and pieces.

that would turn the rules and
background int6 a complete hook. It
also fell to me to complete the
development of the Tomb Kings army.
This project involved copious
playtesting, both among the Games
Design Team ahd our core of

“invaluable playtesters all over the

world (some of the most cunning
Warhammer players around!). We make
sure that we play against all the armies

-‘that already have Army books to
ensure that the new army is balanced.

Sure, some armies invariably fare a

little better against certain armies than

others, but we aim for a 50:50 win:loss
ratio across the board. The comments
from these playtest games are hugely
important in this development stage,
and nothing beats playing loads of
games to find any mistakes or
loopholes. In these playtests, we really
try hard to exploit the list as much as
possible, push it to its limits, find all
the nasty combinations of magic items,
and devise devious tactics and army
lists, If these combinations are
overpowering or seem to be a default
choice in every game, then we make
changes, either to the rules or to the

The Empire struggles to stem the onslaught of the Tomb Kings army.



- points cost, to create as balanced a list
4s possible while making sure the
army is challenging to play with

and against,

For instance, in early playtests, it was
found that Liche High Priests were
becoming much moré common than
the Tomb Kings themselves, as Gav has
. already mentioned above. He
‘introduced the My Will Be Done rule,
which went a long way to rectifying the
problem. However, we still felt that it
would be nice to make an army led by
a Tomb King a little different. Thus, we
introduced a rule that, if a Tomb King
leads your army, then Chariot units
became a Core unit choice. Otherwise,
Chariots are Special units. After all,
Charioteers are the pride of the Tomb
King's army, so when he marches to
war he would likely take them with
him. Little changes like these make the
army more characterful and “real,”
while simultaneously introducing
subtle changes to the army list, which
in turn allow you to make more
interesting and varied armies.

It is at this stage of the project that the

points values for all the different units,

characters, and items are finalized (not

without many “discussions™ and pulling
of hair). Also at this stage, the wording |
for special rules is hammered into final
shape, and we try to eliminate vague or
confusing phrases.

The mighty Settra, greatest of all the Tomb Kings.

POLISHING THE BONES

The production stage of the g
development process involves the guys
and gals in the Production Department
laying out all the written work into the
correct format, The artwork is slotted
in over the page backgrounds, and the -
book starts to take shape. These last
weeks of the project were a frenzy of
activity. As the nearly completed book
showed up, dozens of bits and bobs
still needed doing. I received copious
e-mails from Dylan in Production: “Wi
need 200 words of additional text for+
the Ushabti Bestiary page” and “We &
need names for all the places on the i s
maps!” for instance. i

I think we have managed to make the
Tomb Kings a distinctive and
interesting list that allows you to try
out all manner of varied tactics and =
armies that are fun to play with and
against. The list also makes the army
very different from any other in '
Warhammer. It's hugely satisfying to.
see the Tomb Kings of Khemri come
together from start to finish, from the
first early brief, to the early drafts of
army lists and various wacky ideas, to
the fabulous art fitting into the book,
to the brilliant new models sculpted
and painted up for the color section,
and to, at last, the completed book.

Enjoy.

ﬁw_
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With the release of the Tomb
Kings this month, we thought
we would take the opportunity
to collate the time line of the
Undead and incorporate the
important dates and history of
both the Tomb Kings and the
Vampire Counts. Anthony
Reynolds was sent delving
through dusty volumes and
cursed texts, and he has
resurfaced with the most up to
date Undead time line around.
Here, you can trace the rise and
fall of the cursed Nagash; his
destruction of Nehekhara, the
most powerful human nation of
the time; and how, as a result of
his foul magical practices, the
first of the dread Vampires were
created. It was Nagash’s great
Spell of Awakening that stirred
the Tomb Kings from their
eternal rest. They emerged
none too happy about it and set
about reclaiming the lands that
were once their own, a task
they continue to this day. Read
on to learn of the tragic and

16 HISTORY OF THE DAMNED

HISTORY OF
THE DAMNED

A Chronology of the Undead

-2500 to
-2000

The rise of Settra, the first and
most mighty of all the Kings of
Khemri. It was Settra who formed
the first true human civilization,
Nehekhara. He conquered
neighboring lands and exacted
tribute from them, and his empire
continued to grow and expand in all
directions. He formed the great city
of Khemri as the heart of
Nehckhara. Consumed with living
forever. Settra had his pricsts learn
all they could to extend his life.
However, they could not give him
the immortal life that he craved but
promised him that he would awaken
into paradise and rule for all
eternity. The other rulers followed
Settra's example and were
mummified and entombed in great
py'nmjds. These clusters of tombs
and pyra.mids are called necropolises.
Nehekhara continucd to grow in
power and influence, and the
number of tombs and

pyramids soared.

-2000
-1968

-1959

-1950 to
-1750

The birth of Nagash.

A fleet of Dark Elves is driven
off course and forced to dock in
Zandri. Nagash studies Dark Magic
and proves a more than apt pupil.
Having learned all the Dark Elves
have to teach him, he defeats their
leaders in a sorcerous duel and has
the survivors entombed alive within
the Great Pyramid at Khemri.

Through murder and intrigue,
Nagash seizes power in Khemri,

Nagash begins to prolong his
fading youth by distilling an clixir
from human blood, a perversion of
the arts practiced by the Pricsts of
Nehekhara. He recruits certain
depraved noblemen to rule under
him. They start 1o see themsclves as
gods and the city’s population as
cattle. As their life spans extend
beyond those of ordinary mortals,
the nobles shun the light and scek
out cool dark places to hide from
the burning day. Nagash orders the




e

-cl750

construction of the Black Pyramid,
onc of the largest structures ever
built by Man. The Black P_vramid
dwarfs even the Great P}'ramid

of Khemri

The Kings of Nchekhara become
afraid of Nagash's power and. to
thwart him, form a great
confederation led by Prince
Lahmizzar of Lahmia. After years
of warfare, Nagash is pushed back

into his Black Pyramid in Khemri.

A mighty battle ensues in which
Lahmizzar is slain. His son takes
charge of the unified armics of
Nchckhara, and Nagash's power is
finally broken. Some think him
slain, yet somchow he manages to
flec north. Though some believe
that Nagash's books were
destroyed, at least one of them is
taken to Lahmia, where the Queen
Neferata secretly begins to emulate
Nagash's dark magic. She becomes
the first of the Vampires and
forms a court of blood-drinking

Lahmians. Queen Khalida of

-cl600

-1500 to
1350

Lybaras becomes aware of the evil
of the Lahmians, but she is slain
by Neferata. Thus. the Vampire's

secret remains Sccure.

Nagash’s wanderings take him to
Cripple Peak. 2 mountain by the
shores of the Sour Sea. Cripple
Peak contains a massive chunk of
glittering warpstone, the largest in
the world. Nagash begins to
experiment with warpstone, but so
corrosive is the influence of this
huge chunk of pure Chaos that
Nagash is forced to use ever more
potent necromantic magics to hold
onto his unlife.

Nagash realizes that, used in small
quantitics, warpstone can be a
powerful aid to his dark sorcery.
Lacking followers, he animates
corpses and skeletons to aid him.
He uses his Undead slaves to
excavate mines beneath Cripple Peak
and to create Nagashizzar, the
Cursed Pit, a giant underground
fortress full of alchemical
laboratories, barracks, foundries,

and armories.

-1350 to
1250

-1222

———

Dust and slag from the mines soon
turns the land all about to waste,
thus creating the Desolation of
Nagash. Primitive human tribesmen
start to worship him as a god,
which :vcntua]l)' leads to their
devolution into the corpsc—cating
race of Ghouls, Within a few
hundred years. Nagash has built 2
powerful empirc around the shores
of the Sour Sea

The Skaven are drawn by the huge
mass of warpstone at Cripple Peak
and launch a war against Nagash,
but the Great Necromancer is now
so powerful that his legions drive
them back. Eventually, a settlement
is reached between Nagash and the
Council of Thirteen. The Skaven
lure several tribes of Orcs and
Goblins into the Cursed Pit in
return for warpstone mined below

Cripple Peak.

A great carthquake exposes a rich
scam of gromril within the Misty
Mountains. Nagash forges his
fabled armor from an alloy of this
gromril and lead,

WHITE DWARF 17




~c1200

-1163 1o
-1152

1151

The Kings of Nehekhara become
aware of the evil in Lahmia. The
Vampires are defeated and driven
out by an alliance led by the Priest
King Alcadizaar. Some of the
oldest trucborn Vampires, including
the honorable Abhorash, the
doomed Ushoran, and Neferata
herself, scatter and flee all over the
world and become the first
Vampires of the various bloodline
families. Others, including Wsoran,
the first of the Necrarchs, join
with Nagash.

Nagash launches sudden war on
Nehekhara. The Kings are now
united under King Alcadizaar.
Because of his formidable
leadership, Nagash's assault is
eventually defeated. Nagash
unleashes a plague upon the land.
His own Undead forces are
immune, but the folk of the land
dic in droves. A new army of
Undead invades the lands of
Nehekhara and sweeps all before it.
Alcadizaar is brought in chains to
Nagashizzar to be tormented

by Nagash.

The Great Ritval. After consuming
prodigious amounts of warpstone,
Nagash begins an immensel
powerful spell. This spell kills all
living things in Nehekhara and
b:gins to awaken the dead. Scnsiug
the dapger they are in, the Skaven
free King Alcadizaar, who cuts
down Nagas[’\ and flees with the
Crown of Sorcery. The Priests of
Nehekhara are unaffected by the
spell and become truly undying
Liche Priests. The Tomb Kings
awaken and arc angry that their land
is in ruin and that they did not
awaken to the paradise they

were promised.

-1149

-147 to
-1020

930

-c600

Arkhan the Black sacks the city of
Bel-Aliad, precipitating what later
Arabian chroniclers will call the
Wars of Death. For the next
thousand years, Arkhan raids the
lands of Araby from the desert
wilderness that surrounds them. The
once mighty civilization that ruled
these lands 15 reduced to 2 few
weakened city-states and a handful
of desert tribes.

The body of Alcadizaar is discovered
by Kadon, who wrests the Crown
of Sorcery from the dead king's
grasp. The Updead empire he creates
is cventually overrun by the Orc

Warlord Dork Redeye.
The fall of Mourkain (which can

be found on some ancient Imperial
maps under the name Morgheim)

and the start of the devolution of
the Vampire linc of Strigoi.

After building his strength north
of the Black Mountains, Vorag
Bloudy’!oot]] unites the scattered
tribes of Ghouls that lurk below
Cripple Peak and becomes the first
Ghoul King The vast, if
undisciplined. army under his
command quickly overrun and all
but destroy the Red Cloud Goblin
tribe. The survivors of the tribe
are enslaved and forced to build
the Fortress of Vorag to the cast
of the Plain of Bones.

Vorag next turns on the Grey Hag
Goblin tribe, which 1s forced to
retreat into its mountain lair. While
besieging the Goblin lair, Vorag is
struck by a well aimed bolt from
2 Goblin bolt thrower and left for
dead. Leaderless, the Ghouls scatter
and make their way back to
Cripple Peak. The Fortress of

-39

-30
15

I-15

cl00

876

Vorag is forgotten and falls into
ruin. Another creature named Vorag,
whether the same being or not,
would appear a thousand years later
in the southern forests of Sylvania,
determined to restore the glory of
the lost kingdom of Strigos.

Nagash is reborn exactly LIl years
after he was destroyed. He attempts
to force the Tomb Kings to obey
his orders, but under the leadership
of Settra, the Tomb Kings force
him to retreat to Nagashizzar.
Upon his arrival, Nagash finds his
fortress overrun by the Skaven and
drives them all out in a single
night. Over the next three decades,
numerous Skaven counterattacks are

repelled by Nagash's forces.

In his arrogance, Settra turns
against the other Tomb Kings and
is defeated in a battle that lasts for
seven days and seven nights. He
retreats to Khemri, Nevertheless, he
is still the undisputed ruler in
Khemri, and his Undead empire is
still the largest and most powerful
in Nehekhara.

Nagash forges his Iron Hand.

Arkhan the Black crushes a huge
Skaven horde at the Battle of
Death Rock. The defeat is so
devastating that the Skaven give

up attempting to recapture the
Cursed Pit.

Nagash discovers that the Crown
of Sorcery is now in the
possession of Morath. He travels
north to reclaim his crown, but
Morath is defeated by Sigmar
before Nagash can retrieve the
crown. Nagash raises a huge
Undead army and attacks the
humans led by Sigmar. At the
Battle of the River Reik, Nagash is
felled by Sigmar, and his army is
almost completely destroyed.

Krell, the only survivor of
Nagash’s army. is defeated at the
Battle of Glacier Lake and

imprisoned in a magical tomb.

Settra’'s Undead fleet begins a new
campaign of raids, attacks the coast
of what would later become known
as Bretonnia, and takes hundreds of
prisoners back to Khemri,

Norse raiders on their way to
Lustria capture an Empire ship and
unwittingly take on board the body
of the Vampire Luthor Harkon.
Before the ship arrives in Lustria,
all the members of the crew have
been either slain or turned into
Undead. Luthor proceeds to create
an Undead empire in southern
Lustria, The place gains an evil
reputation and becomes known as

the Vampire Coast.

18 HISTORY OF THE DAMNED




1

112 to
1124

1175

1207 to
1244

1275

The Black Death unleashed by the
Skaven wipes out nine tenths of
the Empire’s population. Skaven
crupt from their hidden tunnel
systems and overrun the land. In
Sylvania, the Necromancer Vanhel
raises a huge Undead army from
the bodies of plague victims and
turns back the Skaven invaders.

Vanhel builds the fortress of
Vanhaldenschlosse and carves out a
powerful Undead empire. Over the
following decade, Vanhel, the
remnants of the Empire, and the
Skaven fight a prolonged war
against each other. The war ends
when Vanhel is assassinated and his
Undead horde is wiped out. The
Skaven. weakened by their war
with Vanhel, are defeated and
driven back underground by Count
Mandred Skaven Slayer.

Scttra leads a large raiding force
against Bretonnia. He i1s met at
Savage Point by a Bretonnian fleet
led by Admiral Henri Lamorte.
Settra’s fleet is soundly defeated,
but he escapes, vowing vengeance.

Dieter Helsnicht is discovered

to be a Necromancer and driven
out of the Empire city of
Middenheim. He escapes to the
Forest of Shadows where he raises
a largc Undead army and attacks
the Empire. He annihilates one
Empire army that is sent to stop
him but is defeated at the Battle
of Beeckerhoven by a combined
Empire and Kislevite force. Dicter’s
body is never recovered.

The Lamorte family crypt is
pillaged by grave robbers who steal
the long dead body of Henri
Lamorte in an apparently motiveless
crime. Soon after, however, there
are reports of 2 new and highly
skilled Wight Lord terrorizing

1hc lﬂnds.

1681

1797

2010

2031

2094-
2121

2132 1o
2145

The Night of the Restless Dead.
Nagash returns to life once again,
1,666 ytars after he was slain by
Sigmar. For onc night, throughout
the known world, the dead stir,
walk the land, and sow terror and
confusion among the living. Entire
villages and towns are overrun and
destroyed before the night of

terror CndSA

Vlad von Carstein becomes the first 2491
of the Vampire Counts of Sylvania

and marries Countess Isabella von

Drak. Over the following two

centuries, the remaining aristocratic

{amilies are infected with the curse

of Vampirism.

of Empire troops, Dwarfs, and
High Elves. Determined to end the
threat of the Vampire Counts once
and for all, the various factions of
the Empire unite and, along with
their Dwarf and High EIf allies,
scour the dark forests of Sylvania.
Mannfred is finally brought to bay
at Hel Fenn, where he is defeated,
and his Undead army destroyed.

Heinrich Kemmler, otherwise
known as the Lichemaster, finds
the burial mound of Krell and
raiscs the Chaos Champion back 1o
Undeath. At the head of a
powerful Undead horde, the two
sweep down from the Grey
Mountains into Bretonnia, burning
and pillaging as they go. In a wild
battle at la Maisontaal Abbey, their
army suffers such heavy casualties
that they are forced to retreat back
into the Grey Mountains. It can be
only a matter of time before they
return at the head of a2 new
Undead army.

Wars of the Vampire Counts begin
with the devastation of Ostermark
by Vlad von Carstein. Undead
armies rampage between Stirland
and the northern border.

Vlad von Carstein is slain at the
Siege of Altdorf. and Isabella
commits suicide rather than carry on
in Undeath without him. The
Vampire Counts fight among
themselves, and their Undead army
splinters into separate feuding forces.

2505 to

Present

An increase ip the amount of magic
surging around the world awakens
increasing numbers of Tomb Kings.
Settra readies his forces to launch
a new age of conquest and secks to
expand his prodigious realm as
never before. Many of the Tomb B,
Kings rally bchind him as he 4
gathers his forces.

Konrad von Carstein emerges as the
most powerful of the Vampire
Counts. He leads his forces against
the Empire but is stopped at the
Battle of Four Armies in 2100. He
is finally defeated by a combined
Empire and Dwarf army at the
Battle of Grim Moor in 2121

Mannfred von Carstein, the last
and most cunning of the Vampire
Counts, Jaunches a surprise

attack against the Empire when
it is in the grip of vicious ¢
civil war. He almost succeeds ../
in capturing Altdorf but is
finally forced to retreat

back to Sylvania by a

combined army
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SHIELDS

Shields are a prominent
part of the Tomb Kings
army and can be used to
make your army look
unique and to
differentiate between
units. Using colors that
contrast with the bone
that makes up most of
the force will help your
models stand out on the
battleficld. We have used
a simple color scheme
for our army, but as the
examples below show,
you can also use more
complex patterns.




- method used by th
‘Eavy Metal team to |

wantity of water. The
wedporis are then given

nother undercoat, this time
ith Chaos Black. ;

3. Drybrush Bleached Bone
across.the body of the model.
The weapown is painted with a
basecoat of Brazen Brass and
then given a thinned wash

with C;bestmgf Ink.

i

. 4. Highlights of Skull White

are applied to the raised
sections and ridges of the
bone. Particular attention is
paid to the face. The weapon
is then given a bighlight with
an equal parts miix of Brazen
Brass and Mithril Silver.

PAINTING REGIMENTS, BY DAVE ANDREWS

I wanted to create an effective
looking force but one that I
could finish quickly. To
accomplish this, I painted
every model in the army at the
same time and applied a
basecoat to each figure before
moving on to the next color or
highlighting stage.

The hieroglyphs on the scrolls
and shields were taken from a
source book. I photocopied
and reduced them - a simple
but very effective technique.

To paint the bone on my
army, I sprayed the models
with a Chaos Black
undercoat. Snakebite
Leather was then painted
over this coat, followed by a
drybrush with Bubonic

g

Brown. A drybrush of
Bleached Bone was then
applied. To finish the
models, I picked out
the teeth with

Skull White.




Greetings, favored of Chaos!
In this installment of Path to
Glory, we continue to show you
how to expand your small
arband into a formidable army
through a series of skirmish-size
clashes. These
ideal for getting used to playing
with a Chaos force before you
jump into full-scale battles.

Anthony Reynolds: Path to Glory

Warhammer with Chaos Warbands and
allows your Warband to become larger
and more experienced as you fight
more games. It is a good way of
playing games if you're still painting
models for a fulf scale battle. It’s also a
fun way to get in'a game of

| Warhammer when you only have an

| hour to spare. The basic rules for

| generating Warbands appeared in the

L Path to Glory booklet included with

- White Dwarf 274.

So what's in this month’s Path to Glory?
Well, there are a bunch of Warband
scenarios that allow you to do more
than just the standard “line up and bash
em’” fight. As fun as those games can
be, it's nice to try something a little
different occaswnd,lly Also in this
month’s issue is.a mini battle report
my own Slaanesh
_pace McQutrk’s rotting

for more Ch&ob Warbands info and a
roster sheet that will help you keep.
track of your Warband’s personnel and
Fa\mr Points.

WARBAND SCENAR]OS

Before you set up f our game, have
one of the players roll a D6 and
consult the table below:

D6 Scenario
Pilched Battle
Surprise Attack

Defy nd :fthe Stones

-~ allows you to fight small-scale games of

Bi‘eaigqhmugh : :

e n 5 B N =

Anthony and Space clash once

When two Chaos Warbands run into
each other, they will generally attack
without asking questions. Any battle
_is a good opportunity to gain the
: attention of the Dark Gods.

Terrain: Sct up a 4' x 4' table with as
_ much or as little terrain as you like.
Use any mutually agreeable way of
setting up the terrain,

Set up: Both players roll a D6. The
- higher scoring player may choose a
table edge to deploy on. Roll a
second D6. The higher scoring
player may choose to set up a unit
first or second. Players alternate
. placing units on the table.
{ Characters (Champions and
Sorcerers) are placed last and at the
- same time. All models have to be set
up within 12" of their table edge.

| another DG6. The higher scoring
player chooses to go first or second.

turns or until one Warband is wiped
~out or has fled. A player may elect to
| rout voluntarily at the beginning of

| his opponent automatically wins.

- One Warband defends a sacred circle

. of monoliths from another Warband
determined to claim it as its own or
to desecrate it.

- much or as little terrain as you like,
- Use any mutually agreeable way of

Starting the Game: Both plavers roll | St
i  turn limit and ends when one

1 Warband is wiped out or has fled. A
| player may elect to rout voluntarily at
{ the beginning of any of his own turns
1 if he has suffered 25% or more

1 casualties, in which case his

{ opponent wins.

Ending the Game: The game lasts 12

any of his own turns if he has suffered |

25% or more casualties, in which case } | £ acthe end of any of the Defender’s

. turns, he has no models within the circle
. and there is at least one Attacker within

i "g :5: theg EEE attacker wins. -L

ore on the battlefield.

Terrain: Set up a 4' x 4' table with as

setting up the terrain. Set up a stone
circle 12" in diameter in the center of
the table.

Set up: Both players roll a D6. The
higher scoring player is the Attacker.
The Defender sets up first and places
all his models within the stone circle.
The Attacker then chooses any board
edge and sets up his Warband within
6" of it.

Starting the Game: The Attacker has
the 1st turn.

Ending the Game: The game has no

R




One Warband stands in the path of
another. Too proud to travel safely
around his rivals, the Champion of the
Warband decides to smash

straight through.

Terrain: Set up a 4' x 4' table with as 1

much or as little terrain as you like.
Use any mutually agreeable way of
setting up the terrain. :

Set up: Both players roll a D6. The
higher scoring player is the Attacker. -

The Attacker sets up first within 4" of

the table edge of his choice. The
Defender sets up anywhere on the
table but cannot set up within 18" of
any attacking model.

Starting the Game: The Attacker
has the 1st turn.

Ending the Game: The game has
no turn limit and ends when one
Warband has been wiped out or has
fled. A player may elect to rout
voluntarily at the beginning of any
of his own turns if he has suffered
25% or more casualties, in which
case his opponent wins.

If the Attacker manages to move
one-third of the models in his
- Warband (rounding up) off the
- board edge opposite the Attacker’s
deployment zone, then the:
Attacker wins, and the game ends
immediately. For example, if an
attacking Warband consists of 12
models, he must get 4 models off
the board to win. If he has 13
models, he must get 5 off.

An area of sacred importance has
been discovered by two Warbands,
and neither is willing to surrender it.

Terrain: Set up a 4' x 4' table with as

much or as little terrain as you like.  §
1 Use any mutually agreeable way of

setting up the terrain. Place a piece of

- scenery in the center of the table to

represent the sacred place. This might

‘be a temple, a standing stone, or
something similar.

Set up: Both players roll a D6. The

1 higher scoring player may choose a table
| edge o deploy on. Roll another D6. The
} higher scoring player may choose to

' set up a unit first or second. Players

- alternate placing units on the table.

Characters are placed last and at the
same time. Models must be set up within
12" of their table edge.

Starting the Game: To determine

~ who goes first, roll another D6. The
 higher scoring player may choose to

go first or second.

Ending the Game: The game ends
after 10 turns or when one Warband is
wiped out or has fled. A player may
elect to rout voluntarily at the

| beginning of any of his own turns if he
| has suffered 25% or more casualties, in
} which case his opponent wins. If, after

10 turns, neither Warband has been
killed or has fled, the winner is the

 player who has the most models on
 the central piece of terrain. If there are
" an equal number of models on the

~ centerpiece or none, the game is a
 draw, and neither Warband gets any

. additional Favor Points.

One Warband is taken by surprise as
_ another Warband launches an
- unexpected assault.

Terrain: Set up a 4' x 4' table with as
much or as little terrain as you like. Use |
- any murually agreeable way of setting

up the terrain.

Set up: Both players roll a D6. The higher
. scoring player is the Attacker. The ‘
 Defender sets up first and may place his
models anywhere on the board. Each unit
. must be at least 8" away from every other |
“unit. The Attacker does not set up at
- this time.

‘ Starting the Game: The Attacker has the |

1 st turn and may move his Warband on

from any one table edge. Models may not
charge on the turn they arrive.

- Ending the Game: The game lasts 12

 turns or until one Warband is wiped out
or has fled. A player may elect to rout
voluntarily at the beginning of any of his

- own turns if he has suffered 25% or more

 casualties, in which case his opponent

. automatically wins.

41

So theré you have it...a few more
additions to Chaos Warbands. In next
month’s article, there will be a bunch of
new mutations. Each Chaos power will
have a separate Mutations Table to
ensure that the mutations that your
Champion gets are particularly
characterful (and fun). I will also be
introducing the expanded Injury Table.
Until then, happy bloodletting and may
the Dark Gods smile on you!

Anthony

and currently stands.
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For this game, Space and I rolled up

coming on from the higher ground,
while Space’s boys would be set up

would be eager to repel the invaders |
from their land. Space and I have

each other and have built up a
healthy rivalry bctween
our Champions.

Unfortunately for me, my Warband
has suffered a few crucial casualties
of late (losing my two Chosen
Warriors was a blow), while Space’s
Nurgle chaps have been getting
 stronger. I was going to be :
outnumbered by Space’s Warband —
not a good thing, especially when my
opponents included some really
dangerous models (that bloated
Minotaur of his known affectionately
as “Belly” has been a particular bane,
slaughtering my entire Warband
almost single-handedly on

one occasion).

As a reward from my previous game,
for this battle I had been blessed with
a trio of Daemonettes who will lend
‘me a much needed helping hand.
Their speed would really help me
out. Well, I can hear Space’s [aunting
| me with “Belly’s gonna get ya '’ s0 on

a standard Pitched Battle. I would be §

on the marshiest board edge and s

played several Warband games against}

to battle!

f inning the. Ist turn, I began .

to move my Watba,nd forwards

- those Beastmen and =~
Daemonettes were quick! I raced my
Marauder Horsemen around to the
right, positioning them behind the
ruined ship. In Space’s turn, his
Nurgle Warband advanced towards me,
and his Sorcerer suceessfully cast
Poxes on my Champion (reducing his
Leadership, Strength, and Weapon Skill
by one until it was dispelled).

My Marauder Horsemen used their
mobility and speed to race behind
Space’s Warband, hopefully to lure
some of them away from my main -
force. I was never going to win the
battle in a straight out fight - so I
needed to try and divide his force so
~ that I could pick it off piece by piece.
Hopefully, he would bite. My

Champion, Kol Shaargol, together with

his Warriors of Chaos, ]umped behind

The dreaded “Belly” lies in wait as the two Warbands clash. |

position, and I managed to dispel the
Poxes laid upon him.

Space’s Chaos Warriors, accompanied
by a Chosen Warrior and his Sorcerer,
all declared charges against my
Marauder Horsemen, who elected to
flee. His frighteningly powerful Chaos
Champion declared a charge against
the Beastmen, who wisely also chose
to flee. With his Champion now
standing vulnerable to a counter-
charge, Space moved his Marauders up
to screen him from my Knight of
Chaos and the Daemonettes. Belly
moved up near the tree and tried to
line up Kol Shaargol for a future
charge. Once again, in the Magic

Phase, Space struck my Champion

down with terrible Poxes.

- Seeing the Marauders stuck out in the
~ open, the Daemonettes, Kol Shaargol,

and the Warriors declared a charge
against them. I hoped that I could
destroy them, and that my overrun or

o

pursuit move would take me out of line
of sight of Space’s Champion and the
dreaded Belly. Meanwhile, my Marauder
Horsemen failed to rally and raced off
the board. Darn. The Beastmen,
however, did manage to rally and turned
to face the angry-looking Minotaur.

In combat, three of Space’s diseased
Marauders were hacked apart, and the
remaining Marauder fled. He was caught
and hacked into bits. Although this did
take me out of the charge arcs of Space’s
Champion and Minotaur, my Warriors
were now in range of his Warriors and
Chosen - all brandishing great weapons,

Space’s Warriors displayed an admirable
(from my perspective) ineptitude for
hitting things, causing only 1 Wound,
which I managed to save on a 6.
Nevertheless, I failed to cause any
casualties in return (due to the Poxes that
still afflicted Kol Shaargol). Despite being

+ outnumbered, my Warriors refused

to flee.




Belly charged the Beastmen, who once again
fled, drawing the Minotaur further away
from the main battle.

In my next turn, the Daemonettes entered
the fray, charging the flank of Space’s
Warriors. My Chaos Knight galloped across
the battlefield and got into a good position
for a charge in the next turn while
remaining out of line of sight. The Beastmen
again managed to rally, velling taunts at the
Minotaur snorting away behind them.

Combat was again indecisive, as 1 failed to kill
any madels, and Space’s Chosen cut down
one of my Warriors, resulting in a drawn
combat. Oh dear. Space’s Champion was
about to enter the fray, and I feared the worst.

Yabba Foulstinka charged into the rear of the
combat to engage Kol Shaargol, and Space’s
Sorcerer charged the Dacmonettes. This
combat was sure to decide the outcome of the
game. Kol Shaargol was challenged by the fear-
causing Nurgle Champion and was hacked
apart with brutal efficiency without getting to
artack back. The Sorcerer struck down one of
the Daemonettes and banished it from the
world. Everyone else failed to cause any
casualties. The Daemonettes popped out of
existence, and the remaining Warrior fled only
to be caught and run into marshy

ground. Ouch.

On the other side of the battlefield, the

Minotaur charged the Beastmen who this
time stood their ground (although they
failed their Fear test and so would only be
hitting the monster on 6°s). Belly killed one
of the Beastmen with his great weapon but
suffered a Wound in return and so lost the
combat! He passed his break test with ease
and was ready for the next round of
ferocious combat.

“You're taking an awful risk, Space. This'd better work!”

In a last ditch attempt to kill a few more Nurgle
scum, the Knight spurred his Steed forwards, -
charging the Warriors. He failed to land a blow,
but his armor protected him from the return
attacks. Nevertheless, being outnumbered, he
turned his Steed and fled, closely pursued by -
the Warriors. Belly smashed two Beastmen into =
the ground, pursued, and caught the remainder.

That was it; the bartle was over, as my Knight

ended up fleeing off the table edge.

Adding up the Favor Points our Warbands
had earned from the game, we found that
my Warband was a clear underdog, for
Space’s Warband was more than 10 Favor
Points larger than my own. Because of this
inequity, I gained 5 Favor Points from the
game, while Space gained 6.

Space had gained enough Favor Points
from the game to give his Champion an
Advancement Roll - he gained an
additional Attack. Yikes! I would be even

more careful about avoiding this Champion
in future!

Rolling for injuries, I found that two of my
Beastmen had died in the battle -1
expended two of my Favor Points to reroll
these dice, and they both managed to
escape the battle unharmed.

As I had stored up a few Favor Points from
previous games, | had enough Favor to roll
on the Second Table (see the Path to Glory
booklet). Rolling the dice to see what 1
could get, 1 got double 1's. A Sorcerer!

Cool! And I already had a Slaanesh Sorcerer
painted up as well! Space’s Warband gained
an Ogre — his Warband was now casily the
most powerful in the group. I think I might
have to try and secure myself an ally and
gang up on this upstart Nurgle Warband in
the near future.

Despite the battle going rather badly for
me, | came out of with a stronger Warband.
| hadn't lost anybody from the game and |
had gained a new addition in the Sorcerer.
Now, to find myself my next opponent...

res chase.
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¢ few more scenarios for your
Chaos Warbands to try. The
following scenarios are the
ones our retail shops and
Rogue Trader stores will be
using in the tournaments and
leagues they’ll be running. So,
study them carefully, prepare

_ your Warbands for the carnage
to come, and follow the Path to

| Glory down to your local store!

Creating Chaos Warbands and
throwing them recklessly against those
of your friends can be incredibly
satisfying. Shedding the blood of your
opponent’s warriors and crushing
their skulls with your mighty Ogre or
Knight of Chaos is all well and good,
but some might desire a little bit more
direction from their chosen lord. Most

. Withom followers, your rival is less
: than nothing. D:stroy all his
minjons. grind them into the dirt,

and carn the favor of your God
Setup: Ona4 x 4‘ tabk:-, set up as
much terrain as you can. Warbands
should set up'on opposite sides of

. e

i
e
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of the games we played to build up
our Warbands were straight up
Pitched Battle scenarios that
incorporated all the regular
Warhammer rules and scenario
conditions (e.g., 6 turns of gaming).
When we thirsted for something
more, we turned to Chris “Go-go”
Gohlinghorst, US Rogue Trader
Manager, for a few blood-

thirsty variations.

The three most important elements to
a successful Warband are the
Champion, his followers, and the
symbols of the Warband’s devotion

The first three scenarios presented
here reward Warbands for destroying
one of the things on this list, while
the final scenario is an exciting free-
for-all, pitting multiple Warbands
against one another in a frenzy of
carnage. Have fun!

the board, up to 12" in.

Objective: To kill as many of your
opponent’s followers as possible.

Game Length: 10 turns

Victory Conditions: At the end of 10

turns, count up the number of slain

Palpa Nurgle gives his Champions
1

all-manner of weird mutations.

followers. The Warband with the
highest percentage of followers killed
loses. The winner will gain 5 extra
Favor Points, while the loser is left to
tend to the dead. Otherwise, Favor
Points are earned for both sides

as normal.




othing carns glory faster than
destroying a rival Champion.
Go forth, hack your cnemy down, and
sacrifice him to your chosen power.

Set up: On a 4' x 4' table, setup as
much terrain as you can. Each
Warband should set up on opposite
sides of the board, up to 12" in.

Objective: To wring the life out of
the leader of the opposing Warband.

Game Length: 10 turns

Victory Conditions: The winner is
whichever Chaos Champion is left
standing. The winning Warband earns
an additional 5 Favor Points. If

neither Champion is slain, the Gods
have been angered, and both
Warbands lose 5 Favor Points. Note:
this penalty won’t make you lose any
of the abilities or followers that

you've gained, but you will have to
make up those 5 Favor points before
making any future rolls for your
Warband or Champion). Otherwise,
Favor Points are earned normally.

othing is more glorious than raising a
monolith in dedication to your patron

power, except desecrating an opposing
Warband's monolith!

Set up: On a 4' x 4 table, set up as
much terrain as you can. Each
Warband should set up on opposite
sides of the board, up to 12" in. One
player must choose to be the
Attacker, and one the Defender. If
both want to be Attacker or Defender
roll a D6. Whoever rolls highest can
choose. The Defender sets up the
monolith within 6" of the Defender’s
Chaos Champion.

The Chaos Gods are fickle masters.

Objective: The Attacker is trying to
destroy the monolith. The monolith
has a Toughness of 7 and 6 Wounds.

Game Length: 10 turns

Victory Conditions: If the monolith is
destroyed, the Attacker gains an extra
10 Favor Points, and the Defender
will lose two followers. If the
monolith is not destroyed, the
Defender gains 5 Favor Points, and
the Attacker must lose one follower.
The controlling player may choose
which follower to remove from the
Warband. All other Favor Points are
carned as normal.




t is not uncommon for a Warband to
find itsclf on a quest to find 2
powerful magic item. Often, the inspirations
for these quests come the Chaos Champion
as visions or dreams. In ap effort to find
the strongest Champion; the fickle Chaos
Gods will seod multiple Warbands to find
the same item and watch them battle cach
other for suprgma(i)r:._ .

Set'up: On a4 x 6 table, set up as

| much terrain as you can. In the

center of the table, place an

. 1 interesting item or eye-catching piece
| of scenery for the Warbands to fight

| over. Each Warband should set up

within 12" of one of the edges of the

| board. No models may be deployed

within 12" of an enemy model.

| Winning a multi-player game is even more satisfying!

Special Rules: Roll off each turn to see
who gets to go first. Each player has a
limited amount of time (usually 1 to 3
minutes) to complete his turn,
determined by the person running the
game. Any actions not completed
when time is up are lost! This
includes moving, magic, resolving
combats, etc.

We suggest that each player has a
scrap sheet of paper to record kills
and other deeds that earn him Favor
Points so that he can keep a tally.

On the 10th turn and each turn
thereafter, the Champion of the
Warband that has acquired the most
Favor Points in the Mega-Battle gains

the favor of the Gods. Increase each of

his characteristics by 1 point. Note

that this favored Champion is
determined anew each turn, Thus, it
is possible for a player to gain the
characteristics increase one turn and
lose it the next.

Objective: To be the Warband that
gains the favor of the Gods by
destroying the others and capturing
the objective terrain piece or item!
Game Length: 20 turns

Victory Conditions: At the end of 20
turns, whichever Warband occupies
the objective terrain/item is the
winner; if more than one Warband
occupies the objective/item, then the
occupying Warband that accumulated
the most Favor Points during the
course of the battle is the winner.
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Over the past few issues,
UK White Dwarf Editor
Paul Sawyer has been
describing the process of
building a Warhammer
Chaos army. This series of |
articles shows how he

budget of .£30 (about $48
| US) a month. After a brief
| stumbling block last
month, the army is back
up and running with some
very welcome additions.
lot of painting and only a bit of gaming.
A week’s holiday isn't going to help my

cause, but with a bit of planning, 1
should be able to get back on schedule.

Following the increased workload on
the magazine last month, my painting

. time was severely curtailed. As such, I
fell behind on my painting and gaming.
Happily, this is no longer the case, and
Vradchuk, the army commander, is

- ready once again to take the fight to all
- who stand before him.

was challenged to a campaign game
‘against Dark Elves by Gareth Harvey of
our UK Events team. At first, I was a bit
cagey and wanted to paint my stuff

| before I played any more games, but

- enthusiasm got the better of common

- sense and we arranged a date.

In addition to the .SpaWn of Chaos,
mounted Chaos Sotcerer, and Chaos
‘Chariot that I didn’t get finished last

The night before our battle, I'd tried
_desperately to finish the Sorcerer and
Chariot but didn't make it in the end. 1
have an intense dislike of playing with
unpainted models so ended up playing
with the same army list described in last
issue’s article.

1At £l
amygrﬂws and the size Qf die gamcs 1.
play increases, I'm finding more wizards
_ entering the fray. I arranged a (.ouple of
~ games in the Studio campaign that
~ would allow me to start fielding the
: army i rcmforcemenrs Jnd set about

Vradchuk's Warband consisted of:

Vradchuk, Aspiring Champion ........ 204

Chaos armoy, additional hand weapon

Riding Scythed Chariot
Barded steeds, one crew member
with halberd & beavy armor

ign is a rather ROV A S Bhmistnamin 2 36
splendid affair replete with a map and a ; )
schedule bl'()k(:‘n= dOWﬂ into seasons. 6 arhonnds o nnnesns s fl()
The weather in these scasons dictates 16 Marauders of Chaos............c....... 137
what players can do and how certain Light armor, flails, full command
e"fems— _atfccl gla~me COijgt_ioPS: » 12 Warriors of Chaos .....co.cooocovrvrn.n, 234
Campaign-meister Dy[a_n OW&H has tl"_1e Halherd, shield, full command
campaign working like clockwork, and : .
with a bit of luck (and a for of nagging), 5 Chosen ng_h[s of Chads s b uH00
I hope I can get him to explain all about /L copemund, War Banner

the campzugn in TOTAL 947 pts

We rolled l;lp“Meeting Engagement for
the scenario and started to deploy. It
- was then I realized I'd brough; a knife

to a gunfight. Gareth’s entire army was
composed of Dark Riders and a
Sorcerer on a Dark Steed.

This battle was not going to be fun.
There was no way for me to catch a Fast
Cavalry army with my current force. A
lack of missile troops and magic meant
a game of chasing shadows while being
pin-cushioned by repeater crosshows.

Gareth’s army consisted of:

Highborn®... s
Heavy armor, Ke i i))aglon ( .’ouk SlJu eld of
Ghrond, Crown of Black Iron, Lifetaker, Dark
Steed

Sorceress....... o 187
Level 2, .’)[m.karuff D:\j)u’ Scroll, Dark Steed
5 Dark Riders ......cocoovvveivviiineeiinnnn, 134

Spear, light armor, repeating crossbouw,
standard bearer
5 Dark Riders .. Ly TR

Spear, light armor, lnpem‘mq Lmnfmu
musician

SIBaTk RIS sonnmianannas aimes 120
Spear, light armor, repeating shou
5 Dark Riders .. ” R .1 |
Spear, light armor, rupw.'.'m;, urmhuu
TOTAL 941 pts

Normally, 4 Highborn wouldn't be allowed in a gz
1 2,000 points. However. as our barrle was 2

thar
used a house rule toallow the Lord. The logic
Dark Elves were fighting on home wrritory and would hm greater

access to powerful charaeters

I won't go into the details of this battle,
mainly because it wasn’t really a battle
as such. I spent my time maneuvering
to face an enemy that was behind me
the following turn. In fact, the only
event of note in the game was when
Gareth decided to charge my Chosen
Knights in the rear and in the front at
the same time “just to make things




ran down one unit. By Turn 6, hov

it a minor victory for the Dark
Elves, but it was really a thrashing for
radchuk — he simply couldn’t get into
contact with the fleet-footed Elves. Still,
I seek solace in the fact that I'm high
unlikely to face an army like this again.
Learning points:

1. Fast cavalry are very, very useful.
2. With an almost complete lack of
sile troops in the Chaos army

lins and throwing axes don'’t

A SEA OF GRE]

One of the campaign territories I was -

would be pla

up a Pitched Battle as the
finished Uuz'Bhedyre, m
Sorcerer, and the
additions enable

= s S _ : 2 .

Paul's Chaos army so far. There are a lot of fast-moving, hard-hitting clements to it now and more to come! ‘5(

¢
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The Night Goblin Fanatics make a
mess of the greenskin army - no
need for the Chaos army to do
anything but watch the slaughter!

e

T

mﬁthi,?.ﬁ[} pdi‘nts a §ide, and I was
looking forward to seeing how the
addition of a magic wielder would help

1y cause.

My army list was as follows:

Vrack_huk, Exalted Champion.......... 224
Chaos armor, ada'ztmrm! bm:d weapan

Barded steeds, extra crew member

qwith halberd & beavy armor

Uuz’Bhedyre, Chaos Sorcerer.......... 161
Level 2, Chaos armor, hand weapon, barded
Chaos Steed, Dispel Scroll

Seythed Ghariol ... b i, 120
Barded steeds, two crew members with heavy
armor & halberds

5 Chosen nghts of Chaos ..
Full eom.lr;and War Banner
TOTAL 1,248 pts

Dylan was using the Night Goblin list at
the back of the Orc & Goblins Armies
book, , and his’amy' consi ted- of:

&

Chief W:ggum De thsp Efc
nght Goblin Bi

Light armior, shield, _Kfr;m
Night Goblin
Battle Standard Bearer ......
Light armor, Bad Moon Banner

Night Goblin Shaman -
Level 2, Talisman of Protection, Mad
Cap Mushrooms -

GLLT

23 nght Goblins.....

L300

and 3 Herders

3 Stone Trolls......coooeeeiiviiiiiiiiiieeien 165

1,250 pts

Before the game started, we rolled up
spells. I chose Lore of Shadows and
rolled Pelt of Midnight and Creeping
Death. Dylan rolled "Eadbutt and Fists
of Gorle.

Two things struck me about Dylan’s army —
a complete lack of missile troops and the
looming forms of Stone Trolls and a Giant.

I stuffed up my deployment (I'm
beginning to make a habit of that) by
continuing my practice of using the
Warhounds as skirmish screens. | needn’t
have done so, as there were no missile
threats in the Goblin ranks. The
Warhounds blocked my Chaos Knights
and forced them to play a reactive game

_rather than getting in the all-
- important charges.

The game was very entertaining all
around. Games against all Goblin armies
are always amusing, as they are so
unpredictable. Dylan is a very nice player
to play against too, and that always helps.
I look forward to crossing swords with
him in future.

Dylan deployed his army around the
Giant and put the Squig mob on one
flank and the 'Trolls on the other. I placed
the Chaos Warriors and Marauders either
side of Vradchuk with a skirmish screen
of Warhounds in front of them and
placed the rest of the army on my

left flank.

The unpredictability of the Goblins w
really their downfall much more than any
damage dealt from my Chaos army. |
marched my central Warhounds pack up
to one of the Night Goblin mobs to
release the inevitable Fanatics. I left the
Warriors, Marauders, and Vradchuk
stationary, biding their time for the kill.
All three Fanatics stopped short of the

Warhounds but right in front of the
Goblin battle line!

On the other flank, the other Warhound
pack failed its Fear test and stayed rooted
to the spot. This bottle-necked my
Chosen Knights with a Giant in close
proximity. Not good.

Now for a guick moan about new model
syndrome. You spend days lovingly
painting a new addition to your army, You
finish it and eagerly anticipate its impact
on the barttlefield only to sec its first
performance go horribly wrong. Misfires,
miscasts, ctc. are all drawn inexorably to
new models, and so was the case with my
long-awaited Chaos Sorcerer
Uuz'bhedyre. The first spell attempted by
him was miscast. Luckily. the fates
decreed nothing more than the end of the
Magic Phase on this occasion. It was still
annoying though, but the White Dwarf
lads found it amusing, the gits!

The next turn saw the slow but steady
Goblin advance and again the Chaos
army bided its time. More Fanatics
hurtled out of the other Night Goblin
mob and again did little but sit in front of
the Goblin battle line. The other Fanatics
seemed to be worried by the Chaotic
enemy and dove straight back through
their own troops. The Squig mob was hit
hard as was one of the Goblin units.
Even the Giant took damage from the
crazed loonies.

With all these Fanatics out and about, my
Chaos army made some subtle
manecuvers but did little except watch the
Fanatics tear their own army apart. Of
particular note though was the Giant
overrunning the Warhounds into the
Chosen Knights. Luckily. they held and
gradually toppled the beast...right on top
of themselves.

By the time the Fanatics had been dealt
with (by running into each other or
terrain), it was a simple matter of
finishing off the rest of the Goblin army
that was left. By the 5th turn, the
greenskins had been wiped out, and
Vradchuk had another territory in the
northeast of the campaign map.

Learning points:

1. I shouldn’t rely on magic helping me
out. Miscasting will always slap you in the
face when you most need a spell

to work.

2. Vradchuk is more mobile now that he’s
riding his Chariot, but the fact that it can’t
march prevents him from getting into
combat quickly. He can really dish out
some damage but only if he can get to the
enemy. I may need to mount him on a

The preview Beasts of Chaos list
published last issue looks very
 promising. Dragon Ogres look like a very
_useful addition, as do Chaos Trolls or

“a Giant.




For now, though, I'm going to diversify
beyond my Chaos Undivided allegiance
and takes some Screamers of Tzeentch.
Lightning fast and capable of slashing
attacks (automatic Strength 3 attacks
against which the enemy cannot fight
back), these graceful but deadly
Daemons will work in tandem with my
Marauder Horsemen to harry flanks and
take out war machines. At £5 each (or a
box of five for $40 US), T'll go for five
Screamers. I'll have plenty of quick
units to keep my opponent guessing
while the rest of my army legs it across
the battlefield.

I already have an eye towards adding
another character to the army and could
well go for one aligned to one of the
Chaos powers. The Slaaneshi Champion
on Steed looks like just the thing

I want.

Right: The campaign map. Each
player bas a color-coded territory.
Each campaign secson, players may
attack territories adjacent to their
own. My areas are marked by Chaos
stars. As a raiding force, I can attack
any adjacent territory or coastal or
map edge settlement.

I've challenged Anthony Reynolds’
Chaos army at Durvogash and
Grabam McNeill's Empire in
Norholm. I will also attempt lo wipe
the greenskin mendce from niy area
in the southwest. We'll see bow I get
on next issue...




a High EIf force, commanded by
Mark Raynor, trying to slow a
Goblin force, which is
commanded by Dan Tunbridge
and outnumbers the Elves six to
one, Will the Elves hold out, or
will the Goblins rule the day?

ou could be forgiven for thinking
that the battlefields of the
Y Warhammer world have recently
been confined to those lands bordering
the Chaos Wastes. Nothing could be
further from the truth, as fierce combat
erupts throughout the known world.

In this month’s battle report, we pitch a
High Elf expeditionary force against a
rampaging Goblin horde. For a bit of a
change from the usual Pitched Battle
scenario, we thought that we would
give the Rear Guard scenario a try (see
the Warhammer rulebook, p. 211). This

DEFEND TO

THE

scenario can be particularly interesting,
as it pits the Defenders against a force
twice their size. In order to seize victory,
the Attackers have to get units off the
Defender’'s board edges. Of course, the
random game length makes for a nerve-
wracking final few turns.

So then it was just a case of finding
some players. We had met Dan
Tunbridge recently at the first heat of
the Warhammer Grand Tournament,
where his Goblin army won the Best
Painted Army award. You can look
forward to seeing a special feature on

ntarion closed his c)'/:sl and: placcd‘ his
' hand on his temple. Unscen by the

grim-fooking Elven Warriors around
him, his spirit soared frec of his earth-
bound body and rose into a darkening sky
above the clegant Elven ship. Opening his
spirit eyes. he saw the sea and coastline
arrayed beneath him like a map. filled with
movement and life. In an instant, his spirit
arced through the air until he hovered above
the Goblin horde that had heen raiding
inland. He soared higher when he felt the
presence of greenskin Shamans, for he wished
to remain undetected. From this height, the
horde was like an immense, parasitic creature,
racing across’ the grassy fields and leaving
destruction and fire in its wake. Looking
towards the horizon, Antarion could see the
fast moving Elven strike force of
Commander Porthianas that pursucd the
Goblins, but they were still far in

the distance,

As his spirit soared back towards the ship,
Antarion became aware of 2 small glade
located near the coastal headland to the

_south. With horror, his spirit raced across
the sky to hang over this sacred glade, and

he realized that it was a place of worship
dedicated to Isha. Mother Goddess of the

- Elves. Sitting by a still pool of water was an
- Elven maiden. Distressed, Antarion stared
down at the ebony-haired EIf.

The woman raised her sad eyes and locked
them to Antarion’s spirit eyes. Silently, he
pleaded with her to flee, as he was filled
with - horror at the thought of the Goblins
destroying the tranquility and beauty of this
_ place. Her soul filled with resignation, and
the woman shook her head gently.

whispered Antarion.

LAST

his army in a future issue of White
Dwarf. Dan will be the Attacker and will
be using his 2,000-point Grand
Tournament army. Mark Raynor was
eager to accept the responsibility of
commanding the hugely outnumbered
1,000-point High EIf force. Mark is one
of the Studio’s most talented
Warhammer generals and thought that
he was more than capable of seeing off
the Goblins!

The High Elves are outnumbered six to
one, so it all promises to be an exciting,
fast-paced game!

“My plice is here.” she breathed.
Antarion opened his eyes.. He felt the
brush his long hair and the ship gently
rocking bencath his feet as his soul re-
entered his physical body. He had to sl'ow‘-
the Goblins’ retreat to give the Elven force

that harried them time to catch up before
the copse of Isha was defiled.

“The Goblins come this way and destroy all

before them. In their path lics a glade sacred v

to blessed Isha. They are pursued, but our
brethren led by Commander Porthianas will
not reach the Goblins in time without our
aid. We must intervene, brothers”

Antarion looked at the men arrayed on deck.
They knew what he was asking of them.
They knew that they had little chance of
surviving a confrontation with the hated
Goblin horde, yet their faces were set in
grim countenances of defiance. Undcrsranding
their silence, Antarion called to the
helmsman, “Make for the beach!”

Raising his eyes to the sky, Antarion

whistled shrilly, the sound [ifted up into the
air to be carried by the wind. A pair of i
shricks answered Antarion’s call. The twin
eagles Dorthar and Lokar appeared from the
clouds and dropped down to soar just aboye
the waves on either side of the ship as it
neared the beach.

The flaming brands of the Goblins could be
seen, foul smoke tainting the air, and the
howling of their evil-hearted wolves echoed
over the grassland. “Isha, guide us.”
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Dan: Attacking a
handful of weary
Defenders with a
whole army? With
those odds, even
Goblins might fancy
their chances.
However, this game is
going to be very
different from a
Pitched Battle. All that matters in this
scenario is getting off the board edge,
and if I fail to do this in time, no
amount of dead Elves will make up for
it (well, not much anyway).

Dan Tunbridge

Choosing the bulk of my army was easy.
1 only have about 2,000 points worth of
troops painted (just in time for the first
heat of the Grand Tournament a couple
of weeks ago) and wanted to use them
all. After many practice games with
friends at my local club (the Tanelorn
Wargames Club in Wanstead — very
friendly and nice cakes, too), I came up
with a list that I've used with few
changes for all games. The advantage is
that I know roughly how it will perform
in any circumstances, and more
importantly, I don’t have to paint more
models than necessary.

At the core of the army are large units
of Goblins and Night Goblins, but the
main damage doers are two big blocks
of Wolf Riders with some smaller units
of Wolf Riders and Chariots to support
them. One day, the army will also have
some war machines, but at the moment
I only have one Spear Chukka painted,
so that will have to do.

A nice bonus for all Goblin armies is
that they are allowed to choose an extra
Big Boss for every 1,000 points in the
army (see p. 34 of Warbammer Armies:
Orcs & Goblins). 1 decided to put both
these into one of my large units of Wolf
Riders to create at least one hard-hitting

/

|

" GOBLINS, G

70 THE EAS]

BLINS, AND MORE GOBLINS

unit. I chose a Warboss on foot as my
General to keep the troops going in the
right direction. I also chose three Level
2 Shamans who had the potential to do
a lot of damage (especially against
Elves) and, more importantly, were
going to lessen the chances of any
Elven Mages getting a spell off.

So, what do the Iigh Elves have to stop
me? One problem unique to Goblins is
that they fear Elves they do not
outnumber two to one. This means that
larger regiments of Elves could easily
hold up my advance unless I whittle
them down early on. The High EIf list is
also very flexible and can be used to
create armies with a lot of shooting,
more aggressive armies with lots of
cavalry, or a mix of both. Most of my
army is large enough to have few
worries about being shot (unless Mark
destroys a small unit and forces Panic
tests on nearby units), but a mobile
army with cavalry, Chariots, Shadow

Warriors, and Great Eagles could slow
my advance down to a crawl by
blocking marches and attacking parts of
my army a bit at a time. In an attempt
to counter these tactics, 1 put three
Goblin Fanatics in my Night Goblin
units. However, these frothing maniacs
could be a liability if they get in the way
of my troops, so they may end up being
shot (sorry guys!). I will also keep some
units lurking behind my lines to deal
with anything that gets through.

Initially, I thought that I would just
charge all the Wolf Riders forwards, try
to break through the Elves, and dash
straight off the board. However, on
reflection, I realized that this would give
the Elves the opportunity to see parts of
the army off at a time. So instead, 1
decided to move the Wolf Riders out
along a flank and attack on as wide a
front as possible to force the Elven
defense to stretch thin and then use the
speed of the Wolf Riders to pick on
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Mark: Hmm...this
battle was going to be
a tough one! Don’t get
me wrong, I love a
challenge, but facing a
huge Goblin army
(trust me, when I saw
Dan’s army for the first
time, I didn’t know
whether to laugh or
cry - it was that big!) with only a
handful of High Elves would probably
result in a quick, bloody win for the
little greenskins, And if the odds
weren't stacked against me enough with
the size of Dan’s army (six Goblins to
each High Elf, apparently!), the
situation got even better (sorry, worse!)
once I read through the scenario we
were going to be playing!

Marlk Raynor

Most of the games that I play with
friends in the Studio are straightforward
Pitched Battles, so I'd never played the
Rear Guard scenario before. After
reading through it, I realized why:
having half the number of points of
your opponent is a tough battle no
matter what army you are playing with.
What made this game particularly
difficult was that IHigh Elf troops don’t
come cheap points-wise, whereas
Goblins do (2 points for a Goblin - you
don’t get much cheaper than that!).
Well, at least one side of the table
quarter from which the Goblins needed
to escape was ocean! This terrain would
make it a little harder for Goblins to get
through, even with their over
-whelming numbers.

Right, let's get down to the details of
my army list. I knew that my first choice
was going to have to be a Mage, mainly
because there was sure to be some
nasty greenskin magic being thrown
around by Goblin Shamans. I would
have to try to counter it somehow, so
giving him a couple of Dispel Scrolls

HOLD THE LINE

should help, but offensively, I didn’t
think he was going to do much. That
would be the only Hero that I would
take (1,000 points don’t leave much
room to play with). Next up, the rank
and file.

I had a couple of options open to me
with regard to the tactics I should
employ. High Elves have excellent
archers and, with Bolt Throwers
backing up a couple of these units, a
missile-based army could inflict some
nasty casualties. Unfortunately, these
Goblins appeared in their masses - so
trying to shoot down an army of these
boys would probably have little, if any,
effect. So, the other option would be to
try and take the fight to them. With a bit
of luck, I could cause one of the big
units to flee, and the Goblins’ low
Leadership might do the rest of my

job for me!

For this strategy, I would need some
units that could be hard-hitting and
could punch their way through the
battle line of those pesky Goblins. A
unit of Silver Helms would suit this task
perfectly. Backed up by a couple of
Tiranoc Chariots, Silver Helms could
inflict some serious damage! However,
relying on these two units wouldn’t be
enough. I needed something that could
also take it on the chin when charged
by some of those Wolf Riders or big
Goblin units. A unit of Spearmen
should take up this task without too
much of a problem...well, with a

bit of luck!

With only a couple of hundred points
left to spend, I considered another
tactic that would definitely need to be
emploved in this scenario. The longer I
could keep the Goblins on the tabletop,
the better, so I would need to slow
them down as much as possible. Two
Great Eagles could do this admirably

with their 20" flying movement, and by
landing around the back of units, they
could slow any Goblin units down to
their normal movement. And woe
betide any Goblin characters who stray
out of their units; the Eagles would be
quickly dispatched on a hunting
mission! That left me with just over 100
points left, which I spent on a unit of
Shadow Warriors. This unit would be
deployed quite close to the Mage as a
little protection for him and could be
quickly moved to any areas of the table
that might need support.

Well, with all the points accounted for,
and some solid plans already
determined, it was time to grit those
teeth, bite those nails, and prepare for a
bloody battle!

HIGH ELVES DEPLOYMENT

Deployment was relatively easy. With so
few models, it wasn't likely to be
difficult! My objective was to hold the
Goblins up as long as possible. Thus,
the Mage and his Shadow Warrior
bodyguard hid within the woods on the
extremities of my table quarter. This
deployment would cause Dan's army to
be deployed a good 24" away.
Everything else was positioned in a
place where it could charge out once a
Goblin unit revealed itself but out of
sight of his nasty Spear Chukka!

I decided to take the Lore of Heavens
for my Mage rather than the usual High
Magic for a couple of reasons. First, 1
know how bad my luck can be, and
Walk Between Worlds wouldn't have
helped me that much. However, Second
Sign of Amul giving me a couple of
rerolls would be a huge help! Most of
the Lore of Heavens spells do not
require line of sight, which means that I
can keep my Mage nicely tucked away
in them thar woods!
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SPECEAL

6 Shadow Warriors, hand weapons, I(mg
bGWS hght armor. 104 pts

170 pts

Eagles, talons. 100 pts

1,000 pts







GOBLIN RAIDING FORCE

CHARACTERS

LORD: Warboss Zorba (General), great axe,
64 pts

Big Boss Snikgit (Battle Standard),
ght armor, Bashin’ Flag of Bork.
= 84 pts
@gbos-s Bruza, wolf, light armor,
53 pts
lin Shaman Sizzlum, hand

102 pts

Shaman Fizzla, hand
upgrade, Dispel Scroll.
115 pts

oblin Shaman Blagnat,

hand weapon level 2 upgrade, Dispel Scroll.

120 pts

CORE

16 Goblin WdIfKRi'd'ers‘, fullllco,mmand,
spears, light armor, shields. - 222 pts

18 Goblin Wolf Riders, full command,
spears, light armor, shields. 246 pts

5 Goblin Wolf Riders, full command,
spears, shields. 90 pts

5 Goblin Wolf Riders, musician, spears,
shields, short bows. 76 pts

47 Goblins, full command, hand weapons,
shields.

30 Goblins, musician, hand weapons,
shields.

42 Night Goblins, full command, spears,
shields, two Fanatics, eight nets. 212 pts

30 Night Goblins, full command, spears,
shields, one Fanatic, six nets.

20 Night Goblin.s, short bows.

SPECIAL

2 Goblin Wolf Chariots, spears.
1 Goblin Wolf Chariot, spears.

1 Spear Chukka
TOTAL
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A unit of Goblin Wolf Riders breaks away from the ma

1in drimny.

GOBLINS TURN 1

Dan: The look of horror on Mark’s
face when he first saw the huge
difference in size between our two
armies alone was worth the journey to
Nottingham! A quick bit of counting
revealed that the Elves were
outnumbered roughly six to one.

It was nice to be able to deploy all my
troops once the Defenders had set up.
My deployment was influenced a great
deal by the terrain on the battlefield.
The woods created two avenues of
approach, and these were too narrow
for more than one or two units to pass
through at a time. I deployed the Night
Goblins in the center of my line so that
their Fanatics could keep those
meddlesome Eagles from flying
overhead. I put the Goblins on foot on
the left flank and hoped to come
around the wood with the big Wolf
Rider units on the right, ready to break
through the Silver Helms and
Spearmen. The Spear Chukka was
deployed as far left as possible to shoot
at any High EIf Chariots that came
around the wood.

Finally, I made sure that the only units
behind other units were armed with
bows. If these units failed an Animosity
test and rolled a 1, they would only
shoot at the unit in front of them rather
than charging it. The poor quality of
Goblin archery combined with the large
size of the units makes this option
much better than both units being held
up for a turn while they duke it out.

With an encouraging turn of efficiency,
all the Goblin units passed their
Animosity tests for this turn,

Making use of march moves while I still
had them, the whole army advanced as
quickly as possible. The two large Wolf
Rider units swung out on the right flank
to allow the rest of the army to spread
out into a long front. On the left flank,
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one of the Wolf Chariots moved up to
discourage the Tiranoc Chariot hiding
behind the trees from coming any
further. At the same time, one of the
small Wolf Rider units moved far out to
the left and kept as far from the enemy
as possible. Hopefully, these Goblins
could sneak all the way around the
board and off, but at least Mark was
going to have to waste some of his
scarce resources dealing with them.
Even better, these Goblins may tempt
the Shadow Warriors hiding in the
wood to come out and shoot. Then, 1
can fry them with magic next turn.

With no target in line of sight, the Spear
Chukka moved around to get ready for
a better shot next turn.

My Shamans had a good set of spells.
All three had Gaze of Mork to inflict
some damage. One had "Eadbutt, but

best of all, two had Hand of Gork,
which could be a game winner later on.
In this Magic phase, my Goblin Shaman
on foot targeted one of the Silver Helms
with Eadbutt, squashed his brain flat,
and killed him. First blood to the
Goblins, and a rank bonus removed —
good start! The Night Goblin Shaman
blasted the nearby Chariot with Gaze of
Mork, inflicting 2 Wounds. The Goblin
Shaman tried to finish the Chariot off
with another Gaze of Mork and cast it
on a 6, but it was dispelled by the EIf
Mage. What a shame. ..

HIGH ELVES TURN 1

Mark: That Goblin 1st turn wasn’t that
bad! However, losing any of my models
at this early stage would make it harder
as the game progressed, and the last
thing that I needed was to lose a Silver
Helm. I maneuvered my remaining

Silver Helms and one of my Chariots
into a more suitable charging position
and kept a cautious eye on the Goblin
Spear Chukka to ensure that my units
were still out of its line of sight. I
placed one of my Great Eagles closer to
the Goblin Wolf Rider units and hoped
that on the next turn I could place it
behind the enemy lines and slow the
greenskins down per my original plan.
Everything else stayed where it was
deployed, protecting the front area of
my table quarter; I know only too

well just how quick Goblin Wolf
Riders can be.

My Magic Phase was pretty much as
expected — uneventful. I had a little
more luck with my Shooting Phase,
however, and killed one of the Goblin
Wolf Riders directly in front of my
Chariot. Not enough for a Panic check,
but let’s hope for one in the next turn!
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GOBLINS TURN 2

Dan: At last, the Goblins found
something to argue about. Both the
Wolf Riders with short bows and the
smaller regiment of Night Goblins
with spears failed their Animosity tests
and stayed where they were for a
turn, squabbling.

The biggest immediate threat to the
Goblins was the Silver Helms on my
right flank. If they could charge and
break one of my weaker units next turn,
not only might they be able to Panic
some units, but there would also be a
marauding unit of Silver Helms behind
my lines, not a nice prospect. To deal
with this, I moved the unit of Wolf
Riders with the Big Bosses as close as
possible in front of the Elven knights.
With reasonable luck, I would be able
to use Hand of Gork to charge the Wolf
Riders into the Silver Helms during the
Magic Phase. If that failed, then at least
the Wolf Riders had a good chance of
surviving the Silver Helms’ charge and
_!._doing some damage back with the two
-~ ¢haracters. Just in case the Wolf Riders
were charged and broken, however, |
moved two Chariots into a position to
‘countercharge the pursuing Silver
Helms in the following round.

The rest of the army advanced as
quickly as possible. On the left flank,
the small unit of Goblin Wolf Riders
heroically continued to keep as far away
from the Elves as possible. With one of
their number gone, even one casualty
would cause a Parnic test, but on the
positive side, the unit was now too
small to suffer from Animosity. The
Chariot on that flank edged around the
wood to try and keep the Elven Chariot
opposite at bay. The Night Goblin
_archers hung back a bit in case any

~ Great Eagles tried to get behind the
main battle line. Hanging back a bit is
what they are good at.

_This Magic Phase began with my wolf-
" mounted Shaman casting Gaze of Mork
at one of the Great Eagles. He rolled a
reasonable 10 on 3D6, and Mark
opted to use a Dispel Scroll to save
the poor turkey. The same Shaman
then cast Hand of Gork on the Wolf
Riders facing off against the Silver
Helms. The spell was successfully
cast on a 12, but the EIf Mage
. dispelled it with a 13. The Night
? Goblin Shaman tried the same
spell on the same target and
chose to enhance the spell by
eating his magic mushroom.
He rolled...and failed. Curse
that Goblin!

£

Because of the failed spell,
rather than caving in the
Elves’ flank with a glorious
charge, the Goblins sat just
in front the Silver Helms,
realizing for the first time
just how long and sharp
those lances looked.
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HIGH ELVES TURN 2

Mark: Finally Aninosity takes hold of
the Goblin forces! Something that I was
hoping for in the 1st turn, but better
late than never. It's just a pity that it
wasn't the larger units of Goblin Wolf
Riders that had ended up squabbling
among themselves! I was also breathing
a sigh of relief when the Goblin Magic
Phase did very little too. I think Dan
was hoping that his main unit of Wolf
Riders were going to charge in
magically, but it wasn’t to be. So,
without hesitation, [ declared my charge
with my Silver Helms, and into the front
of the Wolf Riders they plunged.
Unfortunately, my Chariot was unable to
support my Silver Helms; it just
couldn’t see the Wolf Riders. Let's hope
that the High Elf cavalry can hold until
next turn. The Great Eagles were
positioned as planned, maneuvering
around the rear of the Goblin units, and
hopetully slowing them to a more
beneficial 9" per turn. With the Goblin
Shaman on his wolf also out in the

open, hopefully an opportunity could
arise later for one of the Goblin
spellcasters to be taken out. Something
that I'd forgotten was the possibility
that Dan would have Fanatics hidden
among his Night Goblin units. With the
Great Eagle moving a little too close to
one of his Night Goblins, out popped
two Fanatics. Before I knew it, one of
my Great Eagles had been quickly
disposed of. Just when you think things
are looking good, something happens
and persuades

vou otherwise.

Yet again, my Magic Phase did nothing
of interest, and although I killed a
Goblin in my Shooting Phase, the loss
wasn’t exactly going to cause Dan too
much worry. Thankfully, in the Close
Combat Phase, my Silver Helms

managed to hold out. Even though they

lost the combat, they managed to hold
their ground.

The Great Eagles’ mouve releases two Goblin Fanatics.

-
"

Dan takes a montent to ponder his next

decisive attack!

WHITE DWARF 45




GOBLINS TURN 3
Dan: Things were looking up. The

Eagle, and more importantly, the Wolf
Riders had taken the Silver Helms’

several other units were being held up
by the melee, so they needed to finish
this one quickly.

The iron discipline of my Goblins
continued, as yet again, nobody failed
an Animosity test. Obviously their
little minds were full of the thought
of all that plunder once they got
through these Elves, and they had
forgotten to bicker.

I declared a charge with my Chariot on
the surviving Great Eagle, which wisely
decided to flee. One of the Fanatics
must have gotten his belt stuck when

{ leaving his unit, because he turned
around, plowed back through it, killed
three Night Goblins, and burst out the
back. More interestingly, the other

L Fanatic spun straight through the

insane Goblin Fanatics had slain a Great

charge and held. The downside was that
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combat between the Silver Helms and
Wolf Riders, killing a Silver Helm! Oh,
and two Wolf Riders, but we can forget
about those.

The Chariots and Wolf Rider units on
the right flank tried to squeeze past the
combat. This maneuver was a bit of a
risk, because if the Wolf Riders broke,
there would be some Panic tests to
ake. I had to press on — the other
board edge suddenly seemed to be a
long way off. The General's mob and
the large Night Goblin unit advanced
through the gap in the middle, unable
to march because of the Shadow
Warriors in the wood. The smaller
Goblin unit started to advance the other
way around the large central wood.

On the left flank, the remaining Chariot
continued to move around the table,
and the Wolf Rider pack got to the
beach - not far to go now.

The Night Goblin Shaman attempted to
cast Hand of Gork on his own unit to

charge towards the fleeing Greart Eagle.
He needed a 9, and he just failed to cast
the spell by rolling an 8. The mounted
Shaman cast the same spell on the unit,
and this time it went off. The Goblins
surged forwards 7", trampling the poor
Eagle underfoot as they went. Flushed
with pride, the Night Goblin Shaman
tried to finish off the wounded Chariot
with another Gaze of Mork but miscast
(he was rolling only 2D6!). Rolling to
see how his head exploded, 1 scored a
3, which meant he took D6 Strength 5
hits; 3 Wounds later, the Goblin died,
messily. I hardly stamped my foot at all.

The Spear Chukka was finally able to
draw a bead on the Spearmen unit, but
after all that effort, it missed.

Now the vital combat between the Silver
Helms and Wolf Riders. The Silver
Helms went first, but deprived of the
benetits of their lances, they were
unable to kill anyone. The Wolf Riders
did no better, and only the Big Boss
armed with the great axe managed




————

anything and chopped a single Silver
Helm down. Still, rank bonus and
greater unit strength meant that I was
winning by a good margin. However,
just before finding out the resolution,
Mark remembered the horses, which
proceeded to trample two Wolf Riders
to death (better than everyone else put
together). This meant that the Silver
Helms only lost by one, and to add
insult to injury, Mark only just passed
his Break test. The Wolf Riders were
stuck in combat, and there was a
Tiranoc Chariot ready to charge them
next turn, Those horses have a lot to
answer for. ..

HIGH ELVES TURN 3

Mark: It just goes to show how
unpredictable Goblins can sometimes
be, luckily for me! Well, I might have
lost another Great Eagle and another
Silver Helm, but the Goblin forces
managed to inflict more casualties
within their own ranks. I also have the
added bonus of one less Shaman to
worry about, hopefully giving me a
better chance with my own Mage.
Thankfully, my Silver Helms also held,
although I didn’t know how much
longer they would stand. With this in
mind, I promptly charged my Tiranoc
Chariot into the front of the remaining
Wolf Riders. I also realized that I had to
be wary of the small unit of Wolf Riders
that were coming down my right flank.
Having only a Chariot that might be
able to intercept these Goblins, I moved
it as far as I could but didn’t hold out
much hope.

With one less Goblin Shaman on the
table (meaning fewer Dispel dice for the
Goblins), I hoped that I could at least
manage one successful spell. It proved
not to be, and the Magic Phase was just
as dismal as the Shooting P-hge}e for the
. e
et .

L 5

e AT A . ——

High Elves. Close Combat, however, addition, both of my units were so full

was a little more promising, with my of bloodlust that they plunged into a

Chariot smashing into the Goblin . waiting Goblin Chariot ready for the

cavalry and inflicting = | next kill. Even as they approached the
_ ., five casualties on the : ~ Chariot, two more Fanatics emerged

from Dan’s other Night Goblin units.
. However, Dan just couldn't roll high
- enough, and the Silver Helm and
Chariot were unperturbed by the ball-
swinging Goblins. At last, things were
a little more promising!

o

failed their Break 1 _ 5 7 {4
the remaining Silver !

it. Now that's more 5
- like it. Fven though the

WHITE DWARF 47



= WARHA TTLE REP

i

48 DEFEND TO THE LAST

BEFEND TO THE £AST

GOBLINS TURN 4

Dan: Ouch! Well at least most of the
Silver Helms are gone now.

All the Goblin units passed their
Animosity tests again (they must have
been Black Orcs in an earlier life).

Thoughts of mangled Wolf Riders still
fresh in his little head, the mounted
Shaman failed to rally and fled towards
safety. The Fanatic released at the end
of the last turn plowed through the

 combat between the Silver Helms,

Tiranoc Chariot, and Wolf Chariot. It
inflicted a Wound on the Wolf Chariot,
on the Tiranoc Chariot, and most
importantly, on the last Silver Helm,
whose precious War Banner was
smeared into the mud. That'll teach
them to ride horses.

Although the Silver Helms were wiped
out, it looked like their noble sacrifice
might not have been in vain. Instead of
the Wolf Riders surging through the gap
berween the trees in the middle of the
table first, followed by the infantry, 1
now had three large units trying to fit
through the same gap at the same time
with the prospect of what amounted to
a little slalom afterward. Even worse, all
of this terrain would have to be
traversed without the benefit of
marching due to the Shadow Warriors
hiding in the woods. I did consider
sending my Warboss in on his own to
flush them out but thought better of it
when I realized that he would Fear even
individual Elves in there.

The large Night Goblin unit advanced
first through the gap. They were now
getting close to the table edge but still
needed to get through the Elven
Spearmen who awaited them and
negotiate the trees. The general’s unit
advanced behind, and the smaller unit
of Goblins moved to the other side

of the wood.

The rest of the units on this flank
moved to get more than 6" away from
the imminent demise of my Wolf
Chariot. Only the smaller unit of Night
Goblin spearmen was unable to
maneuver out of the way, so I'd have to
rely on their Leadership of (ahem) 5.

The Chariot on the left flank started to
advance towards the center. If it could




augment its move with a charge and
pursuit, then it might have a chance of
getting off the board.

Finally, those brave Wolf Riders ran
along the beach towards the table edge.
If they could only survive the next
round, then they could get off the table
edge. Victory was looking very possible.

With one Shaman dead, another fleeing,
and the last unable to see anyone, there
was no magic this turn. The Spear
Chukka crew took careful aim and
skewered the Tiranoc Chariot out in the
open and inflicted 2 Wounds.

Combat was predicrably short and grim.
The charging Tiranoc Chariot crashed
into my poor Wolf Chariot and
destroyed it, and the nearby Night
Goblins pulled up their robes and fled.

HIGH ELVES TURN 4

Mark: Although Animosity wasn't
having much effect within the Goblins
ranks, fortunately Panic was. Even
though it was only a couple of units, at
least it was something. It's a pity that
my last Silver Helm had been wiped out
by one of those crazy Fanatics, but at
least the Goblins were inflicting just as
much damage on themselves. I didn’t
hold out much hope for my Chariot,
however. It had just 1 Wound left and
was in the middle of the Goblin forces,
but at least it would distract them a
little longer even if it couldn’t achieve
much in the way of casualties. How
surprised I was when, in the clash of
Chariot vs. Chariot, the High Elves
succeeded in destroying the Goblins,
continued down the table, and turned
to prepare for another charge next turn.

Looking down my right flank gave me
something else to worry about. The
small unit of Goblin Wolf Riders that
were trying to make a quick run off the
table edge called for some drastic
moves. Even though I knew it would
put my Shadow Warriors in line for a
charge next turn, I moved them out
into the open to give them a clear view
of the Goblins behind the woods. To
support them, I maneuvered my

other Chariot and hoped that my plan
would work.

My Magic Phase yet again proved
fruitless (was I expecting anything
else?). In the Shooting Phase, I let loose
with everything at the Goblin Wolf
Riders down on the right that were
attempting to hide behind the woods.
The plan worked. As two of them fell
dead, the remainder quickly failed their
Panic test and fled back towards their
own table edge. With the unit below
[the 25% needed to attempt a Rally
check, it continued off the board and
left me to breathe a sigh of relief. Next
turn, we would begin rolling for the
game ending, and Dan had yet to

get a unit off. ..

(o DR LA

The Wolf Riders' epic journey ends with a bail of arrows,
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Surrounded by the Gob

GOBLINS TURN 5

Dan: Oh dear, oh dear. With those poor
Wolf Boys running into the sea, there
was no chance of getting anyone off the
table by the end of this turn, and next
turn wasn't looking very hopeful either.
There was no Animosity of course —
way to go, boys.

My Chariot declared a charge on the
newly revealed Shadow Warriors, who
decided to stand and shoot at it but
failed to do any damage. One of the
Fanatics crashed into a wood and
wrapped himself around a tree. I knew I
shouldn’t have given my Fanatics
magnetic balls and chains, as the
second Fanatic crashed into the third,
killing each other in ways too horrible
to imagine. The mounted Shaman and
Night Goblin regiment failed to rally
and continued to flee further and
further away from the battle.

[MER BATTLE REPORT — DEFEND TO THE LAST

lin horde, the High Elf Mage

g o

The Chariot was just within charge
range of the Shadow Warriors and
crashed into them. The small unit of
Wolf Riders moved around the Tiranoc
Chariot to get out of its charge arc. The
large unit of Night Goblin spearmen
continued their slow advance through
the gap, followed closely by the Wolf
Riders and the General’s regiment. The
way was blocked by the regiment of
Elven Spearmen who looked to be in
charge range next turn. However, if the
Elves didn’t charge me, then I would be
in even more serious trouble; if I
charged them, the Elves would fight
with three ranks to my one — not a
good prospect. On the other hand, if I
didn’t charge, then my chances of
winning this game would be virtually
nil. The Night Goblins were tantalizingly
close to the table edge but would take
too long to maneuver off without the
help of a charge and pursuit move.

seeks refuge within the safety of the wood.

The Spear Chukka moved around the
edge to get a better shot at the
Spearmen unit, and the other common
Goblin unit continued to move around
the central wood. Due to that one
cursed Elven Mage skulking in the
wood, most of my army was unable to
march, but there was little I could do
about him at this time.

My one remaining Shaman blasted the
Spearmen with Gaze of Mork and
zapped two (only, erm, 14 Attacks if |
charge them). He then failed to cast
"Eadbutt on the Spearmen Champion.

The Wolf Riders armed with short bows
fired at the Tiranoc Chariot close to
them. Miraculously, all five hit; one
wounded, and the Chariort failed its
save. After crashing right through my
army, being fried with spells, and
getting crushed by a Fanatic, the noble
Charioteers and steeds finally expired,
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The Goblin Chariot caused four impact
hits, which translated into four dead
Elves. The crew stabbed away
enthusiastically with their spears and
skewered another Shadow Warrior to
wipe out the unit. I thought a long time
about whether to overrun in this
situation, as the Chariot was in a good
position to charge the Elven Spearmen
next turn. In the end, I did and rolled a
12, which got the Chariot within 9" of
the table edge but between the two
Spearmen units.

All I needed to do now was wait and
see if there were going to be another
turn. I would not say or even think
about the cursed phrase:

“anything but a 1.”

HIGH ELVES TURN 5

Mark: Just when I thought it was going
so well, everything begins to fall apart. 1
knew that Dan would charge my
Shadow Warriors with his Chariot, but 1
expected to score at least a couple of
wounds with them on the Goblin
Chariot. The Shadow Warriors failed
miserably and were wiped out, which
enabled the Chariot to continue on
towards the table edge. I guess I should
have fled! Goblin magic was slowly
whittling down my Spearmen too, and
with so few to begin with, I didn't have
much hope for them when they finally
got into combat

With only my Spearmen and Chariot
left, I had little that I could do but
hope. The Chariot maneuvered into a
more suitable position — well, suitable if
my Spearmen held out after their
charge. The Mage continued to remain
in the woods and, while trying to
reduce the Goblin numbers, produced a
miscast, ending the Magic Phase and
ensuring that my magic was yet again
uneventful. The High Elf Spearmen unit
charged towards the Goblin Chariot,
and after seeing it turn and flee, the
Spearmen continued on into the Goblin y
Spearmen. This charge, however, would
prove fatal. With abysmal rolling on
my part, the Spearmen lost the
combat, turned, fled, and were
pursued by the Goblins,
resulting in another lost unit
for the High Elves. With my
turn over and Dan still
needing to get a unit off
the table, I watched as I
rolled a 4 for the game
ending. All T could do
was prepare for

Turn 6 with a single
Chariot and a very
unsuccessful Mage!

i st
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GOBLINS TURN 6

Dan: I still had a chance. If I had
stopped to think about it, T should have
tried to restrain my pursuit of the
Spearmen rather than taking the
opportunity to stomp them into the
dirt. On the other hand, if the Elves had
held last turn, | would have been
completely stuffed, so best to look on
the bright side. There was no chance of
getting two units off the board this
turn, so all I could do was position
everyone to escape next turn and hope
for the best.

A failed Animosity test at this time
could have been disastrous, but yet

again, the little guys didn’t let me
down. The mounted Shaman finally
rallied but was going to be too late to
have an influence on the game.

The Chariot continued fleeing, and
unnoticed by everyone, the Night
Goblin Spearmen fled off the table.

The remaining Chariot moved into a
position to get off the board next turn
and so did the Wolf Riders with short
bows (I have no prior experience of
these guys being around on turn 6, so
this was a novelty for me). The large
Wolf Rider unit angled itself to get off
the table next turn, if only it could

With only one option left, the last High Fif Chariot charges the Goblin horde

survive the imminent impact of the
Elven Chariot pointing at it. Behind
them, the other units moved up as
close as they could, still hampered by
the presence of that blasted Mage in
the woods.

With very few Elves left to shoot at,
there was no magic or shooting, so my
turn ended. At the end of this turn, I
had roughly 170 Goblins left on the
table facing a total of three High Elves,
as Mark’s army now consisted of a
Chariot and a Mage. However, it still
looked very likely that the High Elves
had done enough to win the game.

HIGH ELVES TURN 6

Mark: With the Goblins maneuvering
into position to flee the table edge next
turn, the only option that I had left was
to charge my Chariot into the nearest
Goblin unit. I hoped that, with enough
casualties and a failed Break test, the
Goblins would flee and take nearby
units with them by panicking them. Yet
again, Lady Luck was against me. After
my Mage managed yet another miscast,
thankfully without injury, the combat
between my Chariot and the Goblin
unit resulted in the Chariot turning tail
and running. With the Goblins
pursuing off the table and the other
units soon to follow in the next turn,
the only possibility left to me was a
lucky roll of the die. Rolling a 5
provided another turn, allowing the
Goblin horde to run enough of its
remaining units off the table!

o

52 DEFEND TO THE LAST




[ S ——_—

Dan: Phew! The Goblins made it
through but only by the skin of
their teeth.

This scenario is very difficult for the
Defenders, and I have to take my
(pointy) hat off to Mark who played
very well and managed to slow my army
down to a crawl for most of the game.
After recovering from shock after seeing
the two armies together, Mark built an
effective defense, and every High EIf
sold his life dearly. The end of the game
was very close. Both the roll to see if
the game ended and the last combat
between the Chariot and the Wolf
Riders could easily have gone the other
way and left me with very little chance
of succeeding.

In retrospect, I think that I should have
made a more positive effort to flush out
the Shadow Warriors by advancing one
of my units through the wood. This
decision would have prevented that unit
from getting off the board edge in

time, but if others could have marched,
the army as a whole would have been
much quicker.

The other thing that hampered my
advance was the sheer size of the
Goblin units. There were key positions
where only one unit could fit through at

elt on t . groil d in
griéi..l.\ijs--hcad teld in his hands.
. W His warriors were lying dcat‘:l .ms ’
dying on the ground. and the Goblfns. a
broken through their lines. The majestic

n the grass. their wings

twin cagles lay o
: ;;;odygznd broken. Anger and shame
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Porthiana

GOBLIN HEROICS!

a time. I tend to make a movement tray
for a unit and then keep it in that
formation forever, but in this situation,
a narrower frontage might have been
better for marching in a column
towards the objective.

On the whole though, I was pleased
with how the Goblins performed.
Although they took a while, they were
able to push their way right through the

o : i
Antarion. My riders are pursuin
thI:: horde to the south. 'Alt:ady. .
we have burned their ships, thoug n 1;,:
the Goblins know it mot. Thct‘r_ will be
o cscape for the evil ones this day. !
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Asuryan, he sworc that. he
would make the evil
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middle of the board to victory. They
obviously knew that everyone was
watching them, because they behaved
themselves beautifully, with hardly a
failed Animosity test among them. More
importantly for me, I had a top rate
couple of days (Warhammer World
soundtrack aside...) and got to play a
great opponent on stunning terrain.
The green towels I've been using for
scenery are living on borrowed time. ..

WHERE DID MY
ARMY GO?

Mark: Looking back over the game, |
don’t really think that I would have
done anything differently. I had the
option of using a more missile-oriented
army, but I think that would have come
off even worse. There simply wouldn’t
have been enough shots to have made
any significant difference to the
overwhelming Goblin ranks by the time
they were in combat with my own
forces. 1f anything, I think I just needed
to have hit more often!

Rolling a 5 when I needed a 1 ora 2
simply emphasized that with the odds
against you and without the necessary
luck, all the tactics in the world just
ain’t going to help you! Although I may
sound particularly somber, and fighting
this battle was a huge challenge,
actually playing this game was a lot of
fun. Going into battle expecting to be
the loser (trust me 1 did) doesn't
necessarily mean that you can’t put up
a good fight. Battling against the odds
often provides you with a game that
you'll remember for quite some time,
even when you aren’t the victor!
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from our Alderwood store in Seattle
won the Design a Space Marine Tank
Competition on August 25 with his
Dragon Lord Tank! Doug will
receive six 40K tank kits of his
choice! Congratulations Doug!
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 GAMES WORI{SHOP
 THE DESIGN A BATTLEFLEET

G ”“‘5““&,‘.“% i

from our Glendale store in California won
the Design a Battlefleet Gothic

Competition on September 7 with his |
Imperial Cruiser Battleship!
Congratulations Richard!
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THE CHAOS WARBANDS
PAINTING COMPETITION!

T

e

different. However, your models are allowed to have as many conversions as you like! The winner in each |
: store will receive a complete Tomb Kings army, which will be released on the same day!

- TOME KINGS ARMY - ARMEE DES ROIS DES TOMBES - EJERCITO DE LOS REYES FUNERARIOS .
ARMATA DEIRE DEISEPOLCRI - ARMEE DERCRUFTKONIGE - ko2 s 420 73~ .
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ROGUE TRADER NEWS
THE INVASION OF NORCROSS II

Way back in October of 2000,
John Palmer, a New Zealand
native transplanted in Atlanta,
Georgia, started a 40K
campaign set on the world of
Norcross Ill. The members of
the local gaming league, the
North Atlantic Tactical
Organization (NATQ) played
in this campaign for several
months, and the campaign
eventually wound down in
June of 2001. Unfortunately,
John left for an extended trip
back to New Zealand. For 6
months, all was quiet on the
battle lines of Norcross |lI.

However, in January of 2002, a call was sent out on the League
Bulletin Board. Tyranid players were wanted! After receiving numerous
replies, Michael Johns, president of NATO, decided that it was time to
revisit the world of Norcross lll. The league organized a huge Tyranid
invasion based on John Palmer’s original campaign. League members
were given 3 months to complete their armies before the April 27
deadline. Michael not only organized the battle plan for the day, he also
painted a 3,800-point army.

When the day finally came, The War Room - the local Rogue
Trader Store in Norcross, Georgia - played host to the event. Battle-
cries rang through the air; boltguns blazed; and steel clashed against
alien claws. The bodies of both the alien invaders and the stalwart
Defenders littered the battlefield. In the end, however, when the smoke
cleared, it was a draw. Both the Defenders and the Tyranid invaders
remained, but neither had the upper hand. The stage is now set for the
continuation of the Norcross |l campaign. What will happen now? Can
the defense force regroup and maintain its hold on the planet of
Norcross Ill, or will the Defenders be overwhelmed by the second wave
of the Tyranid invasion force? Keep an eye on this space for continuing
campaign updates.
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Once again, Canada had a fantastic Games Déy Wifh hanh absoiute&y amazing IUI’;]OLH “formg;lrﬁ.mg\ speed painting, sbneciai“gueéts: éefninars,
| Golden Demon, Bitz Box Wars, and well, more gaming! The hall abounded with costumes, banners, and dice as the cheering from every
: corner filled the air. If you couldn’t make it, here's a quick overview of Canada’s second Games Day!

From the waiting horde in the lobby
- before the hall opened to the crowds of
people around each and every gaming
. table, there was hardly any breathing
. room! Once the masses were let into
. the hall, there was non-stop gaming
until we kicked everyone out!

S

Games Day just wouldn't be the same
without everyone who participated
and helped to add variety and make
this Games Day unique! From
costumes to the Golden Demon
Competition, Canada's Games Day
proved to be a blast! We wonder what
will show up next year?

T,
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Top Row, left to right: Alex Boyd,
Gav Thorpe, and Jes Goodwin.
Second Row: Alex’s art work,
Shaun Murphy, and Mark Jones.
Third Row: Warhammer Online : o R g el i . : S ‘
and the Warhammer 40,000 e : atsiak LT L : .
Collectible Card Game. - : i i
Fourth Row: Tony Cottrell, Forge : - i i L

World seminar, and 40K CCG. iy : i - 5 |
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SPECIAL TABLES & EVENTS
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. The Lord of The Rings: The Fellowship of The Ring
. lables were always packed! The Last Alliance
P : ;

. multi-player mega-event featured a giant Mount
| Doom with smoke bellowing out of the top
| throughout the day!
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Many clubs showed up to help out and run games and demos. Without them, Games Day just wouldn't have been the same! |
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GAMES DAY CRAZINESS!
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From gaming all day to stocking up on bitz and
plastic sprues from the store, Games Day Canada
had something for everyone (even the parents!)
We hope to see all of you again next year for our
annual Canadian Games Day extravaganza!

GOLDEN DEMON

L e

]
Once again, the Golden Demon competition brought some of Canada’s finest painters together in one
hall! On the next few pages, you can see all the Golden Demon winners and their entries as well as the
Slayer Sword winner, Scott Smith. For a look at more of the Golden Demon entries, log onto our web site
at www.games-workshop.com.
T L e e 5 R EEraaaEEEE SEE R
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Canada had a fantastic turnout for our last Golden Demon competition of the year in North America!l The quality
of the entries was magnificent, and the winning models were very difficult to choose! Alas, there could only be
33 winning entries. Now, go - gaze upon Canada’s finest!

i

SLAYER SWORD WINNER!

Scott Smith converted this awesome Dark Eldar Lord to hold a
Crucible of Malediction! The spirit of a captured and tortured psyker
bellows forth from its prison to wreak havoc upon the enemy.
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fﬁéfﬁ SCOTT SMITH

Brother’'s Keeper
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i;*i * JENNIFER HALEY |
4 Dark Eldar Scourge Sybarite '
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27 ADAM RANTZ
| &g Karandras
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HONORABLE MENTION

Chris Borer
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ADAM RANTZ

Dark EIf Sorceress

=

#2110 ANNE FOERSTER

o Undead Bretonnian Sorceress
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' BRUCE VEUGELERS

Champion of Slaanesh
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4 SCOTT SMITH
g‘ Ravenborn Blood
— Claw Squad
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1 NEIL DUTTON

Children of the
Light Marine HQ
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* JORDAN WRIGHT

Stone Trolls
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GRAHAM V0SS

Dire Wolves “Transformation”
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" ADAM PURDY

Bretonnian Men-at-Arms
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Tau Commander

*“’fg KEN SYRMOPOULOS

@**% VINCENT- llI.WIEII MENARD &

Hive Tyrant

ﬂ”

“350 JOF GALLIPERU

|

i i”i@ Biel-Tan Wave Serpent
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TIM KOHLMETZ .
Daemon |
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* KEVIN FULOP

Archaon
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JORDAN WRIGHT

Snotling Stand
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<57 JOHN CROWDIS

o “Blue Thunda”

L

s BEER
""" JAMES K. CRAIG

Warhammer Armies: Skaven

3 5 CRAIG GILMORE
g{% “Stop in the
e name of...uh-oh.”
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BILL MURPHY

White Panther

st

7 DAN BYER

Sergeant Uziel

Nightbringer
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Dark EIf Assassin
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Inquisitor I
Chronos
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| | Shadow Box
- “You shall not pass!”
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% 4. Battle at Weathertop
.
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Ted Kalinowski's shadow
box portrays the scene from
The Lord of The Rings:

o

. The Fellowship of The Ring
. in which Gandalf confronts
? the Balrog on the Bridge
i at Khazad-Dam. He

. recreated the crystal of
Gandalf’s staff and the

. glowing fire of the Balrog
: with a series of lights.
i

~|@= 12 ROB BUSHFIELD
C “I think I'm getting
Tk the hang of this!”

&

|

‘

.

i

'

s e N A 5 " ; A o —

14 CANADIAN GOLDEN DEMON WINNERS




s

e e e

Wi ;g

s
R @3:&.

T

Goblin Fanatic

Chris “Dragomir” Milanovic is no stranger to
the Open Competition! Last year, he won the
Slayer Sword with his scratch-built Khorne
Berzerker which stood a towering 18" tall!
This year, he built a Goblin Fanatic based on
Games Workshop’s model. He even went so
far as to make his Goblin Fanatic modest by
adding boxers under his clothes! Once again,
Chris won another Golden Demon, and we
expect to see many more amazing large
models from him in the future!
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- Tau Sniper

“3H0 KEN SYRMOPOULOS \

* JORDAN WRIGHT

Ogre Unit
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18 THE TROJAAN CONSPIRACY

Andy is the Editor of
Exterminatus and Blood
Bowl Magazine. When
he’s not busy developing
these game systems, he
enjoys beating Steve
Hombrook at
Warmaster and
growing silly
facial hair!
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THE TROJAAN
ONSPIRACY

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, campaign support is on its way.
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, Politicians, Sect Leaders,
and Military Commanders will also be
profiled. Most importantly, each

I nquisitor has been around for over a

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 their own campaigns.
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 labeled the
opposing forces Puritans and Radicals,
but don't be put off by these names.

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 models 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

T P L e

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. Just make him fast and good with his rifle. My suggestions are below.

SAMPLE PROFILES
BS S T I Wp Sg Nv Ld

Vosis Pyel 38 25 48 53 43 66 77 49 33
Equipment: Autopistol (right handed)
Psychic Abilities: Demoralize, Distraction, Mesmerism, Puppet Master

WS BS S T I  Wp Sg  Nv Ld |

Ranger 68 98 58 55 148 110 89 87 74

| Equipment: Needle Rifle, Needle Pistol, Refractor Field, Power Sword (ambidextrous)
| Abilities: Acrobatic, Deadeye Shot, Dodge, Catfall, Feint, Lightning Reflexes

WS BS S T l Wp Sg Nv  Ld

| Fornethe Archheretic 95 85 73 65 90 95 9% 9% 9
i Equipment: Daemon Sword: Gnawing, Bolt Pistol (two reloads), Power Armor (except

head) (right handed)

L Abilities: Force of Wil
|| Psychic Powers: Psychic Ward, Fleshcage, Daemonic Shield, Hatestorm (see

Exterminatus 3 for descriptions)

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

i
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This campaign 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 format and structure of
the following campaign 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'’s eyes only from now on!

CAMPAIGN QVERVIEW

Two Inquisitorial warbands have been
called to the frontier world of Zarona.
Both are after the same man but for
very different purposes. The Puritans
were the first to find the suspect, 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 assassination sets off
a climactic chain of events during which
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
though it's an Inquisitional Access
Portal. Think about the way you present
information to your players, as it will
enhance their gaming.

T
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CAMPAIGN PLOT TREE

| With the Radicals now in possession of th

R

Radicals assault the Puritan stockade and try

to capture the heretic Vosis Pyel.

heretic, the Puritans mount a pursuit.

{5

Puritans attack during the exchange

of the heretic.

Puritan Brief: 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 locate him in
the small shanty town of Trojaan.
Having arrested Pyel, you take 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 and stated
that he has the artifact and that he
wishes to make an exchange. He
needs a rogue telepath called Vosis
Pyel who is currently being held
by another Inquisitor on the
frontier world of Zarona. Once you
have the telepath in your custody,
Forne will meet you on-world to
conclude the exchange.

i =1
With the heretic dead, the trader
reveals his true identity.

SCENARIO 1: CAPTURE
The Radicals assault the Puritan stockade
and try to capture the heretic Vosis Pyel.

Setting: The shanty town of Trojaan. In
the center of the board, there should be a
large building with a fenced enclosure.
Mcre buildings are randomly placed
around the board 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 Inguisitor trying to parley with

his Puritan counterpart for the heretic Pyel.

Let the players act out this discussion.
There should be a good number of
declared truces, empty bargaining, and
veiled threats. The GM should decide who
wins this vocal confrontation, as the
winning player will get the 1st 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

INTE B A L
The Radicals try a more steathy assault
while the Puritans torture Pyel.
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As the Puritans transport the heretic, he

attempts to escape.

KEY

wuue Take this route if
=== the Radicals win.

Take this route if
the Puritans win.

Take this route
whoever wins.

crossfire! He will try to escape at every
opportunity. 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. Obvicusly, if the Radicals manage
to capture Pyel and get him off the board,
then the game ends there. If not, play for
roughly 10 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 priscner/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).
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% Objectives: The Radical player must

. remain in control of Pyel and disable the
~ pursuing Puritans. The Puritans must

_ regain control of Pyel.

L

Special Rules: As the first member of the
Puritan warband gets to the center of the
board, have Pyel scream, break free of

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-
frapped area, then he must make an
Initiative test (with any modifiers the GM
sees fit based on his speed, awareness,
etc.). If failed, then the character has
detonated the booby trap - treat it as

R

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.

SCENARIO 3: INTERROGATION

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

CE

Setting: Back at the Trojaan shanty jalil, it
is now dark. The Puritan Inquisitor 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.

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

Special Rules: The Radicals may send
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’ Scenatio 4 - Exchange

his captors, and run in a random direction,

though he were hit by a frag grenade. The

R B B O T R i,

only three members of their warband
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 the
power of the rune stones is not a psychic
power, it may not be nullified. Once
successfully passed, the rune stone will
transport Pyel and the character carrying
it. The characters on sentry duty will circle
the facility at walking pace in either a
clockwise or a counterclockwise direction
(choose which direction for each
character). Characters will continue to

D
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E

circle and do nothing else until they have
been alerted. The characters will become
alerted through the normal Awareness
rules on p. 52 of the Inquisitor rulebook.
Remember it's night time, so their line of
sight is reduced to 1/10. 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 have only 4
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 center of
the board. Facing them about 10" away is
Forne in his trader disguise with his
henchmen. As GM, you will be playing
Forne. Feel free to act out a tense vocal
discourse with the Radical player the likes
of which can be 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 1st turn.

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

Special Rules: Vosis will make a run for it
on the 3rd 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

B e L]
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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. When
his concentration is broken by rage,
Forne's true identity will be revealed!
Replace the trader model with 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 affempt to transport Pyel off-world.

Setting: Trojaan Spaceport. This area
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
of the way across the table, he will
attempt to escape. The Eldar Ranger will
once more be strategically placed to blow
a hole in Vosis's head as he runs for
freedom. The Eldar will then make good
his escape, hopefully before any reprisals.
A turn after Vosis is assassinated, 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

 Scenario 6 - Truth

e O R T R T TR R

tio 5 - Escape ‘

climax, Scenario 6.

SCENARIO 6: TRUTH

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

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

Objective: Kill the bad guy and possibly
each other.

Special Rules: None really. This scenario
is a straight shoot out. Forne is your
typical movie villain and is quite powerful.

Play him to maximum effect, but as with
all villains, when he looks the most
powerful, have him do something stupid
so one of the good guys(!) can win.

JUST THE BEGINNING

So there you have it, although this is far
from the end. I've deliberately left some
stray plot threads in so you can continue
to expand the campaign. Who was the
robed figure? Why did he kill Vosis Pyel?
What was the artifact the Radical Inguisitor
was after? What information was trapped
in Pyel's head? Why was Forne so
desperate to get hold of the telepath?
From here, your campaign can only grow.
So let me know how you get on.
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A regular monthly
column of news
and views about
Games
Workshop’s
Specialist
Games -

by Jervis
Johnson.
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BRAND NEW

NECROMUNDA

RULEBOOK

News for Our Specialist Games Range

lcome to the first ever Fanatic
Wews section in White Dwarf.

My name is Jervis Johnson,
and | have the honor of running the
Fanatic design studio. My seven-man
team and | provide ongoing support
for Specialist Games in the form of
new miniatures, magazines, annuals,
and online support. This column
allows me to let you know what we're
up to and what is coming out soon for
your favorite Specialist 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;
it combines a superb tabletop
skirmish game and campaign system
with an immensely characterful
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 face lift. We're also
taking the opportunity to make some
new metal Goliath and Orlock models
to replace the rather tired plastic
versions and to bring out a

g;.:;ww G = e {
| NEW RELEASES |
. This section lists all of the latest releases for the Specialist Games Range. To :
. find out about prices and availability, visit your local Games Workshop store, |
| contact Mail Order at 1-800-394-GAME {US) or 1-888-GW-TROLL, or visit the |
;?é Games Workshop Online Store at: www.games-workshop.com/storefront. 'f
?é ltem Game Release Date
?gf Exterminatus Magazine 4 Inquisitor September g
. Kroot Mercenary Inquisitor September g
_ Eldar Ranger & Conversion Pack Inquisitor September .
Warmaster Magazine 13 Warmaster September
Vampire Counts Army Warmaster September |
Battiefleet Gothic Magazine 11 BFG September EE
i Dark Eldar Fleet BFG September §§
Space Stations & System Craft BFG September E
. Inquisitor Annual Exterminatus Files v1 Inquisitor October ‘§
. Kroot Mercenary Conversion Pack Inquisitor October -
;%% Melta-Weapon Booster Pack Inquisitor October g
" Town Cryer 22 Mordheim October .
éi’ Vampire, Town Cryer & Merchant Mordheim October
Blood Bowl Magazine 4 Blood Bowl October
| 2002 Edition Blood Bowl Game Bloed Bowl October
| Necromunda Magazine 11 Necromunda October
&“&Mﬁm&%@m&%&mﬁmwwwm%wwmmw&www £ e
L e e R e

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, and players will be able to get
ahold 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
models 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
obtain. 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. |, for one,

can't wait!

jlam e e S s N%MW
E SURFING THE WEB |
. All our games have great web sites

:
. full of free downloads, resources,

- and up-to-date news. .
- .
;; www.BloodBowl.com

i www.Mordheim.com

[ www.Epic40000.com

. www.Necromunda.com

£ www.Warmaster.co.uk
www.BattlefleetGothic.com
www.Exterminatus.com

A T

| www.Specialist-Games.com

F & . .

. The web sites now contain an article
}}f archive, which will tell you whether
. rules are experimental, official or
| house. Some can be downloaded as |
% free PDFs, Check out the relevant |
|, Web site for more details. .
| |
o

| ]
| .
£ .
{
£ ?ﬁf
: .
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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:

* 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 into
something of a BFG frenzy of late. Not
only has he come up with two new ships
for Imperial fleets (the Endeavor 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, defense 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
trapped 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
proceeded to hack me down anyway! If
you fancy giving your mates the chance
to stab you in the back too, then
download the Pit Fighter game from the
Mordheim web site 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
great stocking stuffer.
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QUESTION OF THE MONTH

- Every month, a question is plucked
- from the dozens sent to us and

~ answered in this column. This

. month’s message was sent to the

* Fanatic Customer Services e-mail

- address.

““%‘%2

HeIIo one question: has Warhammer
Quest gone the way of the dodo bird,
i.e., extinct? If not, what is currently
available and from what source?

The answer to this question and the
almost identical questions we receive
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
occasionally pick up old second-hand
~ copies of the games, although often
only at ludicrously inflated prices. By
now, some of you will be saying
something along the lines of, "Hey,
hold on just a minute. When Fanatic
~ was first set up, wasn't it going to
. support Warhammer Quest along
with the other Specialist Games?
What's changed?” This question is
very reasonable. In Fanatic's early
days, we did try to support
Warhammer Quest and even brought
out a supplement for the game.
- However, when we started looking
into the possibility of reprinting the

%WA%@WW%WW&WJ*&M%W&M%W
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much better than we would!)
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Contact Us! We welcome feedback on the magazines and experimental rules
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
or by post at: Fanatic, Games Workshop, Willow Road, Lenton, Nottingham,
United Kingdom NG7 2WS. (Note, if you have a sales or purchasing issue,
then you should contact your local Mail Order, as they will be able to help you {
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game, | found that the computer files
for Warhammer Quest were lost :fii
when the Studio relocated to our new 2“’5
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 all of our
other commitments. After almost 2
years of trying to find a way to
publish the game, | have had to admit
defeat and accept the fact that
Fanatic will not be able to get the
game back into print. Instead, | have
handed over Warhammer Quest to
the shadowy GW organization known
only as the Special Projects Group i
who will try to find alternative ways to
make Warhammer Quest available
again. This means that there is a
small chance that Warhammer Quest,
as well as Talisman and Space Hulk,
may be reprinted at some time, but
these reprints will not be handled by
Fanatic. 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 columns.
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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 youl

oA

Best regards,
St 90
— A Ty -_*-"'(— == e

Jervis Johnson
Head Fanatic
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NEW MATERIAL FOR BATTLEFLEET GOTHIC
BLOOD BOWL, EPIC 40,000, MORDHEIM,
NECROMUNDA INQUISITOR & WARMASTER

New Mordheim Amazon
sculpted by Gary Morley
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The Chosen are the elite of a Chaos Space
Marines army and provide a unique
modeling opportunity. Each can be
represented as an individval, 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.

CEmSEEE e

CHOSEN

OF CHAOS

MODELING CHOSEN CHAOS SPACE MARINES

Keith Robertson’'s Thousand Sons Lord holds aloft the heart of his enemy.

KEITH ROBERTSON’S THOUSAND SONS

Keith has 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 modeling project in which he
could exploit this imagery to the full.

Keith decided his army would contain a
large number of conversions and thus
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 Tzeentch.

The head is from one of the old Raptor
models and is an example of a really
simple way of customizing 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-armored Lord. The wings he
chose are from the Warhammer
Bretonnian Griffon. These wings are

84 CHOSEN OF CHAOS

feathered rather than reptilian and 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
modeled from Fabius Bile's left hand,
which had been 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 to
accompany 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
and is a potent item of psychic Wargear
for his army.

The members of the Chosen retinue
accompanying the Lord are extensively
converted, with Space Marine helmets
built up with plasticard and loincloths

R S

sculpted from green stuff. Keith made
these models before the 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 color schemes Keith used were
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 color
scheme - predominantly brown tones
with touches of static grass.

Keith's plans to expand the army include
upgrading all members of 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 next step is logical. He's
already painted a pack of Flamers that
he intends to use to devastating effect by
summoning them from the Lord's
personal icon, which is modeled on a
chain at his waist.

= —




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.
As such, Neil 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 on
these models, but they all have a number
of custom features in common. All of the
Terminators have cloven hooves, made
from green stuff, and they all share
distended, bloated bellies. In most cases,
the stomachs have been made to appear
as if the armor 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 bodies.

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 advances relentlessly on an Eldar position
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When it comes to painting his models, Neil
has mixed up a color that gives them the
corrupted and disease-ridden feel appropriate
to these followers of the Plague God: 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, which yields a crusted, patina effect.

e
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Perhaps the most striking model in the
retinue is the Beast of Nurgle, which Neil has
sculpted almost entirely from green stuff and
to which he has added components from a
variety of other models. Neil used the

same painting technigues and
colors that he used on the
Terminators, and he has also
addeda liberal amount of slime, created
with epoxy resin applied with a toothpick.

Aspiring Champlon of Nurgle

s

5

Neil plans to expand 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. Neil is
keen to use some of the Forge

World conversion kits, which should
provide a visually stunning
accompaniment to the retinue and
create a devastating weapon for use on
the tabletop.
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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. For
Vaust the Bull, | thought that the Logan
Grimnar model would be a fantastic
place to start. | wanted a real giant of a
model, and Logan's huge body fit the bill
perfectly. Unlike most Terminator models,
this piece has a really dynamic pose and
looks as if he’s charging in to do some
serious damage. With the body selected,
| headed to my bitz box.

| thought a bull head was fitting for Vaust
and snipped off an ideal candidate from
a Warhammer Beastman. | really liked
the idea of having Vaust wield twin
thunder hammers. These weapons would
stress the idea that Vaust’s corruption by
Chaos has turned him into a brutal and
depraved warrior. Thus, Logan’s storm
bolter was replaced by a Chaos
Terminator's power maul. The axe called
Morkai was replaced with a bead |

BO TOLSTRUP’S CHOSEN

Bo is a dedicated follower of Khome.

When he heard that the Chaos Space
Marines were receiving a new Codex,
he threw himself into modeling a new
army with true Khornate abandon.

As he does with most of his conversion
projects, Bo raided his bits box for all
manner of interesting and unusual
components. By using this approach,
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scrounged from scenery maker Mark
Jones. This bead made an ideal orb-
shaped mace for Vaust’s right hand. One
paint job later, Vaust the Bull was ready
to ravage, kill, and maim in the name

of Slaanesh.

| wasn't happy stopping there, however.
As the Chosen of Chaos have
slaughtered thousands and conquered
worlds, | decided to write a bit of

VAUST THE BULL

tortured souls.

(count as two power fists).

Pts WS BS S

Vaust, a gigantic Chaos Space Marine of the Emperor’s Children, was well known
for his sadism long before his ascension to the upper ranks of Chaos. His talent
for inflicting pain rivaled that of the most falented 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 mere brutish
acts of violence. The quality of Vaust's torture gave way to a lust for a sheer
guantity of pain. His scalpel was exchanged for a hammer - his patience for

. battlelust. Vaust lost the capacity for speech, and his head slowly mutated into
that of a red-eyed bull - Slaanesh’s reward for his slide 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 to ensure that 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 lives. His roaring bellow, loud enough to rend the material plane apart,
has heralded the beginning of a lifetime of pain for a hundred thousand

Wargear: Mark of Slaanesh; Terminator Armor; Daemonic Strength; Deafening Bellow
(counts as Doom Siren); twin Thunder mauls

background and work out Vaust's
Wargear and stat line. This way, when |
have finished my Chosen Chaos Space
Marine retinue, it will have a real super-
villain feel. They will be a team of evil
monsters that can 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.

w

Vaust 82 4 4 5

it's possible to end up with all manner of
bizarre end results. Thus, it's worth
hanging onto all of those spare arms,
heads, and extraneous appendages you
have lying around and throwing them
together for a project like this.

Looking closely at the miniatures, you'll
see compenents from a wide variety of
ranges. Included are parts from the old
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Tyranid Gargoyles, plastic
Genestealers, Chaos Spawn, and Flesh
Hounds as well as bits from the entire
range for Warhammer 40,000 Chaos
Space Marines.

Bo has so far modeled a small army in this
way and will no doubt have a large force of
them completed in next to no time.
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Graham’s Black Legion stands firm against a Space Wolves assault.

GRAHAM DAVEY'S BLACK LEGION

Graham: D’'isskrah was created
originally 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.

Scr'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
Khéarn 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 armor. | 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. 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, was created with parts
from 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.

Twe of Graham’s Strigoi conversions.
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_In the first of a new series telling
the tales of the universe’s most

-
% Iggendury c.huructers, we take a
| fekattimen erivors,. — QF THE 41ST MILLENNIUM
£ sl S AHRIMAN OF THE THOUSAND SONS

And what are the achievements of
your fragile Imperium? It is a corpsc
rotting slowly from within while
maggots writhe in its belly. It was
built with the toil of heroes and
giants, and now it is inhabited by
frightened weaklings to whom the
glories of those times arc half-
forgotten legends. I have forgotten
nothing, and my wisdom has cxpanded
far beyond mere mortal frailtics.

~ Abriman of the Thousand Sons

the Thousand Sons when they set
heir feet upon the long path of
learning the secrets of magic. Like his
Primarch, Ahriman had become
obsessed with arcane mysteries as he
fought through the galaxy on the Great
Crusade. He had encountered isolated
cultures where magic had re-emerged
as the dominant form of power after the
machines had died. Magnus the Red's
thirst for knowledge was imprinted into
all of his sons, and they pursued the
quest with equal fervor. Towards the
end of the Great Crusade, the Primarch
~compiled a truly monumental tome of
sorcery called The Book of Magnus,
sometimes known as The Book of the
Thousand Sons, filled with arcane lore
from across the galaxy. As Chief
Librarian, Ahriman was keeper of this
book on the Thousand Sons’ home
world of Prospero, and he studied its
inner mysteries extensively. His power
gradually grew and expanded as he
grasped the subtle nuances of magic
discovered by wise men across the
galaxy over millennia of study. Like all
of the Thousand Sons, Ahriman came
to believe that the untapped power of
the Warp could be harnessed for the
good of Mankind. Only weakness of
mind and spirit prevented ordinary men
from controlling the Warp utterly.

n hriman was among the foremost of

E

Over time, the most powerful and
influential of the Legion's brethren
began to think of themselves as
sorcerers, and they devoted maore time
to uncovering the mystical secrets of
the universe than to fighting the
Emperor's wars. But the Emperor could
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not tolerate the gradual shift of the
Thousand Sons towards Chaos. He
knew that no man, not even a Primarch,
could master Chaos. The Legion’s
warning that his most trusted
Warmaster was plotting against him
seemed to confirm the Emperor’'s worst
fears that the forces of Chaos had
insidiously corrupted the whole Legion
and now sought to fragment the
newborn Imperium.

The Emperor unleashed the Space
Wolves Legion on the Thousand Sons’
tranquil home world of Prospero.
Ravening, grey-armored assault squads
of Blood Claws seized Prospero’s
neglected orbital lasers and missile
batteries within hours of arriving.
Thereafter, the Thousand Sons were
almost bombarded out of existence.
Delicate towers of vast antiquity were
smashed to rubble by energy beams
from above. Vast libraries of incalculably
precious works burned beneath a rain of
fusion fire. Stunned by the magnitude of
their betrayal, the Thousand Sons
saved what they could and fled,
breaking through the Space Wolves’
blockade in their surviving ships to seek
sanctuary with the Warmaster.

The Thousand Sons soon dedicated
themselves to Tzeenich, the Power of
Chaos who is the greatest master of
magic. He became their patron God,
and as they fought their way through the
Heresy, Magnus and the Thousand
Sons used their dedication to Tzeentch
to avoid the deeper corruption suffered
by the other Traitor Legions. After
Horus's defeat, the Thousand Sons
escaped to the Eye of Terror. Only then
did the other aspects of their patron’s
nature begin to reveal themselves to the
Thousand Sons.

The first visible signs were the
grotesque mutations that began to
manifest themselves among the battle
brethren. Anriman and the other
sorcerers were even more horrified
when some of their own number began
to warp and change. They had failed to
master Chaos - instead Chaos was
mastering them.

Ahriman was determined that the long
path to knowledge they had trodden
would not end in madness and
abomination. He formed a secret
conclave consisting of many of the most
powerful sorcerers that had resisted the
insidious spread of mutation. Secretly,
he began to study the Book of Magnus
again, seeking some way to prevent the
Legion devolving any further. In time, he
prepared the Rubric of Ahriman, a spell
so potent that it would unleash forces
far beyond the control of the sorcerers.
If it worked, the Legion would be
rendered immune to the warping

effects of Chaos.

The Thousand Sons prepare to exact vengeance on their enemies - the Space Wolves.

The cabal of sorcerers refused to help
Ahriman at first, but when Magnus was
elevated to the ranks of Tzeentch's
Daemon Princes, it became clear that
the last vestiges of humanity were
being driven from the Thousand Sons.
Soon they would be nothing but
mewling Chaos Spawn robbed of all
their hard-won knowledge and power,
the destruction of their home world and
the Heresy would have all been for
nothing. At last, the sorcerers agreed to
join their power together, and a terrible
cataclysm of magic was summoned
about the Planet of the Sorcerers.

R
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It is said that even the Daemons fled
before the roaring maelstrom of magic that
Ahriman and the others sent against their
world. Crackling clouds of multicolored
energy descended from the skies and
enveloped the great silver towers of the
Thousand Sons. Forking bolts of blue and
yellow lightning struck down the corrupted
Space Marines one after another. No
sorcerous protection or physical defense
could keep the powers at bay. The storm
of magic raged for an eternal night, which
could have lasted days or centuries, until
finally Magnus himself used his unearthly
powers to end it.
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Z Knowing he had little time, the Savant across the pict slate, the Savant's implanted by the Astropath who logged the report as
~ hurriedly tapped his 37-digit identifier into cyber—engrams absorbing it all at a rate no a “psycho-temporal event of unparallcled

. the ancient cogitator. He glanced at the normal human could hope to match. His magnitude.” The Black Legion. The

)é door to ensure that it was locked, and then hands danced across the keys as he isolated Guardians of Ulthwe
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* He soon found that all mention of Czevak did others, and soon the Savant sensed a The candles were extinguished. though the
’ had been purged from every Imperial taint within the information; like 2 sheen of Savant was too deeply immersed to pay

~ database, but he had not spent over half 2 oil on the surface of a stream, there was an them any heed.

. milleonivm huotiog down blasphemers and almost indiscernible hint that something was .

| traitors without Icarning something of the not as it appeared. Crevak was a key: he possessed k“OWIC‘_iBC
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- sceks to replicate. So it is that a scrap of purity-scaled cablc' from the _SOCkCT at his which the Black Library may be entered,
B e vl Tock i 1he dskest comnets of temple to the cogitator. Closing his eyes, he and he saw that someone was working to
| ancient logic-stacks. Sometimes data would ﬂ?"_ﬂ'md 2 prayer 1o the Emperor before gain entry fo it. This manipulator stood at
" become physically isolated from the vast dl\"_ﬂg headlong into the polluted the side of Abaddon the Despoiler, assisting
E logistaria of the Imperium as thcy i logister stream. him in some great, terrible endeavor, though
. archived in hard form, only to be retrieved The lit candles in the chamber flickered, he did so purely to further his own ends.
:E b}' a Servitor or Acolyte many years later th“Sh no breeze could penctrate its In 2 moment of Chrity. the Savant saw the
‘E and unknowingly released once more to sealed environs. ruin of the Imperium in sharp relief. He
i spreid Yihiglcn gyt nCt_WOIECS. : Fully immersed in the omniscient logister . unplugged the cord and chamc suddenly

2 “The information is here.” muttered the network, the Savant was almost overwhelmed aware of the cold, dark chill that had

zf Savant with anoﬂlcr_ TVOUS. glancc at the by the weight of ten millennia of raw, - entered the chamber.

QE door. “I know it's here l:l.i.m of fext sped upprocessed information. The data he sought e O T Despoiler. The Fields of
;jé 2 tame to. hf.m i‘? a floosi now, cvents and - Unbelief. The Traveler. The Hidden Way.
s names filling his consciousness: The Black . The Manipulator. Oh God Emperor,

Library, the xenos Eldar. the Traitor

: protect us..”
Legions. He halted the flow when he

e

. dlcovered misation of an sacdent Behind him, 2 multihued shimmer appeared
on the outskirts of the Eye in the air and resolved itself into a
of Terior, discitbed massively armored, humanoid form.

The Savant turned, met the gaze of the
figure, and knew instantly that this man was
the being whose machinations he had
glimpsed behind the tainted data flow.

e e “Ahriman.”

The figure raised an archaic pistol. and a
« single shot filled the chamber with its
 thunderous report. The Savant slammed back
; -a;gainst the cogitator, the bolt round passing
straight through his frail body and
stroymg the machine in a shower of
sparks Every surface of the small room ran
with the Savant’s lifeblood as his failing
eyes took in the sight of the intruder
standing over him. Before dying, the Savant
heard a distant, echoing whisper as the
figure dissolved and was gone.

The way is indecd hidden old man. but no

onger from me.”
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In the aftermath, it was clear that the
Rubric of Ahriman had both surpassed
his expectations and failed horribly.
Those of the Thousand Sons with
sorcerous powers had either survived
and had their knowledge and powers
greatly augmented, or they had been
utterly destroyed.

The battle brethren whose powers had
been slight or nonexistent had been
changed. Their armor was sealed shut
as if every clasp and joint had been
welded together. Inside the heavy shell
of ceramite and adamantium, the
physical bodies of the Chaos Space
Marines had been reduced to handfuls
of dust, but their spirits remained,
trapped inside their battle armor for all
eternity. They had been reduced to little
more than automata, but Ahriman was
satisfied - the physical corruption of the
Thousand Sons had been halted even
if it was at a terrible price. The
Cyclopean eye of Magnus soon fell
upon Ahriman and his cabal as the
culprits. The Daemon Primarch was
furious and summoned Ahriman and
the others before him in order to
destroy them utterly. However, as
Magnus raised his fist to crush the
unrepentant sorcerers, Magnus heard
a distant, sibilant voice: “Magnusss,
you would ssmash my pawns

too readily.”

Tzeentch, Changer of the Ways, had
guided the plot to its fruition for his own
purposes. Who can say what the most
enigmatic of the Chaos Powers planned
to bring about? Whatever the Dark
God's reasoning, Ahriman had been an
unknowing puppet. Magnus was
secretly pleased by the arcane skills

exercised by his followers. But still, they
had to be punished, and so the Daemon
Primarch banished Ahriman and the
others from the Planet of the Sorcerers
for all eternity. He doomed them to

of
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Ahriman of the Thousand Sons

wander the Eye of Terror and beyond in
an eternal search for perfect
understanding.

Over the millennia, Ahriman has sought
out magical artifacts, ancient arcane
books, talented psykers, and any
aspect of sorcerous knowledge or
power. He has led raids specifically to
acquire such things, even going as far
as to attack museums and the private
collections of antiquarians, much to the
mystification of his victims. In many
instances, magical artifacts are
acquired by local Chaos cults, and
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Ahriman merely comes to take them

away, together with any humans who .
might make promising servants. It often E
comes as an unpleasant surprise to a |
cult's magus to find that his efforts to é

summeon help from the Thousand Sons
merely result in losing his sorcerous
artifacts and most of his coven.

Untouched by the warping influence of
Chaos these ten thousand years,
Ahriman still believes that Chaos can be
mastered with knowledge and cabalistic
strength. Deep in his black heart,
Ahriman believes that he can find the
final pieces of the puzzle within the
hidden dimensions of the Black Library
of the Eldar. The Eldar fear him greatly
and live in terror of him finding his way
into the ancient labyrinth of the
Webway. Somewhere within its secret
ways lies the Black Library, a vast
repository of arcana from across

space and time that details the

Realm of Chaos.
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Most recently, Ahriman has been
following the psychic spoor of Inquisitor
Czevak, one of the few humans to
have entered the Black Library and
lived. Should Ahriman succeed in
capturing Czevak, there would be little
the Inquisitor could do to conceal the
path to the Black Library from Ahriman.
He would hold the keys to the vast
accumulated wisdom of the Eldar race
about Chaos. Such knowledge would
make Ahriman a new and deadly God.
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BY ANDY CHAMBERS AND PETE HAINES

Greetings Citizens, and welcome to this month’s Chapter Approved. This
time around, we'll try to clear up a few questions that have heen asked
about the rules in Codex: Necron and Codex: Tau.

NECRON Q&A

Q. If Necrons are tank shocked, then
choose to stand and shoot at the tank,
miss horribly, and are run down by the
tank, do they get to stand back up?

A. They may not attempt WBB rolls, as
the weight of the vehicle is sufficient to
crush even a Necron to its constituent

Q. When Necron Scarabs are created
by a Tomb Spyder, does the opponent
get any Victory Points for destroying

Q. When Nightbringer uses his Etheric
Tempest ability, does it affect more than

A. It works on any enemy units with a
Strength below 4 and a model within 6".

e e B R e Lo
i

|

] This month’s Chapter Approved

. | features a Q&A on the Tau and

| Necron Codices. If you have
any questions on rules

;; that you would like to

. see answered, then

o be sure to send them
’;“3 into Chapter

j}: Approved at

| the address

N listed later

i i

| in this

| article.
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% There have been quite a few

- questions asked about Codex:

. Necrons recently. We thought it was
. about time to answer them.

f

~ Q. Do Necrons that are down and

: awaiting an opportunity to make their

* We'll be back! (henceforth WBB) rolls :
. count as Necrons of the same type for GRMaRNEN:
f’s‘f determining whether a WBB roll can

| then be made?

A Absolutely not, Necron casualties
 remain on-table as markers only to them?
. remind the players how many WBB rolls A. No
. will be needed and the position where
. the casualties were taken. For models
. to self-repair, they need an active model
" of the same type within 6" {or a Tomb one unit?
3’ Spyder within 12" and another similar
. active model on the table).
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Accompanied by their Lord, Necron Immortals advance relentlessly towards the Eldar battle fine.

Q. The Codex says that a unit getting
out of the Monolith portal counts as
getting out of a stationary vehicle. Does
that mean the Necron player can:
1. Move a unit (e.g., Destroyers) 12"
towards the Monolith.
2. Teleport the Destroyers with the
Monolith's power matrix.
3. Move the Destroyers again, 12"
away from the Monolith.
A. Fair point. The assumption is that the
move to emerge from the Monolith IS
the transported unit's move. An extra
move beyond teleportation is not stated
as part of the deal. If the teleported unit
has moved, then it may only be
deployed within 2" of the portal. If it
hasn't moved, then it may deploy 2"
away from the portal and then
move normally.
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Q. Can the Monolith fire its gauss flux
arc projectors into hand-to-hand or at
units to which it has no line of sight?

A. No. The Monolith can only engage
targets that it would normally be able to
shoot. It cannot fire into close combat
and must have line of sight.

Q. If a unit is wiped out and there are

no models of a like type within 8" (and
no Tomb Spyder around), can the
Resurrection Orb be used to allow them
- aWBB roll?

A. No. The Resurrection Orb overrides
the ability of high Strength weapons that
fgnore armor saves to destroy Necrons
in such a way that they may not make
WBB rolls.

Q. Can a Necron Lord use his own
Resurrection Orb to get back up from a
power weapon/double-Toughness hit?
A. Yes, as stated under the
Resurrection Orb rules.

Q. When a Necron unit falls back after
being beaten in close combat by a unit
with power weapons and the Necrons
leave destroyed members behind, do
the active Necrons have to be within 6"
for the dead ones to benefit from the
Resurrection Orb or do only the
destroyed ones have to be within 6"?

A. The destroyed models must be
within 8" of the Orb, as that is where the
damage was inflicted. If they self-repair,
they will immediately be placed with the
nearest unit of the same type, which will
probably be their falling

back friends.

[
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Q. If Necrons fail their WBB roll, are
they removed or do they remain there to
try again next move?

A. When a Necron has failed a WBB
roll, it is deemed to be destroyed

and is removed, unless you intend to
use a Monolith portal to teleport the

unit during the current move. If, for
some reason, you change your mind
about using the portal, the model is

removed immediately.

Q. Could you clarify the way Victory
Points and being below half-strength
are calculated for Necron units?

A. Certainly. As stated in the Codex,
you only need to worry about the unit's
original starting strength and its current
strength. It is possible for the current
strength to be higher than the starting
strength as the unit picks up recovered
casualties from other Necron units.
Don't worry about this, just compare
initial strength and current strength.

Q. Do you require a 6 to hit a Monolith
in hand-to-hand combat?
A. Yes, it is a skimmer.

Q. Is a Monolith counted as a skimmer
once immobilized? That is, would you
need a 6 to hit it in hand-to-hand
combat if it's on the ground, or would
you hit it automatically?

A. Good point. On the ground, the
Monolith is a stationary vehicle and will
be hit automatically in close combat.

Q. The particle whip rules say that the
model under the template takes an AP1
hit. Since the ordnance rules state that
the defending player may not shift the
template, do these rules allow specific
targeting of models? The defending
player should still get the option of
assigning hits; however, if we assume
that not every model gets wounded, the
defending player could avoid assigning
a wound to the model under the hole.
What are your thoughts?

A. The template will scatter most of the
time so it will not be possible to snipe in
a predictable fashion. Also, the
casualties are chosen by the owning
player; thus, characters need only be hit
if everyone is wounded.

Q. Do Destroyers now self-repair and
return as Destroyers?

A. Yes, this rule is different from the
one in the previous Necron Raider list.
Models that self-repair come back as
models of the same type, not just as
Necron Warriors.

Q. Can the Monolith move and fire its
ordnance weapon?
A. Yes, as stated in the Monolith profile.

Q. The disruption field entry states that
you get a glancing hit on a roll of 6. |
assume this rule applies to the Armor
Penetration roll (not the “to hit” roll),
similar to the rules for gauss weapons.
Is this assumption correct?

S
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A. Yes. It is the same mechanism that
is used for gauss weapons.

Q. Despite the fact the C'Tan is a God,
does Gift of Chaos still turn the C'Tan
into a mewling Chaos Spawn on a 6 (if
the C'Tan fails his invulnerable save)?
A. For the duration of the battle, yes,
that will be the case. The necrodermis
is living metal and will be twisted into
some hideous form by the Sorcerer’s
power. However, soon the will of the
C’'Tan inside will find a way to overcome
it, and woe betide the Sorcerer then!

Q. Cana C'Tan hold a table quarter?
A. No. As an independent character, it
js unable to do so.

Q. When the Lord upgrades to a -
Warscythe, does he still retain the
shooting attack from the Staff?

A. No, the Staff of Light is replaced
completely.

Q. Can the Monolith use its particle
whip and gauss flux projectors in the
same turn?

A. No, the particle whip is an ordnance
weapon, and other weapons may not be
used in the same tum.

Q. A Necron squad loses troops and is

forced to fall back and comes within 6"

of Necron casualties of the same type.

On the Necrons’ turn, the casualties

make WBB rolls, and several troops

stand up. They must join the closest
unit. There are a few questions | have
regarding this situation:

1. If the unit in range is falling back, can
the new troops jein this unit?

A. Yes.

2. If new troops join a unit that is falling
back, does the unit regroup or rally?
A. Neither, it continues to fall back.

3. If it continues to fall back, do the new
models also fall back with the unit?
A. The falling back unit gets bigger
but continues to fall back.

4. If the unit falling back was below 50%
and the new models raise the troop
strength above 50%, what happens?
A. The unit will now meet the 50%
criterion for regrouping.

5. A unit that is not falling back and has
10 troops is then joined by another 10
restored troops from various other
downed units. The newly formed unit
of 20 then loses 4 troops to combat.
Will this unit be forced to make a
Morale check, because 4 troops are
greater than 25% of the original 10?
Or, do you now make Morale checks
based on the current 20 troops - thus,
a check would not be required in this
case?

A. No check is required — the current
strength of the unit is used.

Q. Do damaged Warriors count as
casualties if the game ends before they
are allowed a WBB roll?

A. Yes.
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Q. When calculating the phase out total,
when does the army phase out? Will it
do so as soon as 75% are downed or
do you wait until the Recovery Phase to
see if any troops recover before
counting the total? For example, an
army of 60 troops is reduced to 15 at
the end of the opponent’s turn. On the
following tumn, two troops are able to
recover. The Necrons would now have
17 of their original number of 60, a total
above the 25% required, but the fact
that they were below in the first place
begs the question.

A. Phase out is calculated after WBB.
This rule is stated in the special rules.

Q. If an enemy unit in close combat is
hit with a Nightmare Shroud and falls
back, can the Necron unit in close
combat with it perform an advance on
the enemy unit and wipe it out?

A. No. Because the unit is falling back
from combat in the Shooting Phase, an
advance at this time would interfere too
much with the normal sequence of play.
However, there is nothing to stop the
Necrons that were in close combat from
shooting or assaulting the unit if it is still
in range.

Q. Is the Gaze of Flame in effect if the
Lord himself is not assaulted but the
unit he is leading is?

94 CHAPTER APPROVED
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A. Units with one or more models in
contact with the Lord are affected.

Q. Do Necron Warriors block line of
sight to Destroyers?

A. Yes, if they are in base-to-base
contact.

Q. Are the Strength 3 hits from the
lightning field from wound rolls or failed
armor saves that cause Wounds?

A. Failed armor saves.

Q. | have an army of 99 Warriors and a
Lord. Does phase out occur when | drop
below 25% of my original force rounding
fractions up or when | have lost 75%
rounding up? In other words, will |
phase out when | lose my 75th Necron
or my 76th Necron?

A. Your 75th Necron. Phase out occurs
after you are reduced to 25% or less. In
the 100-Necron army example you
gave, when the on-table Necrons are
reduced to 25 models or less, you hit
the phase out point.

Q. Super stikkbombz have 10+2D6
penetration so probably shouldn't get
this benefit, but tankbusta bombz
double the D6 roll result (they don't add
extra penetration dice), giving them
6+(D6x2) penetration. Thus, primitive
Orks can easily blast your living metal
to pieces with such a bomb. That's what
Ork players are telling me, but is this
true to the spirit of the Living Metal
rule?

A. Extra dice and doubling scores are
much the same thing. Don’t count any
bonus penetration against a Monolith.

Q. Since Wraiths get their invulnerable
save from power weapons/monstrous
creatures/etc., do they get a WBB roll
from casualties taken from such
weapons/attacks as well?

A. No, unless there is a Resurrection
Orb within 6".

Q. If my Lord has a phase shifter, and |
take my last Wound from a power
weapon or other weapon that disallows
a standard armor save, may | make a
WBB roll? It didn't negate my save after
all, or is that more of a blanket rule?

A. It's a blanket rule. The Lord would
need a Resurrection Orb to get a

WBB roll.

Q. |, at first, read the Tomb Spyder
Artificier rule to mean it could produce
one swarm per turn, but the rule does
not say that exactly. In fact, it almost
seems to indicate that you could crank
out a dozen or so in one turn as long as
you are not rolling 1’s. I'm fairly certain
that is not the way that rule should be
interpreted, but what do you think?

A. You're assumption is correct. The
Tomb Spyder can produce a single
Scarab swarm per turn.
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Q. How does the Act of Faith Divine
Guidance interact with the WBB rule?
Divine Guidance, after a successful
Leadership test, makes all the to wound
rolls nullify armor saves on a 6. The
WBB rule states that Necrons killed by
weapons that nullify armor saves cannot
self-repair. Someone could argue that,
as it is not the weapon but the Faith that
nullifies the save, the Necrons can use
the rule and self-repair models.

A. Necrons destroyed this way count as
being destroyed with power weapons so
cannot make a WBB roll. This would
also be the case with the Tyranid
Rending Claws ability or the Chaos
Daemonic Talons ability.

Q. Necrons now suffer morale effects
like being under 50% and not able to
regroup, etc., unless they are flagged
Fearless - correct?

A. That’s right.

Q. In the Codex, under the Tomb
Spyder entry, it reads, “Artificier: Each
Necron turn, a Tomb Spyder that is not
in close combat can expend energy to
create a Scarab Swarm. The Swarm is
placed in contact with the Spyder at the
start of the Assault Phase. Roll D6 for
each Swarm produced. On a 1, the
Spyder takes a Wound as it is drained
by the energy expenditure. Each Swarm
produced will form a unit with the Tomb
Spyder that created it and must retain
coherency with it for the remainder of
the game.” During which phase of the
turn does the Spyder create a Swarm?
If it creates a Swarm, can the Spyder
still move or shoot?

A. It creates the swarm at the start of
the Assault Phase and may have
already moved or fired prior to doing so.

Q. Do Warriors in reserve only require a
Monolith to enter when they use their
special rule?

A. That’s right. If Warriors are using
their special Reserves rule, and all
available Monoliths are destroyed, the
Warriors count as destroyed and may
therefore trigger the phase out of the
on-table portion of the Necron army.

Q. Do you need permission to field a
C'Tan since they are special
characters?

A. Nope. As with the Tyranid and Tau
armies, the old constraint on special
character use does not apply to C'Tan.

Q. Does the C'tan Deceive ability affect
fearless models?
A. Yes, it does.

Q. If Pariahs come within range of a
Seer Council, the Psykers take a test.
Do they all take one test based on the
Farseer’s Leadership, or does each
member take a separate test?

A. The whole unit would test a single
test against a reduced Leadership of 7
(they are reduced to this by

the Pariahs).
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Q. Is it possible to make cover saves
against markerlight hits?

A. Markerlight hits do not permit cover
saves to be taken.

Q. Do markerlights function like
searchlights at night?

A. Markerlights are not searchlights and
have no special value at night.

Q. When Pathfinders make their
pregame free move, can their Devilfish
transport move as well? Also, can they
move in the Devilfish?

A. The Pathfinders’ pregame free move
may include their Devilfish transport.
The move is performed as normal and
may include embarking or
disembarking.

Q. If a target is hit by a markerlight, can
any unit see the target to fire on it?

A. A unit that fires at enemy that has
been hit by a markerlight must still be
able to draw a line of sight to engage I,
unless they are firing a seeker missile
or smart missiles. This includes being
able to see it if Night Fighting rules are
in effect. One weapon may be fired and
will hit on 2+ for each markerlight hit.

Q. Does a searchlight have any affect
on a Stealth team?

A. If a Stealth team is observed by a
vehicle with a searchlight when the
Night Fighting special rules are in effect,
any subsequent attempts to spot the
Stealth team that player turn will be
made as if it were daylight.

Q. Is it possible to hide behind a Stealth
team that blocks line of sight by being in
base-to-base contact?

A. Stealth teams never block line of
sight to other Tau units. Similarly, an
independent character cannot claim to
be immune to enemy fire by being
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CODEXTAU Q&A

within 6" of them or by joining the unit.

Q. Can Tau pulse rifles rapid fire at up
to half their full range?

A. In accordance with p. 57 of the
rulebook, close range for all rapid fire
weapons is 12". This rule applies to Tau
pulse riffes.

Q. If | field a Tau Crisis team consisting
of a lone warrior, dees he always have
to take All on Your Own tests?

A. All on Your Own tests are required
only when a unit is reduced to a single
model by casualties, not if it starts that
way. One-man Tau Crisis or Broadside
teams do not have to take All on Your
Own tests.

Q. If | move 6" with my Devilfish and fire
its burst cannon, can | also launch any
of the seeker missiles it is carrying?

A. Seeker missiles can be fired in
addition to a vehicle’s other weapons,
even if the vehicle has moved more
than 6",

Q. When a Tau Crisis team enters the
table via Deep Strike, can it move in the
Assault Phase?

A. Tau models with jet packs may not
take their 6" assault move if they

Deep Strike.

Q. Is a vehicle with a disruption pod any
harder to see at night?

A. Disruption pods do not affect
visibility. Range and visibility are
different things. First, check whether
you can see it. Second, check that it is
in range.

Q. If a model has a markerlight and a
Tau jet pack, can it move and fire the
markerlight?

A. If you give the Stealth team leader a
markerlight, you may fire it when you've
remained stationary in the Movement

R
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Phase. You may then move in the
Assault Phase with the Tau jet pack.

Q. Can you clarify whether enemy
characters (able to allocate hits in close
combat) can ignore Drones in close
combat and strike other Tau they are in
contact with?

A. If Drones are in close combat along
with other Tau models, then opponents
must attack the Drones if they can. If,
for example, there s a Space Marine
Chaplain attacking a Shas’o with one
Shield Drone, and the Chaplain is in
contact with both models, he must
attack the Drone, as it will seek to get
between him and the Tau.

Q. If a Fire Warrior team leader has a
markerlight, must he fire at the same
target as his unit?

A. Yes, unless he also has a target
lock.

Q. Where a cost is specified for a single
and a twin-linked weapon, is the twin-
linked cost for one or both weapons?

A. Both.

Q. Can you confirm whether Tau Fire
Warriors or Kroot block line of sight to
Crisis and Broadside Battlesuits?

A. Both Fire Warrior and Kroot models
are more than half the height of the
Battlesuits. Thus, in accordance with
the Warhammer 40,000 rules, these
models will block line of sight if arrayed
base-to-base. Note that separate units
of Gun Drones will not, as the height of
the flying base is not considered.

Q. If a Tau commander is accompanied
by Drones, can he be targeted as a
separate unit?

A. Yes, he can. As such, the
commander should join another unit to
avoid being picked on.
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The Raven Guard specializes in devastating strikes behind
enemy lines, guerrilla warfare, and rapid reaction to enemy
maneuvers. During the Great Crusade, the Raven Guard
conquered countless worlds thought impregnable by the
precise application of force at the enemy’s weakest point. At
the outbreak of the Horus Heresy, the Raven Guard was
almost destroyed, and only by employing the most desperate
of measures was the Legion saved.

Origins

Of the early history of the Raven

Guard's Primarch Corax very little is

known. The Raven Guard’s own
legends are vague concerning the pale-
skinned youth, who was raised on the
mineral-rich, but desolate moon of
Lycaeus. This moon orbited Kiavahr, a
technologically advanced planet, its
surface covered with sprawling
machine shops and forge cathedrals.
Lycaeus was exceedingly rich in
mineral wealth and populated by exiles
from the planet below who lived in
crude force domes that protected them
from the vacuum of space. The ruling
Tech-Guilds of Kiavahr used the
mineworks on Lycaeus as a dumping
ground for their worst criminals and
those who could not meet their
production quotas. Heavily armed
overseers ruled the moon from a dark
mountain spire that towered above the
mineworks: It was, for all intents and
purposes, a death sentence fo be
banished to Lycaeus.

Ancient, faded texts within the Chapter
Librarius of the Raven Guard tell that
the inhabitants of Lycaeus had long
been the slaves of Kiavahr and had
worked in the massive mines under
armed guard in horrendous conditions.
Accidents Killed many of the workers,
and the polluted atmosphere took a
heavy toll on the health of their
children. Once condemned to a life in
the mines, there was no escape, and
the slaves of Lycaeus prayed to the
Emperor for a savior. He came in the
form of a child whose skin was as white
as snow.

There are many stories concerning the

discovery of Corax, and the truth of the

matter may never be known. One tale
tells of a cave-in that claimed the fives

of hundreds of slaves mining beneath a

glacier and revealed a hidden chamber
containing the infant Primarch. Another
speaks of a fiery comet that broke apart

on a massive mountain of iron and a

child wreathed in ghostly light ‘who
walked unscathed from the rubble. Yet
another talks of a dying warrior giant
delivering the babe to the slaves and
begging them to protect the infant from
the Dark ones. Whatever  the

the hard

circumnstances, the slaves of Lycaeus
took the white-skinned babe with
midnight black hair and named him
Corax, which means “the Deliverer.”
They hid the infant from their jailers and
raised him as one of their own. Within
the space of a few years, when his
abnormal maturation became obvious,
the slaves rejoiced, seeing him as a
sign of favor from the Emperor. They
trained the young Primarch in all
manner of skills, the wvaried
backgrounds of the exiles giving Corax
a thorough grounding in urban warfare,
sabotage, demolition, and killing. They
taught him all the qualities they
believed a general and leader would
need. Corax learned at an astonishing
rate; his strength, keen intellect, and
taciturn demeanor made him a quick
and voracious learner.

From the earliest age, Corax had been
told that it was his destiny to save the
people of Lycaeus, and as the years
passed, he began sowing the seeds
that would bring about their freedom.
With the slaves’ limited resources, only
the crudest of weapons could be
fashioned, and great stockpiles of
these were hidden in secret caches
throughout the mineworks in key
strategic points. Corax organized the
slaves into storm squads, appointed
competent leaders, and drilled them
thoroughly in their assigned tasks. He
also began psychological warfare on
their jailers, organizing regular strikes
and staging riots that stretched the
garrison’s resources thinly and sapped
the guards' morale. Each event was
choreographed to seem like a gradual
build up of pressure, and soon Lycaeus
was a powder keg waiting to explode.

. When the time came, Corax and his

trained squads of slaves struck.
Massive mining machines were driven
through the streets and key security
points. Sabotage teams armed with
rock drills and las cutters were able to
sever power lines, communications,
and life support to many of their
enemies’ strong points. One particular

.dome, home to a significant portion of

Lycaeus’' military might, was shut off
completely, exposing its occupants to
vacuum of  space.
Simultaneously, Corax and a small




group of his deadliest warriors
assaulted the fortress-like tower of their
taskmasters and captured it in a single
night's fighting. After centuries of
abuse, there could be no mercy for
those who had kept the slaves in
bondage, and every prisoner taken
was executed,

The Tech-Guilds of Kiavahr w'_e:-re,.

shocked at the fall of Lycaeus and
immediately dispatched troops to crush -
the rebellion. The war was short and
brutal. Sitting at the top of along gravity
well, Corax’s troops were able to
bombard the planet from afar with
cargo containers laden with crude
atomic charges that laid waste to vast -

portions of Kiavaht's

at every turn.

- supply
;the defensive.

landscape. When troops from Kiavahr
did land on the moon to fight, Corax
was there with his hand-picked
warriors. The raven-haired Primarch
out-thought and out-fought his enemies
Surgical  strikes
decapitated the Kiavahr command
structure, destroyed the enemies’
lines, and kept them on

Lycaeus to plunder. Kiavahr

descended into anarchy as the various
. Tech-Guild factions fought amongst
fo ve . themselves for control of the remaining
industrial . ... * * ¢ .

e end, ..,Cora-x ‘was to prove
victerious, and the Kiavahr troops
- withdrew as their planet’s economy
: =c®2|apsed without the mineral resources

materials still on the planet. The
celebrations on Lycaeus went on for
many days, and in memory of their
victory, the slaves renamed their
home Deliverance.

The most co’nipl.ete record of the Great
Crusade, The Speculum Historiale, has

little. to say on the matter of Corax

reuniting-with the Emperor of Mankind.
It is left to the Raven Guard's Librarians

fo ret_:ali how such a momentous event
‘came about, and as always, there is

much that is shrouded in mystery. It is
sajd that = during the victory

_celebrations, the Emperor descended
- to Deliverance to find Corax waiting for
* him, curious to meet this stranger who

had landed alone on his world. The

. - = 7 .
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Emperor spoke to Corax for a day and
a night, but whatever passed between
them is unrecorded. At dawn the
following day, Corax accepted
command of the Raven Guard Legion
of Space Marines and took his place at
the Emperor’'s side. One condition of
Corax’s acceptance was that the
Emperor had to lend his assistance to
bring peace to Kiavahr - peace through
force of arms but peace nonetheless.
Already reeling from their defeat on
Deliverance and unable to muster a
coherent force against the Raven
Guard, the Tech-Guilds were broken,
and the Adeptus Ministorum stepped
into the void left by their destruction.
Mineral production soon began again
on Deliverance, under a much
improved regime, and gradually the
world of Kiavahr was rebuilt under the
guidance of the Imperium. The dark
tower that had once housed the slaves’
oppressors now became the fortress of
the Raven Guard and was renamed
the Ravenspire.

The Great Crusade saw Corax lead the
Raven Guard in some of the most
stunning victories of that turbulent time.
He had not forgotten the training he
had received on Deliverance, and his
talents for sabotage and precision
planning were employed to great effect
in the Emperor's Crusade. Planets
thought impregnable fell to Corax’s
guile and the swift, deadly actions of
the Raven Guard. Assassinations,
covert operations behind enemy lines,
and sabotage became the watchwords
of the Legion, and in these areas, their
skill was unmatched. Corax became a
master at observing a planet's power
structure and applying military pressure
where needed to topple its leaders or
cripple its military capabilities. The full
force of the Raven Guard Legion was
seldom required, but when it was,
Corax would not hesitate to throw every
warrior into battle.

Corax’s Legion garnered such a
fearsome reputation that Warmaster
Horus requested its aid many times in
his campaigns, and it is thought that it
was thanks to the Raven Guard's
assistance that Horus’s tally of
victories was so high. The Raven
Guard’s records are curiously reticent
concerning this period of history, and
imperial historians suspect that the
taciturn Corax did not like the more
gregarious Horus and found him
overly boastful and manipulative. It is
rumored that, on one occasion, the
two almost came to blows, and
bloodshed was only averted when
Corax removed his Legion from the
Warmaster’'s command.

The two Primarchs were never to meet
again, and when the Horus Heresy tore
the galaxy apart in the first Inter-

AAJZ SOLARI FIFTH COMPANY CAPTAIN

The Captain of the Sccond Company of the Raven Guard is notorious for leading the
assault squads into battle on a regular basis. A tall man, even for a Space Marine. Aajz's
paper-white skin and cbony hair speak of his long years of service to his Chapter. Recruited
from Deliverance itself. Captain Solari comes from the most ancient of families on the
large moon; his ancestors descended from the original slaves. His ferocity and combat
prowess are legendary in his Chapter, as is his disregard for formality.

Over his 23 years in his current commission, Solari’s performance has been erratic but
highly successful. His ability to work within any situation and meet the changing nceds
of the battleficld is unquestionable, but there have been times when Solari has left more
to luck than tactical doctrine would dictate. At times, he has had brilliant successes, at
others, disastrous failures. At his core, Solari is a gambler, willing to play the fates to
win a battle, and only his track record has spared him the ignominy of a court martial

Legionary war, the Raven Guard fought
alongside the lron Hands and the
Salamanders. All three Legions were
ordered to assault Horus's
headquarters on the planet of Istvaan V
and destroy it utterly. Four supporting
Legions would be close on their heels,
ready to reinforce the initial landings
and consolidate the invasion.

Horus had turned his back on the
Emperor but had lost none of the
cunning that had earned him the title of
Warmaster. The loyalist Legions were
badly mauled on their initial landings,
and casualties were appalling. The
forces of the Great Betrayer were
heavily fortified, and after fierce
fighting, the loyalist Legions were
forced to fall back to link up with their
supporting Legions. The landing zones
had been fortified by the Iron Warriors,
and when the retreating troops reached
the fortifications, they came under a
withering hail of fire from their erstwhile
allies. Unknown to the Legions on the
planet, Horus had managed to corrupt
four of the seven Legions sent against
him. Caught between the enemy they
were already fighting and a surprise
attack, the loyalists were shattered, and
barely a handful were able to escape
Horus'’s trap and warn the Emperor of
this wholesale betrayal.

His Legion shattered, Corax returned to
Deliverance with orders to rebuild it as

B Y

| Knowing where to lind your blow so

| that it achieves the greatest damage with i
| the minimum force is the key to victory |

i in war.

Instructor Sergeant Alenpo.
Fourth Company

quickly as possible. It was a bleak time
for the Primarch of the Raven Guard;
the Imperium was teetering on the brink
of collapse and desperately needed
brave warriors, but he had none to give.
A desperate situation called for

desperate measures, and Corax locked
himself within the shadowed chambers
of the Ravenspire’s Librarius to pour
over volumes of forgotten lore in search
of a solution. His researches led him
back to the earliest days of genetic
manipulation, when accelerated
Zygote-harvesting techniques were
used to create 'the first enhanced
warriors with which the Emperor had
long ago pacified Terra. Corax realized
that this process could be modified to
produce full-grown Space Marines at a
frightening rate. But the ancient tomes
also warned of the terrible dangers
involved and the unspeakable
monsters that could result. Though he
knew he risked destroying his Legion,
he reluctantly ordered the Apothecaries
to begin the process.

Of the Apothecaries' first creations,
nothing is known for sure. The Raven
Guard’s records have been sealed with
oaths and sigils of unspeakable power,
and none of the members of the
Chapter will speak of those blighted
days. Accounts culled from other
sources are few and far between, as the
Raven Guard shunned the other
Legions at this time and preferred to
fight alone and unseen. One apocryphal
tale is told by the Rune Priests of the
Space Wolves. The so-called “Saga of
the Weregeld” ftells of ferocious
monsters, drooling and almost insane
with bloodlust, herded into combat by
the battle brothers of the Raven Guard.
Perhaps the  Space  Wolves’
experiences with the curse of the
Waulfen made them more sympathetic to
the Raven Guard's plight, as there is no
record of them reporting the use of such
forbidden technology. Barely one in ten
of these abominations could even hold
a boltgun, but among these, there might
be one in a hundred whose genetic
structure was stable enough to develop
into a full-fledged Space Marine.

Years passed, and the galaxy bumed
with war. Corax and his band of Space
Marines gradually rebuilt their Legion

4
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and played parts when they could. The
Raven Guard's talent for operating in
small squads behind enemy lines offset
its lack of resources, and its skills in this
aspect of warfare were fully
incorporated into the Raven Guard
combat doctrine. Corax’s ability to see
weak points in a defense and apply
precise force allowed his troops to fight

battles of their choosing and keep

casualties to a minimum. The Raven
Guard simply did, have the troops to
operate in large-scale actions, and it
was nearly a century after the Heresy
ended before the Legion was able to
deploy in meaningful numbers of full
battle brothers. Corax had rebuilt his
Legion but at a cost. The dungeons
below the Ravenspire echoed with the
howls of the Apothecaries’ creations,
‘ bestial monstrosities who hungered for
battle, and Corax agonized over what
should be done with them. He decreed
that none should discover the terrible
price his Legion had paid in order to
survive, and his final solution was to
administer the Emperor's Peace to
each and every failed creation
personally and pray for their souls and
his own as he did so.

Following the Heresy, Roboute
Guilliman, Primarch of the Ultramarines

became the de facto head of the
Imperium’s armed forces, and one of
the first edicts in his holy tome, the
Codex Astartes, was that the Space
Marine Legions be split into smaller
units known as Chapters. Among many
of the Primarchs, there was resistance,
but Corax welcomed the decision and
knew that Guiliiman’'s vision of the

future was frue. Thus, the Raven Guard .
were to give rise to three -other.
Chapters: the Black Guard, the

Revilers, and the Raptors.

Like everything in Corax’s life, his

uitimate fate is shadowed in darkness.

It is said that following the break-up of -
the Legions and the re-establishment of .

Imperial rule to the. galaxy, Corax

‘locked himself in the highest tower of
the Ravenspire and prayed to the =,
Emperor for forgiveness for what he

had done to his Legion. Whether he
received the absolution he required no
one will ever know, but a year to the
day after he had entered the tower,
Corax emerged, haggard and wild-
eyed. He left Deliverance that very
night on a course for the Eye of
Terror, never to be seen again. He
left but a single word as his

valediction, “Nevermore.”

Only on the darkest of nights do the Rune Priests of the Space Wolves tell the Saga of
- the Weregeld. a tale reaching back to the years of reconquest following the defeat of Horus's
Traitor Legions. Over flickering fires, they tell of the storming of the Jarelphi Palace, one
of the bloodiest battles to follow the victory on Terra. A force of lron Warriors retreating
from their defeat took refuge on the world of Sergatama VI and wrested control of the
mighty fortress from the planet’s rulers. Led by onc of the Iron Warriors' greatest
champions, the traitors turned the once-majestic palace into a nightmare assembly of bunkers,
redoubts, and pillboxes. Ornamental gardens, once the envy of Prandivm itself, were scarred
with miles of trenches and razorwire. More than a million men of the Imperial Guard laid

siege to the palace, and the battles fought in the sprawling grounds of the palace were.

thankless and bloody. The traitors defended every meter of ground with ferocious tenacity.
However, onc by one, the gates leading to the inner keep fell, until only one last gate stood
between the Space Wolves and final victory.

The Iron Warriors arc masters of siegecraft. and for all their bravery. the Space Wolves
could not capture the gate. Time and time again, two mighty champions of the Iron Warriors
would hurl the greatest of the Space Wolves from the gateway, and it scemed nothing could
break the defensc of the traitors. As dawn broke on the hundredth day of the siege, warriors
in black armor. their shoulder guards emblazoned with a white raven, arrived as if from
thin air and assaulted the gateway with drooling -and insane beasts herded before them.
Horrifically misshapen, the monsters roared with howls of such mindless savagery that it
chilled even the hearts of the Space Wolves who remembered the curse of the Wulfen that
existed within their own bodies. Nothing could halt the creatures, neither bullets nor blades,
and the monsters swept through the gateway and killed anything that came within reach of
their bloody claws. The Sons of Russ looked on, amazed as the beasts and the Raven Guard
fought their way into the palace and broke the back of the Iron Warriors' defense. A bare
handful of Iron Warriors escaped the slaughter, but many more died that day. torn to pieces
by the Raven Guard's bestial allies.

With the battle over, the Raven Guard vanished as suddenly as it had arrived, leaving only
the dismembered corpses of those they had slain. Only within the walls of the Fing would
those Space Wolves present that day speak of what they had seen. and whether they felt
pity or revulsion at the sight of the ferocious beasts that bore the unmistakable vestige of
Humanity is not recorded.

Homeworld

Between them, Deliverance and
Kiavahr produce enough crdnance and
engines of war to almost equal the
production of a forge world. The raw
materials come from Deliverance’s vast
mineral wealth, and the production
facilities of Kiavahr produce weapons

and war machines of unparalleled
craftsmanship. : .

The moon Deliverance is a barren and

. airless ball of rock covered in force

domes and massive mining structures.
The dark side of the moon glows with
the ~ constant  production and

‘movement of massive cargo ships
+ traveling between the two worlds. The
« fortress of the Raven Guard, the
° Ravenspire, the huge, black tower
.once home to the Kiavahr overseers,
is one of the largest natural structures

on the planet. Unlike many other
Chapters, the Raven Guard shares
close ties with the planet's populace
from which many of their initiates
come, though not exclusively so. The
people see the Space Marines as the
physical manifestation of the
Emperor’s will and offer daily praise for
their presence.

The planet Kiavahr is populated by

-billiens of workers and craftsmen; with

huge fabrication plants and hive cities
covering its surface. The planet’s

atmosphere is highly toxic from

centuries of pollution, and incidences of
mutation are far higher than normal.
This fact stretches the tolerance of the
Adeptus Ministorum, but such is the
quality and quantity of material that
comes from the two worlds that more
leeway is granted than would usually

bethe case.

‘Combat Doctrine

The Raven Guard follows the dictates
of the Codex Astartes closely, though
the Legion differs in the tactical
application of its troops. The Raven
Guard depends heavily on Scout
forces able to act alone for extended
periods of time and rapid reaction

_ forces such as Assault Troops
. equipped  with  jump _
‘Commonly, the Raven Guard will

packs.

deploy Tactical squads in drop pods or
Thunderhawks in response to
intelligence gathered by their Scouts.

‘The Chapter's excellence in covert
. operations makes engaging in a

frontal battle seldom necessary.
Where possible, the Raven Guard will
use a precise application of force to
cripple the enemy and avoid a
protracted engagement.

Dreadnoughts of the Raven Guard,
while rare, are also quite commonly
deployed via drop pods. This approach

% . .
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has created a Chapter that can
assemble its forces extremely rapidly
and can react quickly to unexpected
developments. When its numbers were
limited during the days of the Horus
Heresy, the Chapter’'s troops became
experts in guerrilla warfare. This
expertise persists to this day, and the
Chapter very rarely utilizes heavily
armored vehicles. ;

Qﬁganization

After the massacre on Istvaan'V, the -
Raven Guard had to make do with,

older armor and equipment. The
resources were simply not available to
re-equip the troops. Even today, there
is a higher percentage of ancient suits

of armor in the Chapter than most

others. The owners of these suits view
themselves as blessed by the Primarch
and fight to prove themselves
his equal.

The Raven Guard’s ability to deploy
troops in vital locations is legendary,
and its mastery of rapid troop
movement has been studied by many
other Chapters. In several documented
cases, the precise application of force
in the right place has guelled many
rebellions before they truly began.
- However, the primary strength of the

Raven Guard is the ease of its

_deployment. With most of the Chapter’s
Space Marines usually being deployed

 in drop pods or otherwise mobile, they
- can rapidly reassess a combat situation
__before engaging, which gives them the
* _ability to deal effectively with a rapidly .~

. changing battlefield.

USING A RAVEN GUARD ARMY IN WARHAMMER 40,000

A Raven Guard army is chosen from
Codex: Space Marines, with the
following exceptions and special rules.
Note that all units in the army must be
Raven Guard in order to use this list, not
just a few.

Surgical Strike: The Raven Guard
excels at drop pod and Thunderhawk
deployment and drops almost directly
on top of its target to bypass enemy
defenses. Raven Guard squads not in a
transport vehicle may deploy with the
Deep Strike special scenario rule where
allowed to do so by the mission. The
Raven Guard player may reroll the dice
to determine where these squads land
and must accept the result of the
second roll.

Rapid Reaction: The Scouts of the
Raven Guard are trained to infiltrate,
reconnoiter, and communicate enemy

Beliefs

To the Raven Guard, the Emperor is a
distant figure who is acknowledged as
the founder and master of the galaxy
but who is not accorded the level of
worship common among other
Chapters. Corax is revered as the
Chapter's father and leader and is

worshiped as a man capable of making

tough choices when the need was

_great. The Chapter follows in his

footsteps, and post-action sermons

_utilizing data recorded from battle are

later compiled by the Chapter's
warriors. Much of the Chapter’s current
tactical doctrine has evolved from
meditations on past battles.

For the leaders of the Raven Guard,

 tactical prowess and personal initiative

are seen as more important than mere
might. The Raven Guard prefer a swift
dagger to the heart over a protracted
battle where possible, though if heavy
assault is needed, the Chapter will not
hold back. These beliefs cause tension
with other Chapters, particularly the
Blood Angels, who the Raven Guard
see as brutish and clumsy.

‘Geneseed

The "génese'éd of the Raven Guard is

far from stable, and a great deal of its

. gene-stock has become irreparably
_ damaged, perhaps as a side effect of
' the accelerated
* techniques employed many millennia
' ago. As a result, much of the Raven
.Guard's genetic material has to come
from Terra, and the cycle of recruitment

positions to the main force. If there are
any Raven Guard Scouts on the table at
the beginning of the turn and a
Reserves roll is made, the Raven Guard
player may add +1 to the roll.

Limited Vehicles: Since the Horus
Heresy, the Raven Guard has come to
rely on the skills of its infantry and had
never made use of armored vehicles to
the extent of other Chapters. The
Raven Guard may never choose
more Heavy Support than Fast
Attack choices.

Bitter: The Raven Guard harbors a
tremendous hatred of the legions that
betrayed it at Istvaan V and has on
occasion allowed this hatred to cloud its
famous caution and judgement. When
fighting against Iron  Warriors,
Emperor’'s Children, World Eaters, or
Death Guard Chaos Space Marine

gene-harvesting

for the Chapter is much slower than
that of others. Few are capable of
undergoing the transformation from
normal human to Space Marine, and
many die in training, thereby further
limiting the Chapter’'s numbers.

Further deterioration has caused
several of the unique Space Marine
organs of the sons of Corax to cease
functioning as they should, while others
are not'as effective as they once were.
For example, the Zygote cultures
required to grow the Mucranoid and
Betcher's Gland do' not exist, and a
mutated Melanchromic Organ causes
the skin. of the Space Marine to grow
paler after years of service. Eventually,
each Raven Guard will be as white as
Corax, and his hair and eyes will
darken and become black.as coal.

Battlecry

Specializing in covert operations and
debilitating fast strikes, the Raven
Guard do not have a battlecry as such.
Instead, the Chapter’s motto is simply
“Vinctorus aut Mortis.”

g From the darkness we strike — fast and |
| lethal - and by the time our foes can ||

| react, darkness is there and nothing more. |

Raven Guard saying

.

®

armies, all Raven Guard models always
hit models from these armies on 3+ in
close combat.

Raven Guard Command Squad: In
line with the Chapter's preferred
methods of warfare, their leaders often
take to the field equipped with jump
packs and accompanied by Command
squads likewise equipped.

If not mounted in a transport, members
of a Command squad may be equipped
with jump packs at the cost of +10
points per model. A Techmarine may not
take a servo-arm if he is equipped with
a jumnp pack.

If equipped with a jump pack, any
member of the Command squad may be
equipped with a pair of lightning claws at
the cost of +30 points per model.

4
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This month’s masterclass focuses on the
menacing Daemon Prince of Chaos
designed by Juan Diaz. This arficle
explains how our ‘Eavy Metal team
painted one for the Studio Black

Legion Chaos army and also takes us
step by step through an Iron Warrior
Daemon Prince conversion.

| BLACK LEGION DAEMON PRINCE

PREPARATION ;
Before painting any multipart model,
it's a good idea to check that all of the
parts will be accessible to paint once
it's assembled. In the case of the
Daemon Prince, the shoulder guards
and hands were left off so that the
hard to reach parts could be painted
before they were glued to the rest of
the model. Once the rest of the
Daemon Prince had been assembled,
an undercoat of Chaos Black spray
was applied. When spraying the
model, you need to make sure that
you cover the model thoroughly, but be
careful not to obscure the details by
overloading the model with paint.

T T S S

DAEMON ARMOR

e S ]
. was painted
. to represent
. an Exalted
+ Champion of
| the Black
- Legion who
has been
elevated by
the powers of
~ Chaos to
become a
fearsome
Daemon
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- Prince. As such, his armor was painted
. in the colors of the Black Legion, black
- with gold trim on the shoulder guards

. and greaves. All of the raised areas of
. the black armor were highlighted with

a 50/50 mix of Chaos Black and

. Codex Grey and then Codex Grey on

its own. A final highlight of Fortress
¢, Grey was applied over the very
%, top ridges of the contours of the
& armor. Once these highlights
had been applied, thinned-down
* Black Ink was washed over the
' armor to tone down the
brightness of the highlights, blend
. them with the armor’s main color,
and merge the joins between all
the different colors.

. The metallic trim around the Daemon's
. shoulder guards and greaves was
. painted with Tin Bitz and then

highlighted with a
50/50 mix of Tin
Bitz and Shining
Gold. A thinned-
down coat of
Chestnut Ink was
washed over the
trim to blend the
highlights

& together.

# Once this
had dried, a
little Shining
Gold was
used to
highlight the
metal before
a 50/50 mix
of Shining
Gold and
Mithril Silver
was applied
to the very
edges of the
trim. As a
final touch, a
- tiny amount
of Mithril
Silver was

& painted onto
| the furthest
edges of the
detailing
where the
light would

catch it.

LASS

* DAEMONIC FLESH

R T ST T

The Daemon Prince was once a
mighty Chaos Space Marine
Champion, and his flesh and armor
have melded together. The skin tones
need to blend into the color of his
armor. Starting with the Daemon'’s
neck, an 80/20 mix of Chaos
Black/Red Gore was painted where
the armor and flesh join to create the
effect that they had merged. This mix
was applied down either side of the
spine and across the shoulders
towards the elbows where the color
fades to black again. This effect was
achieved by painting away from the

- armor and adding more Red Gore to the

mix as the brush strokes moved further
from the armor. By the time the tops of

¢ the muscles and cheeks of the model

were painted, the ratio had changed to

| 20/80 Chaos Black/Red Gore. Once the
| basic blended colors had been applied,

the raised ridges of flesh were
highlighted with Red Gore and then

' Blood Red bhefore a final fine line of

Blazing Orange was added.

To bring the brightness of the orange
highlights down and smooth the
blending lines, a watered-down glaze of
Red Ink was used - starting at a point
halfway between where the red and
black merge and moving towards and
over the red areas of the model. Care
was taken not to get Red Ink on the
black areas, as the blended effect would
have been lost.

R
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HORNS AND CLAWS

The Daemon Prince’s horns merged
with the red flesh of his head and were
blended from red to black at the base
of the horns by using the same
method that was used to blend the join
of flesh and armor. A combination of
gradually brighter colors created the
effect of the horn lightening from its
thickest part to the tip. First, a 50/50
mix of Scorched Brown and Chaos
Black was painted in lines from the
black part of the horn to its tip. The
paint on the horns was applied in lines
down the length of the horn, as this is
how real horns are colored as they
grow from an animal’s head (for
reference material, we studied pictures
of Highland Cattle). Next, Scorched
Brown on its own was painted to the
tip of the horns, though the lines
began further away from the base of
the horn, so that some of the first coat
was still visible there. The process was
repeated with a 50/50 mix of Scorched
Brown and Bestial Brown, and the
lines
began
even
further
from the

i base so

| that the

i previous
coat of
paint was
still visible.
Bestial
Brown was
used next,
followed by
Snakebite
Leather and
then Bubonic
Brown; each
time, the lines
started closer
to the horn’s
tip. Finally,

a coat of
Bleached Bone
and then a
coat of Skull
White were
applied to

the end of

the horn.

DETAILING THE ARMOR

The metallic pipes on the belly were
painted with Tin Bitz and then given a
wash of equally mixed Black and
Brown Inks. Chainmail was lightly
drybrushed across the pipes - just
enough to highlight them but light
enough to maintain the impression of
rusty metal. There were a few areas
on the model that used the same
green: the captured Space Marine
helmet, the piping on the Daemon
Prince’s head and arms, and the eye

s

on his shoulder
guard and
breastplate.

| These areas
were painted

. with a 50/50

i mix of Dark

¢« Angels Green
and Chaos
Black. This
coat was first
highlighted
with Dark
Angels Green,
then a mix of
Goblin Green
~and Dark
Angels Green,
and finally a
highlight of
Goblin Green.

The Space
Marine helmet
was given an
extra highlight of Goblin Green mixed
with an equal part
x of Bleached Bone.
All green areas
were given a
thinned-down
glaze of Green Ink
to blend the
highlights together.

"~ The bony ridges
along the top edge of the Daemon’s
backpack and left forearm were

+ painted with a 50/50 mix of Scorched

Brown and
Bestial Brown.
These areas
were
highlighted
with Bestial
Brown followed
by Snakebite
@ Leather and

§ then Bubonic
Brown. Finally,
some
Bleached Bone
was applied
followed by
Skull White.

The skulls on the armor
were painted with a
50/50 mix of Codex Grey
and Fortress Grey and
then highlighted with

. Fortress Grey on its own.
Final highlights were
added by painting Skull

| White along the raised

| edges of the skulls.

DAEMON WEAPON

- The Daemon weapon glows with inner

fires, and this effect was achieved
relatively simply. A watered-down layer
of Skull White was brushed into the
depressions of the runes along the
blade’s length. Once this coat had

R
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dried, Yellow Ink was
used to give the runes
the appearance of
glowing heat. Orange Ink
was then dabbed in the
corners to give the
impression that the
center of the blade was
the hottest (as metal
glows brighter the hotter
it is). Finally, a tiny dot of
Blood Red was painted
into the very edge of
each rune. Once the
runes were painted, any
areas where the colors
had spilled over onto the
blade were tidied up with
Chaos Black. The sword
blade itself was painted
by blending the Chaos
Black outward with Hawk
Turquoise towards the
weapon's edges. The
edges of the sword were
then highlighted with a
50/50 mix of Skull White
and Hawk Turquoise
before a final highlight of
Skull White was added
along the very tip and
barbs of the blade.

The base was covered
with watered-down white
glue and then sprinkled
with sand. Stone chips
were also glued to the
base. The base was drybrushed with
Codex Grey and then Bleached Bone,
and some of the larger stones had Skull
White brushed over them. Small areas
of static grass were glued to the base
with white glue. These grassy patches
were concentrated at the bases of

the rocks, since mosses and

lichens generally prefer to grow in
shady locations.
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IRON WARRIOR DAEMON PRINCE

T

G

T

ASSEMBLY AND CONVERSION

The lron Warrior Daemon Prince was,
for the most part, assembled as
normal, but it was converted to make it
stand out from the Black Legion
Daemon Prince. The gun barrel on the
left arm was extended with green stuff
to emphasize the mechanized nature
of the Iron Warriors. The sword blade
and hilt were clipped from the top and
bottom of the Daemon Prince’s hand,
and a hole was drilled through the fist
to allow the insertion of an aluminum
rod to serve as the haft of an axe. A
Bloodthirster's axe blade was clipped
off, and the detailing on both sides of
the blade was filed flat. The axe head
was glued to the aluminium rod, and
the spear point from the Skeleton
plastic regiment was glued to the top.
The back blade was also clipped from
the Bloodthirster’s axe and filed to fit
on the back of the haft.

e

SR

A skull from the backpack was sawn in
haif and removed. The skull halves
were then glued
to the flat of

- each side of the
axe blade and
green stuff was
sculpted around
them to give
the impression
that the axe

. was raw,

- bloody, and

~ alive. Finally,

L —
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the bottom of axe haft was given a
green stuff cap.

- The skulls and

' spikes were

* clipped off the left
- shoulder guard,
leaving only the

~ edge trims. The

. center of the
shoulder guard

. was filed flat and
. an Iron Warriors'
| symbol was
sculpted on with
green stuff.

. To emphasize
that this Daemon
Prince was once
an lron Warrior,
the model was
| given a visor
sculpted from
green stuff. Once
" it had dried, the
. visor was filed
into its final,
angular shape,
and holes were
drilled through
one side with a pin vise to match the
helmets of the Iron Warriors.

Finally, Dragon wings were glued in
place on the model’s back, with green
stuff covering the joins. These wings fit
well in the backpack’s recesses and
give the model a very imposing look!

. Boltgun Metal. Next, the armor was
. given a glaze with a 50/50 mix of

. watered-down Brown and Black Inks.

i The armor was then highlighted with

- Boltgun Metal, blended up from the

. darkness in the recesses of the armor
. around the edge trim. Final highlights

- of Mithril Silver were applied on the

. highest areas of the armor. Care was

. taken on the more “organic” areas of

- the metal to ensure that the

. brushstrokes were painted with the

. grain. This technique was used on all

. the silver metal areas, such as the axe
- blade, visor, Necron head, and lron

. Warriors' icon. The edge trim of the

. armor was left alone until after the

S

DAEMON ARMOR
As with the previous Daemon Prince,
this model was first given an undercoat
of Chaos Black spray. Once the
undercoat had dried, the armor was
drybrushed with Tin Bitz and then

Daemon
Prince's flesh
had been
completed.

i DAEMONIC
FLESH
. The
§ techniques

| used on the
g fleshy areas of
| the Daemon
| Prince were
| applied to all
the areas of
| the model
where its flesh
had fused with
its armor and
burst through,
such as the wing
muscles, axe-
flesh, hands,
head, knee
guard, and arms.

A basecoat of
Dark Flesh was
used as an
undertone for the
flesh colors. This
color was then
blended to the
areas where the
flesh morphs
back into the
armor by applying
the paint first and




then using a clean, damp brush to
render the paint at the edges
translucent so that it appears to blend
with the colors underneath.

The first highlight was applied with
Dwarf Flesh, then a glaze of Red Ink
and Flesh Wash mixed with a little
water was washed over all the fleshy
parts of the
Daemon Prince.
This wash was
also applied over
some of the
metallic parts of

| the model to
emphasize the
raw, impending
changes warping
through the
Daemon Prince's
body and to
suggest that more
flesh could burst
through his armor
at any time.

The flesh was
highlighted again
with Dwarf Flesh,
followed by

| another highlight
£y of Dwarf Flesh

E mixed with

equal parts

| Bleached Bone.

A final highlight

1 was applied over
| the highest areas
i of flesh with
Bleached Bone.

ARMOR TRIM
The interiors of the
¢ shoulder guards
were left black, and
the metallic trim
| around the
B Daoecmon's shoulder
{ guards and
greaves was
painted with Dwarf Bronze. These areas
were then highlighted with Shining
Gold, and a glaze of Flesh Wash was
applied to blend the highlights together.
Once this wash dried, a highlight of
equally mixed Shining Gold and Mithril
Silver was painted on the very edges
of the trim.

DETAILING
'THE ARMOR
One of the
most cbvious
means of
identifying a
model as
belonging to
§ the lron
Warriors is the
painting of

yellow and black chevrons on its armor
or weapons. In this case, the cables
running over the head and from the left
arm were picked out in these colors.
These areas were painted Vomit Brown
first, and then highlighted with
Bleached Bone before being washed
with Yellow Ink. The black stripes were
then painted over the yellow pipes.

The skulls mounted on the model’s
armor were painted Snakebite Leather
and then highlighted with Bubonic

Brown. This coat was given a further
highlight of Bleached Bone
before a final highlight of
Skull White was applied.

The same method used to

paint the yellow of the

cables was applied to the

Space Marine helmet,

with an extra highlight of Bleached

Bone giving the edges of the helmet
more definition.

The eyes of the
Daemon Prince as
well as those on his
armor were picked
out in Snot Green and
| highlighted with
Bilious Green and
 then a 50/50 mix of
Bilious Green and
Bleached Bone. The
green eyes on the
model's armor were
also given thin lines of
! Chaos Black for the
| slit pupils.

The gun barrel,
| chains, and spine of
the model were
| painted Dwarf Bronze
and then highlighted
with Shining Gold. Chestnut Ink was
washed over these areas, and a final
highlight of
Mithril Silver was
painted on the
highest areas.

- WINGS

| Areas where the
. fleshy colors
' from the Daemon
Prince’s wing
muscles had spilled onto the wing
membranes themselves were cleaned
up with Chaos Black. The scaled parts
along the wing muscles were repainted

. grass were also glued to the base with

black where the flesh colors had spilled
over them. Fine lines of Codex Grey
and Chaos Black were painted along
the back edges of the grooves in the
wing membranes, as these areas
would catch the light. To make this
highlight more subtle, a fine line of
Codex Grey was applied in the very

. center of this line before extremely
| watered-down Black Ink was applied all
| over the wing membranes. The claws

at the ends of the wings and the scales
were given a
coat of Gloss
Varnish to
make them
stand out.

) HORNS

| Where the

| horns met

the head,
Bleached Bone
mixed with a
50/50 mix of Red Ink and Flesh Wash
was applied. Next, Bleached Bone was
painted further along the horn and

. blended back towards the head. This

procedure was repeated further along
the length of the horn with Bleached
Bone mixed with a dot of Chaos Black.
This process was repeated several
times - each time moving further down
the horn and adding more Chaos
Black to the mix until the tip was
completely black. Finally, some Gloss
Varnish was applied to the very tips

of the horns.

BASING
The Iron
Warrior
Daemon
Prince was
based in the
I same way as
the Black

Legion one. Watered-down white glue
was spread evenly over the model's
base, which was then sprinkled with
sand. The sand was drybrushed with
Codex Grey and then with Bleached
Bone. Some small areas of static

white glue to break up the uniform
color of the base and make it
suitable for use on both green and
urban battlefields.
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Eagerly awaiting the
release of the next The
Lord of The Rings film,
The Two Towers,
Alessio Cavatore has
managed to contain his
excitement long enough
to discuss the latest developments in
The Lord of The Rings battle game.

— 2
THE RINGBEARER
SPEAKS...

9

Alessio Cavatore Discusses All Things The Lord 'of The Rings.

ello, and welcome to the first of

what is going to become a regular

column for The Lord of The Rings.
In these few hines; I get to tell you what’s
happening in the world of Games
Workshop’s The Lord of The Rings battle
game and also give you a few glimpses of
the future.

To begin, I have the great pleasure to
announce that The Lord of The Rings team
has doubled in size, with Matthew Ward
joining as an assistant games developer.
I’'m glad that now someone will help me
bear the burden of this Ring, which is
getting heavier by the day as this new and
expanding game system is creating more
work. Matthew will make his debut in next
issue’s siege battle report, featuring the
majestic Helm’s Deep model made by
Dave Andrews. There, we’ll find some
space to give you a bit more information

“about him, but in the meantime, I'm sure
you will all join me in wishing Matthew
good luck in his new job!

To explain why we needed to expand the
team, I'll take you through all the projects
that are keeping us so busy. First of all, we
are finishing writing the first supplement
for our battle game: Shadow and Flame.
This book concentrates on the Dwarves
who, under the command of Balin, tried to
recapture their ancient kingdom of Moria
from the evil creatures that had infested it.
The tragic result of this expedition is well
known, but that has not stopped us from
giving you a great reason to add a Dwarf
force to your collection of models.

At the same time, I have read through the
script for The Return of The King and will
soon start planning our Third Edition of
the game: an exciting but

demanding activity.

On top of that, someone needs to write all
the Whife Dwarf extra gaming material,
and that’s where you people out there can
really help Matthew and me. Keep sending
your new scenarios for both The
Fellowship of The Ring and The Two

www.games-workshop.com/community/ lotrforum {

Towers, and we'll publish the best ones.

Last but not least, it’s always good to keep

an eye on our The Lord of The Rings

message board, where I constantly receive
precious feedback from players. There, the

brave moderators Tim Huckelbery and

Steve Hammat do their best to answer the §
many questions that people ask and keep

the many discussions in running order. 1
They sometimes pass me a worthy topic or
submit a compiled list of Q&A, which I do {
my best to answer. Have you ever had a

look at the board? If not, then why not try

the address below? It's one of the best

ways to keep up to date with what's

happening, including dates and venues of

the many events related to The Lord of

The Rings.

As you can see, there’s a lot going on, and
I hope you agree that getting a new team
member on board was a good idea.

Now back to writing some more rules...
Ring a dong dillo!

Theoden prepares to engage Sharku.
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THIS MONTH’S RELEASES FOR THE LORD OF THE RINGS

Gandalf on Shadowfax The Two Towers — Saruman

This blister pack contains one This blister pack contains

Gandalf on Shadowfax model, one Saruman model, designed
designed by Gary Morley. by Gary Morley.

These models require assembly. This model requires assembly.

$9.00 US - $13.00 CDN $8.00 US - $12.00 CDN

Warg Riders

This blister pack contains one Warg Rider

model (Warg Rider A, B, or C),

designed by Michael Perry.
This model requires assembly.

$8.00 US - $12.00 CDN

Warg Attack Boxed Set

The Warg Attack boxed set contains one mounted
Aragorn, one mounted Theoden, Sharku mounted
on a Warg, and Warg Riders A & B. Models
designed by Michael Perry and Alan Perry.

These models require assembly.

$40.00 US - $55.00 CDN

Aragorn Sharku Theoden

Warg Rider A Warg Rider B Warg Rider C




Warriors of Rohan Boxed Set

This box contains 24 plastic \’v%
Warriors of Rohan designed by
Alan Perry and Michael Perry.

These models require assembly.

$20.00 US - $22.00 CDN

These models shown at approximately 60% actual size,

Uruk-Hai Siege Troopers Boxed Set

This box contains eight Uruk-Hai Engineers, two Berserkers,
two bombs, and four ladders. Models designed by
Dave Andrews, Alan Perry, and Michael Peny

These models require assembly,

$20.00 US - $22.00 CDN

These modeis shown at approximately 60% actual size.

Helm’s Deep Fortress

This box contains one complete Helm's Deep fortress in three main sections.
It is supplied fully painted. Designed by Dave Andrews.

$75.00 US - $130.00 CDN

This model shown muck smaller than actual
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This absolutely stunning model of ’
Helm’s Deep has been created by
Dave Andrews and Mark Jones. j

dll

Over the next couple of issues we
show you how they made this
incredible terrain board

How We Built This Incredible Terrain Board

ave Andrews and Mark Jones, two of

Games Workshop’s expert model

builders, used the same plans to
construct their model that the set makers
used to put together the real Helm’s Deep
for The Bwo Towers film,







o

STARTING OUT

A few decisions had to made at the start of
the project, the most important of which
was the size of Helin's Deep. The model
had to be big enough to look large and
impressive once miniatures were on it, but
small enough that it could fit onto a typical
4' x 4' gaming table.

PLANNING

Paper the same size as the table was laid
down. Armed with the set plans, Dave and
Mark set about sketching the dimensions of
the two main walls directly onto the paper.
Once this was done, the sketches were used
as a template for cutting the walls out of
foamboard with a hot wire-cutter. Dave and
mark then began bulking out the ramp,
courtyard, and gatehouse, also with blocks
of foamboard.

aced on the base, and then the courtya

rd and gatehouse were added.




Some small features were ddded.

ADDING DETAIL

Once they had the basic shape of the two
walls, Dave and Mark began to add details
to the them. They added card to the outside
of the walls to create battlements and cut the
doorways and windows through the walls
and gatehouse. At this stage, details such as
steps and ramps were added, and internal
walls and the tops of the towers were built
up from card and foamboard. Polystyrene
was added to the inside of the ramparts in
order to build up the thickness of the
battlements and was then carefully
chamfered to the desired angles. Extra
layers of foam were then added to the

base to begin building up the appearance
of the rocks.

GOING UP

The front of the hall was made from
foamboard and cardboard. Care was taken
to ensure that the scale would not look out
of place with the miniatures. It was decided
that the mountain should fit the hall and
not the other way around to make
construction easier.

That’s it for this installment! Next month,
we’ll tell you how the rockface and detail
were added and how Dave and Mark
painted Helm’s Deep.
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When you first start out, painting
can be a daunting task. However,
by following a few basic techniques
like those described here, you will
soon find that it is not nearly as
difficult as you first thought. In no
time, you will have your collection
of models ready for gaming.

APPLYING COLOR

Many beginners worry about getting the
“right” color, while experienced painters
will generally try to achieve a series of
complementing shades of a particular
color. The examples given here are
perfectly acceptable shades — but other
shades giving different effects would be
just as appropriate.

Take the model in your left hand and brush
in the right (or the other way round if you

PAINTING
WORKSHOP

Basic Painting

Techniques

are left-handed). You may be gifted with a
rock-steady hand, but most painters find it
useful to brace their hands or elbows
against the table as they work.

Others prefer to brace their right wrist
against their left, bringing the model up to
their face rather than bending down to the
‘table. Most people will naturally adopt a
method that works for them — the
important thing is to try to keep the
model steady.

Apply one coler at a time and try to be as
neat as possible but don’t worry too much
if the paint strays onto areas where it is not
wanted. Mistakes can always be painted
over later, and minor errors won'’t be
noticeable during play. Many painters like
to start with the color that covers the
greater part of the model. Others like to
start with the skin and work their way
outward; clothes, armor, and finally, the
weapons and accouterments.

HINTS AND TECHNIQUES

Layering the Paint — An area painted in a single color will look flat. You’ll notice that the photos below look much more three-
dimensional. This effect is achieved by shading the recesses and highlighting the raised areas. One of the simplest ways to create
shades and highlights is by layering — painting one coat of paint on top of another. Begin by painting the whole area with a dark shade
of the desired colour. Then paint the basic shade over the arca avoiding the recesses so that the dark shade is still visible. Finally, apply
a layer of a lighter shade to the highest points of detail.

B

Dark Shade

Basic Color

Lighter Shade

Chain Mail — There are two ways of making chain
mail look really good. The first way (left) is to paint
the area black. Once this is dry, lightly paint over the
area with a dark silver color — use very little paint,
and the metal will cover only the raised detail and
leave the black in the creases. The second method
(right) is to paint the area silver and allow it to dry
thoroughly. Then mix some black paint with water
until it is quite thin and paint the mixture onto the
area. The watery black paint will flow into the detail
and create darker creases.




Hair and Fur — Hair and fur textures
can be brought to life by means of
brushing a lighter color over the raised
detail to create highlights. The less paint
you use the more subtle the effect.
Experiment to get a look that you like.
You may find it helps to actually wipe
most of the paint from the brush,
leaving only a little dry residue. Then,
brush over the areas to be highlighted
and deposit a fine dusting of paint to the
raised areas.

Base Color First Layer Final Layer

Painting
Faces -
Beginners
often find
faces
daunting. but
it is quite
easy to get a
realistic
effect with
the method Dwarf Flesh Brown Ink Mix to Finish

shown here.

In this case, the artist is working over a black undercoat, but the technique will work perfectly well over white. The base color is
Dwarf Flesh. Onee this is dry. Brown Ink has been painted over and allowed to gather into the creases. Once this is dry, the artist has
mixed Dwarf Flesh and EIf Flesh and repainted the face, leaving the Brown Ink showing around the eyes, nose, and other recessed
areas. Finally, EIf Flesh has been used to paint the high points on the face — the bridge of the nose, cheeks, and brow ridges. These
areas can be seen more clearly in the accompanying diagram.

Detail — The amount of detail you include is
up to you, but don’t feel you have to add
every fingernail or dot the pupil of each eve.
Our models are generally seen at arm’s length
or greater and will appear very much as real
people do at 50 to 100 paces away. At those
kinds of distances, eyes, nails, teeth, and
details of clothing don’t really stand out.
Painting eyes onto models an inch tall is not
only taxing, but tends to look unrealistically
“starey.” Such levels of detail are best
reserved for those models you want to display.
where you might happily spend an hour
getting the face “‘just right.”

Varnish — Some people like to apply a
coat of varnish to their model once it is
finished. This protects the paint from
chipping or wearing away while the
miniature is being used in a battle.

Should you wish to varnish your models,
use either a brush-en polyurethane varnish
or a spray can. Some people like the
highly shiny finish of protective varnish —
but others hate it!

If you prefer a non-gloss finish, maite
varnishes are available too!

Button, Rivets, and Small Details —
Imagine you are painting a coat with a
row of buttons, and you have painted
the coat color, Now you want to make
the buttons really stand out from the
coat. First paint each button black and
allow the paint to cover the entire
button and slightly overlap onto the
coat. Wait until this is dry. then paint
each button with silver, and leave the
overlap showing black. Result — a silver
button outlined in black. You can use
the same technique to outline any small
area of raised detail to make it really
stand out.




Inspired by a number of Rohan
banner designs we received at
the Studio, we thought it would
be a great idea to take a look at
how to convert any of your
models into Standard Bearers.

he Riders of Rohan are fantastic
Tm()de-ls, but we thought the models

would appear more faithful to The
Two Towers film imagery if some of them
were sporting banners flapping in the wind
as their horses charged into battle. Whatever
force you collect, converting some of your
models into Standard Bearers helps
individualize your force and makes them
look resplendent on the battlefield. It is an
easy task and one that will greatly reward
the modeler for his efforts.

The first stage when converting a Standard
Bearer is to select the appropriate miniature.
Obviously, figures carrying spears are ideal
for this purpose, as the flag can simply be
attached to the spear shaft. This is a quick
and effective method, but you may want
your banners to stand out above the rest of
the force, in which case a small amount of
conversion is required.

To add a flag pole to-a model, cut away his
weapon and, with a pin vice, drill out the
fist so that it can carry the wire pole. If you
are replacing a spear, you may want to cut

Converted Rider of Rohan
Standard Bearer

MODELING

WORKSHOP

Adding Banners to Your The Lord of The Rings Models

.(')ff the weapon head at this stage and glue it
to the top of the wire pole.

Next, you should choose the shape and
design of your standard. We have included a
page full of fantastic banner designs for you
to photocopy on the opposite page. If you
wish to design your own flag, try using a
piece of newsprint devoid of ink, as can be
found along the edge of any newspaper.
Newsprint is absorbent but also

reasonably stiff.

Cut the flag shape and leave an extra 1/4" to
wrap around the pole. Wrap the flag round
the pole and check it for fit. Using white
glue, attach only the flag’s extreme edge to
the pole and allow it to dry.

Now wrap the flag around the pole, apply
more white glue thinned with water, and
allow the glue to soak into the part of the
flag around the pole. Once this is dry. paint
the entire flag with a mixture of white glue
and water, arrange the flag into a dramatic

shape, and allow it to dry. As the white glue
dries out, it stiffens sufficiently so the flag
can be painted. If you wish to use the color
flags we have printed opposite, follow the
same procedure with your chosen flag.

The white glue will become transparent as it
dries and will leave the original design
showing underneath.

Converted
Uruk-Hai
Standard Bearer

Some banners are designed to work with a
horizontal cross piece. Use a length of brass
tubing cut to the correct size and attach the
banner to this horizontal picce before gluing
it to the main pole.
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After watching the game detailed in
last month’s The Lord of The

Rings battle report, The Wrath of
Rohan, Paul Rudge just couldn’t
resist the urge to paint at least one
box of the fantastic new plastic
Riders of Rohan.

COLOR PALETTE

Seorched Skull
Brown White
Bestial B Chaos
Browin i Black
Snakebite Codex
Leather Grey
Brown Fortress
Ink Grey
Bubonic Gablin
Brown Green
Dark Enchanted
Flesh Blue
Dwarf Ultramarines
Flesh Blue
Elf Boltgun
Fiesh Meral
Flesh Mithril

| Wash Sitver
Bleached Shining
Bone Gold

GETTING STARTED

The horses’ bodies were stuck together
with Citadel Plastic Glue, and the shields
were left on the sprue to allow for easier
painting and to leave areas such as the
rider’s chest accessible. The riders were
carefully attached to small flying stands to
create a “handle” for easy painting. All the
separate pieces were then undercoated
with Chaos Black spray.

PAINTING

WORKSHOP

Paul Rudge’s Riders of Roban

THE RIDER

The painting started with the largest areas
first, which in this case were the leather
arcas such as the rider’s cloak, boots, gloves,
and helmet. These arcas were painted with a

basecoat of Scorched Brown, which was
then drybrushed with Bestial Brown. To add
shading and blend down the drybrushing,
the same areas were then given a wash of
Brown Ink.

Once this coat
was dry,
Bestial Brown
was used to
highlight and
define the
edges and
shape of the
¢loak, boots,
gloves, and
helmet.

The face of

the rider was
given a

basecoat of Dwarf Flesh and then painted
with Flesh Wash to create shading. Once the
Flesh Wash dried, the skin was highlighted
with EIf Flesh.

The eyes were carefully
painted Skull White with a
fine detail brush, and then a
small dot of Chaos Black was
applied to the center to

i create a pupil.

Snakebite Leather
was used to paint the
bow on the rider’s
back, which was then
given a simple
highlight of Bubonic
Brown. The grip of
the bow, the sword’s
scabbard, and the
pack that contains the
arrows were then
highlighted with
Codex Grey.

The hair and beard
were both painted
with Bubonic Brown
and then Flesh Wash
to add shading. Both
areas were then
highlighted with

§ Bleached Bone.
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The rider’s breeches, tunic
sleeves, and belt were first
given a basecoat of
Ultramarines Blue, and to
add shading, a wash of
Chaos Black mixed 20/80
with water was applied.
The model’s shirt sleeves
were painted with Bubonic .
Brown and then Flesh Wash
to add shading. Encharited
Blue was thenused to.
highlight the breeches,
tunic sleeves, and belt.
while Bubonic Brown was
used to highlight the

shirt sleeves.

The metallic areas
such as the body
armor, sword, and
greaves were given
a basecoat of
Boltgun Metal. All
other decorative
details such as the
frame of the
helmet, sword hilt,
and buckles were
painted Shining

shadirig, all of the
© areas painted with

| given a wash of
Chaos Black mixed
20/80 with water.
These areas were
then highlighted
with Mithril Silver.
The middle of the
belt and the strap
~across the rider’s
chest were then
highlighted with
Codex Grey.

THE

SHIELDS

The wooden back
part of the shield was first drybrushed with
Scorched Brown and then Bestial Brown
and then given a final light brushing of
Bleached Bone.

Gold. Again, 1o add”

Boltgun Metal were .
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Brown mixed with equal parts
Bleached Bone. The shield
was now carefully removed
from the sprue and attached to
the rider with a very small
amount of Citadel Plastic
Glue. The two points where
the shield was connected to the
sprue were painted
Ultramarines Blue, and the
center part of the shield was
then given a basecoat of
Shining Gold, followed by a
wash of Brown Ink.

HORSES

The skin of the horse was given a basecoat
of Fortress Grey. Next, a detail brush was
used to pick out the recesses of the mane,
tail, and muscle tone of the horse’s body
with Codex Grey. A 50/50 mix of Fortress

'Grey and Skull White was used to add
highlights to the flesh of the body and

further define the muscles of the horse. The
black and brown horses were painted with
essentially the same techniques. The black
horse was given a basecoat of Codex Grey

 mixed 50/50 with Chaos Black. Chaos Black

was then used to define the recesses between
the muscles, and Codex Grey was used for
the highlights. The brown horse was given a
basecoat of Dark Flesh. Scorched Brown
was then used to define the recesses, and

sy Dark Flesh mixed

The front of the shield was first painted
Ultramarines Blue and then given a wash of
Chaos Black mixed 20/80 with water. The
herse motif was painted Bubonic Brown.,
The body of the shield was then highlighted
with Enchanted Blue. The edges of the
motif were also highlighted with Bubonic

50/50 with
Bubonic Brown
was used for
highlights.

The saddle and
tack were given a
basecoat of
Scorched Brown,
and the saddle
blanket was given a
basecoat of
Ultramarines Blue.
The saddle was

first drybrushed with
Bestial Brown, and then
both the saddle and tack

Hl were highlighted with
Bestial Brown. As with the
rider and shield, the saddle
blanket was given a wash
of Chaos Black and then

highlighted with Enchanted Blue. The mane
and tail were then drybrushed with a 50/50
mix of Bleached Bone and Fortress Grey.

The armored section of the horse’s head was

given a basecoat of Boltgun Metal, and the

decorative bands were carefully painted with

Shining Gold. To add

{ shading, a wash of Chaes

Black mixed 20/80 with

water was applied over the

| Boltgun Metal, and once dry,

i the armor was highlighted
with Mithril Silver.

As with the eyes of the rider,
| the horse’s eyes were painted
1 Skull White, and a small dot
'of Chaos Black was applied
“creating a-pupil. The teeth
were given a basecoat of Bubonic Browi,
and the tongue a basecoat of Dark Flesh.
s kull White was used
fo-highlight the teeth,
“and Dwarf Flesh was
- used to highlight
§  the tongue.

THE BASE

The top of the base
was painted with
white glue and the
base was then dipped
into sand. When fully
dry. the base was
undercoated with
Chaos Black and then
painted Bestial
Brown. The sand was
then drybrushed with
Bubonic Brown and
then given a wash of
Brown Ink. The base
was again drybrushed
with a 50/50 mix of
Bestial Brown and
Bubonic Brown. The
side of the base was
painted Goblin Green. The small plastic tuft
of grass was first painted Dark Angels
Green and then drybrushed with Goblin
Green. Small clumps of static grass were
also attached with white glue.
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HREINGS S—o -
HT AT AMON HEN

This fantastic diorama was created by Craig
Williams, Ray Dranfield, Dave Morrison, and Craig
Faulkner of Warhammer World. It depicts the
demise of Boromir - who valiantly defended Merry
and Pippin, only to be slain by the merciless Lurtz
- as the Halflings are spirited away by the Uruk-
Hai and Aragorn rushes onto the scene.







For this month’s masterclass, we
explain the finer techniques of
painting some of meanest
characters from The Two
Towers, the Warg Riders, who
are led by the more than
menacing Sharku! Tammy Haye
takes us through the process.

Sculpted by Alan and Michael Perry.
Painted by Tammy Haye

The models were assembled, and green stuff
was applied to fill any gaps. Any gaps on
the manes of the Warg Riders were also
filled with green stuff, which was then
sculpted to look like fur. Each model was
then given an undercoat with Chaos Black
spray, and areas where the spray failed to
catch were covered with thinned Chaos
Black paint.

THE WARGS

The Wargs were first given a basecoat of a
mix of equal parts Scorched Brown and
Chaos Black. This coat was then highlighted
with a mix of two parts Bleached Bone and
one part Codex Grey. The highlight mix was
drybrushed onto the fur areas and blended
on the face and paws. Equal parts Bleached
Bone and Fortress Grey were added to the
mix for the first highlight, with Skull White
added in equal parts for the next highlight
stage. To finish, increasing amounts of
Chaos Black were added to the mix and
applied to the
top head
sections as
they neared
the fur on the
back. The
flesh areas
were then
given a glaze
with Brown
Ink that had
been thinned
with four
parts water.
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Sharku and the Warg Riders

A glaze of Flesh
Wash thinned
with two parts
water was

| applied to the fur
sections. A
further three

i clazes were then
¢ applied, moving
further up to the
Wargs™ backs
with each glaze.

The straps on the Wargs were painted with
Scorched Brown. This coat was highlighted
by adding equal parts Vomit Brown for the
first stage, with Bleached Bone added for
the final highlight.

The Wargs’ tongues

Gore. They were then
highlighted by adding
a small amount of
Bleached Bone to the
Red Gore.

were painted with Red

The teeth were
painted with
Bestial Brown
and highlighted
with Bubonic
Brown,
followed by
Bleached Bone.
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WARG RIDERS

In the film, the flesh tones of the Ores vary

greatly. As such, we wanted to paint the Orc
flesh as individually as possible. Thus, each
Ore rider was painted separately.

The first rider was painted with a basecoat
of equal parts Scorched Brown and Chaos
Black. This color was
highlighted with
Scorched Brown on its
own, followed by a
final highlight of
equal parts Scorched
Brown and
Vomit Brown.

The furs and
leather sections
were painted with a
basecoat of Chaos
Black. Equal parts
Chaos Black and
Codex Grey were
used as the first
highlight stage,

Grey on its own.

The weapons were
painted with
Boltgun Metal and
were then given a
wash of Brown
Ink thinned with
equal parts water.

followed by Codex :

For the second rider, the Chaos Black
undercoat was used as the basecoat and
was highlighted with a mix of four parts
Bestial Brown to one part Bleached Bone.
Rotting Flesh was added to this mix in
equal parts for each successive highlight
stage. Once dry, the flesh areas were given
a wash with a mix of Green and Brown
inks that had been thinned with equal parts
water. The furs were painted with the
technique described
above, but selected
areas of the fur
were then given a
wash with some
_ Brown
Ink
thinned with
equal parts
water to
make them
look dirty.

The third Orc was painted with a basecoat of
Dark Flesh. Vomit Brown was added to this
color in equal quantities for three successive
highlight stages. The skin was then given a
wash with Chestnut Ink thinned with equal
parts water. Painting the
fur of each of the riders
with a different color
scheme added to the
individual
feel of
the Orcs.

SHARKU

Sharku’s flesh was painted with a basecoat
mix of equal parts Vomit Brown and Dwarf
Flesh. Bleached Bone was then added to
this mix in
equal parts for
the first
highlight stage,
followed by the
addition of
Skull White.
Finally, the skin
was glazed with
a mix of
Chestnut Ink
and Flesh Wash
thinned to a
ratio of one part
ink mix to four
parts water.

The tails on the furs were painted with a
basecoat of Bestial Brown. They were then
given a highlight with Yomit Brown
followed by Bleached Bone. Finally. the
tails were glazed with Brown Ink thinned
with equal parts water.







