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FIRST LOVE...

Anyone having read the title of my
editorial may be forgiven for
thinking I've gone all elven but far
from it.

You see, it's true that you never
forget your first love and that
applies as much to Games
Workshop as it does to, er, that
other thing that shall remain
nameless...

So, what am | blithering about?
Simple — we all have a favourite
army. It may not be the army we're
painting at the moment, nor the one
we want to collect next but no
matter how many shiny new
pretenders to the throne come
along we always fall back on our
first love.

For me there is no competition -

I love my Dwarf army. | love their
grumpy, steadfast nature, their
toughness and their bleak humour.
The fact that miniatures like the
Ironbreakers, Gyrocopter and
Longbeards are, in my opinion,
right up there alongside the best
we've made helps too.

Don't get me wrong — | am
thoroughly enjoying collecting my
new Chaos army and have really
had a lot of fun with my
White Scars Space
Marines but my heart
will always lie with
the Dwarfs.

This really hit
home recently
when we were
discussing plans

for upcoming
/

game featuring two Dwarf armies
(my own Kazad Bolg expeditionary
force and Gav Thorpe's Karak Azul
throng) | still had a little time before
the battle was due to be played but
a couple of trial runs of the scenario
were needed and | wanted to add a
couple of things to my army.

It was surprising how excited | was
to have to be painting Dwarfs
again. Putting a plastic warriors

battle reports.
We decided
that we’d
play a
multiplayer

EDITORIAL

The latest additions to the Kazad Bolg Expeditionary Force.

regiment together, converting
Thunderers into crossbowmen,
painting 2 bolt throwers. Splendid!
I'm really buzzing about the Dwarfs
again and can’t wait to take them to
the battlefield again.

So, have a thought for your favourite
army and bring them out of storage,
apint up a new addition and array
them on the battlefield ready to smite
your opponent’s army.

SIDE EFFECTS

Of course there is a downside to all
this beards, beers and bolt throwers
— my Chaos army has had to take a
back seat for a little while as | can't
paint both armies at the same time.
This being the case there won't be a
‘The Lure of the Gods’ article in

WD280 (we produce the magazine 3

months in advance of release so our
international editions
can translate all this
gibberish...).

Until next month,

Paul Sawyer
Editor
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\ The Ordo Malleus are the Imperium’s There will be a preview of Codex:
answer to the insiduous threat of Daemonhunters in next month’s White
i Daemons and the powers of Chaos. Dwarf, in the meantime feast your

eyes on the some of the fabulous
work our artists and designers have
been producing for the Codex!

The Inquisitors of the Ordo and their
retinues are backed up by their
Chapter Militant, the Grey Knights, as
well as a variety of other forces such
as Allied Space Marines, Indentured
Guard and Death Cult Assassins.

PAGES FROM THE PORTAL

If you are planning to collect a Tomb Also check out the Chapter Approved and

Kings army, go to the Tomb Kings Warhammer Chronicles pages for regular
Home Page fo find out how the updates; we recently added the Sisters of
Tomb Kings have evolved with each Battle and Armoured Company army lists.
new edition of Warhammer, and
theres loads of Tomb Kings www.games-workshop.com
miniatures painted by the ‘Eavy /chapterapproved
Metal team too! To really make www.games-workshop.com
your army stand out on the /warhammerchronicles
battlefield download the Tomb :
Kings banners and make some Be sure to keep checking the UK news page
Tomb Kings Magic Cards for your for the latest news at:
i Liche Priests! www.games-workshop.com
\. www.games-workshop.com /news/news.uk
ltombkings

i
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NEWS FROM THE BLACK LIBRARY

WARPED VISIONS

Every issue of the 'Warped Visions'
Warhammer Monthly Christmas special
will be giving away a foil Warhammer
40,000 CCG card. The foils are taken
from the main range, the redemption
scheme and even some Sabertooth staff
cards. There will be over £100,000 worth
of cards included. The bumper issue of
the comic will feature characters from the
Warhammer 40,000 universe transformed
into a fantasy setting and vice versa! So
we'll have Ephrael Stern: Sister of
Sigmar, Ulli & Marquand of the Penal
Legion, Malus Darkblade - Dark Elf!

DRAGONSLAYER 4
Here's a sneak peak of the cover for

Dragonslayer by Geoff Taylor. Starting

with the release of Trollslayer and RA GONS A
Skavenslayer in April 2003, we will be re-

releasing the other books in the series BY WILLIAM KING
with brand new art and cover designs. r

KROOT BEAST

Forge World have just
finished work on their
new Kroot Beast for
Warhammer 40,000,
It is sculpted by
Daniel Cockersell
and will come
complete with

some Kroot Beast
Handlers.

This is a picture of the master
model before it went off for
casting. Check the Forge
World website for more
information.

www.forgeworld.co.uk

OUT THIS MONTH

THE EMPEROR’S
CHAMPION

[

|

|

|

|

| This blister pack contains 1 Emperor’s
Champion model, designed by
| Juan Diaz. The Emperors Champion is
| a Space Marines spemal character, and
uses up an HQ choice in a Space
| Marines army. The rules for using him
1 can be found on page 52 of
| Index Astartes II.

1 This model requires assembly.

l

t

THE EMPEROR’S CHAMPION £7.00
Denmark 80.00
Sweden  kr 90.00
Euro € 11.00

: OUT THIS MONTH:

E

BULLET POINTS

Ceoming soon is series 2 of the Warhammer
40,000 Collectibles: Space Wolves Heavy
Bolter, Blood Angel Death Gompany
Marine, Imperial Fist and Ultramarines
Sergeant. They are due to be released in
February/March 2003. You can take a look
at these models and read the stories
behind them on the Sideshow Toy website:

www.sideshowcollectibles.com

The Studio's Lizardmen project is moving
happily along. The three-ups for the plastic
regiment sets have been completed and
have riow been sent off to the pattemn
makers to be made into moulds.

This year’s Golden Demon winners won't
be in printed in White Dwarf! But instead
will be in a presentation booklet that will be
included in a future lssue of the magazine.
This will be very special and certainly worth
walting for.

The Games Workshop UK Online Store
has been approved for membership of the
Which? Web Trader Scheme. The scheme
run by Which?, the UK's biggest consumer
group, encourages the highest standards
among online fraders to ensure consumers
are treated fairly when shopping online. By
displaying the Which? Web Trader Logo we
agree to follow the Which? Code of
Practice. This means you can shep online
with Games Workshop with confidence.

whichwebtrader.which.netwebtrader/index.htm|

'INDEX ASTARTES I

Index Astartes Il is a compilation of
articles from White Dwarf magazine. In |
it are detailed aspects of the Emperor's |
elite warriors, the mighty Space
Marines, and their treacherous
brethren, the Chaos Space Marines.
Chapter and Legion histories and |
colour schemes are detailed, with |
specific rules and army list variants to 1
help with collecting and gaming using |
the Space Marine organisations within. |
i
|

- £9.00
Denmark kr 115.00
Sweden kr 140.00 |
Euro € 1500

'INDEX ASTARTES Il
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OUT THIS MONTH:

CAPTAIN CORTEZ
OF THE CRIMSON FISTS

This blister pack contains 1 Captain
Cortez model, designed by
Colin Dixon. Captain Cortez is a Space
Marines special character (rules
needed to use Captain Cortez can be
found on p.38 of Codex: Space
Marines) and uses up an HQ choice in

a Crimson Fists Space Marines army.
This model requires assembly.

|
1
I
|

GAMES WORKSHOP
MOBILE PHONE LOGOS

Games Workshop are going to release a
series of downloadable icons for your
mobile phone. You can get operator
logos, picture messages and, for
Ericcson T68 owners, colour
backgrounds as well. There will be a
wide range of imagery from Nurgle to
Space Marines to cater for virtually all
Games Workshop S
fans. For more ﬁ w

information and a

look at the icons
available, take a ’

'CAPTAIN CORTEZ £7.00 :

Denmark kr 80.00 look at the website:

Swed kr 90.00

ELVr% & €r 11.00 www.db-play.com/gamesworkshop/
OUT THIS MONTH:

CHAOS SPACE MARINES PREDATOR

The Predators of the Chaos Legions are a legacy of pre-Heresy times, although now
they are barely recognisable to those familiar with the Imperial version. Daemonic maws
adorn every gun barrel, dark icons cover every surface and their hulls are twisted and
mutated. A Chaos Space Marines Predator is a Heavy Support choice.

This boxed set contains 1 Chaos Space Marines Predator plastic kit, designed by Tim Adcock,
Jes Goodwin and Alex Hedstrém.
This model requires assembly.

CHAOS SPACE MARINES PREDATOR £20.00
Denmark kr 250.00
Sweden kr 300.00
Euro € 35.00

M NIRRT
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BLOOD BOWL
TOURNAMENT

Tickets are now on sale for the ultimate
Blood Bowl tournament and official highlight
of the NAF season. This is the trophy that
all Coaches to aspire to winning.

The event will be held on 1-2 March 2003
at Warhammer World. 150 places are
available for competitors to decide the
Championship. The weekend will involve
playing six games of Blood Bowl,
culminating in a final between the top two
players — the winner will be entered into the
official NAF history of The Blood Bowl for
all time. The remaining competitors will play
for the Warhammer World League Cup, the
trophy which was first seen at

Blood Bow!| Resurrection 2001.

Tickets are £40, including three meals over
the weekend, and are only available
through Mail Order.

Tel: 0115 91 40000
For more information on the event visit:

www.bloodbowl.com

COMING NEXT MONTH:

1

|
|
|
|
1
\
l

ALL OUT WAR CAMPAIGN WEEKEND

The next Warhammer £0.000 campaign
weekend All Out War will be held in
Warhammer World on the weekend of the
25/26 of January 2003.

Have you got what it takes to claim a new
empire in the Warhammer 40,000
universe? Find out in this two day

campaign for veteran Warhammer 40,000

commanders. The tickets for the event are
priced at £36 which includes your lunch on
both days and Saturday's evening meal,

To secure your place ring:
Tel: 0115 91 40000

The action heats up in the final round of the previous tournament.

A QUEST INTO THE UNKNOWN

Thm battle report sees the ﬁrst appearance of the new Tomb Kings army




REIANIMED
TOMB KINGS

[‘omb ngs
d animated by the incantations of
.. the Liche Priests, they can be uaed in dcvastatmg
T combmanons o shazter the enemy The Tomb:

TOMB KINGS BATTALION

The Tomb Kings Bartalion is the ideal
way to start your Tomb Kings army or .~
to expand an existing one: Regiments
of Skeleton Wamozts form the core of
‘any Tomb Kings army. Extremely
: versa:ﬂc they (,3.[’1 eas' )

deadh; rain of arrows 45 S the Enemv
march forward, or they can be ;
‘mounted on Skeletal Steeds or within

"6 LAND OF THE DEAD



- TOMB KINGS ICON BEARER
ON FOOT AND MOUNTED

An Icon Bearer marches at the centre of every Tml_‘_'l\b i

_ Kings army holding aloft the standard of his king.
Bearers add stability to a Tomb King army, as'the i :con
reduces the damagmg effects of negative combat
resolution on all Undead around it. (U ndead that dre s -

~ within 12" of their I¢on Bearer suffer one less wound
% than they normaily would when ciefeated in comb

:This blister pack contains two Tomb Kings Icon Bearers,
“one on'foot and one mounted on a. Ske!etal Steed, both
_.des:gned bv Caim Dixon. ! ¥

: g i‘bese niodels require. ammb&
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ALSO INCLUDES THIS
SPECTAL EDITION ICON BEARER! "

; The army box is the best way to
collee a'compler;e Tomb Kings army
34 :_-m one go.

The. box contains the Tomb Kings
‘Armies book, one Lord choice, three

Hero choices, three Core choices, .
one Special Unit choice and one
Rare Unit. It has everythingyou = =
need to create a balanced Tomb:
Kings army and stast your t;am'pa{'gri”
of terror‘against.the lesse:r races of -

the Warhammer worid

o TOMB KINGS ARMY BOX

‘The Iomb ‘Kings Arm \boxt,d set . :

contalns
I om : gs'Army book
o Tomb King

e % & 8 @ e ® @@

7 Mounted Llchﬁ Pr iest
1 Liche Priest on Foot
16 Tomb Kings Skeleton Warriors -

8 Tomb Kings Skeleton Horsemen «{
5 Tomb Kings Chariots BT
1 Screaming-Skull Catapult: =7 o 4
3 Tomb Kings Ushabti-




oxed set can .

S._SKE\L

ETON HORSEMEN

ke tonl:ght

-.Sfm.rmih'urse}rmn i

Champion.

1011 de.%'wﬂ wﬂ'b: : 5

- spear wrhb!eﬂf

that should they should hc truh feared

- Should any enemy hthY the! Tomb ng, i

be warned, for a terrible ::urse shall -
befall them! The unit/modcl
responsible: for the death of the:
Tomb King: mu t 1mmc:d1ate1y takt:
a Leadershlp tes It the tcst m

Tomb ng or al ul
Tomb ngs drmy _'

"Denmark kr 100.00 «
Euro 13 Oﬂ

';Danmark ke 1000

; _"Dema'rkikr 1,600.00
! -'E_u_f;_: Gt

£1°210.00

i Denmark kr 185.00
Euo € 2500

2 Sweden. kr120.00°

o Sweden kr 120.000

Sweden kr 1,900.00 |

. Sweden. kr225.00




' to make them different to the

L Vampire Gounts. AJrhough there would
J'be ¢ertain similarities (what with both

i arml_e;-,_bemg déad:an’ all), I didn’t want
i toend up with different shaped armies
that basically fought the same way. The
projéct needed a strong brief as different
members of the Games Development
team would be working on the project at

~to them.
.| Counts army is an eclectic mix of
. skeletons, zombies, dire wolves, wights,
. wraiths and-all manner of other gothic
* horror stap]ea the Tomb Kings army: i$
- much more traditional in that it includes
o lots of skelhea that are equipped in
; d:ffcrcnt ways. This in itself makes them
' feel much more like the army of an
“ancient kingdom. If you think about the &
Empire army, or High Elves or Dark Fl\*ei

ALY, ! 1y

is thu bncf This breaks down.
: Vinto’ what. we widdt to do with
‘the. m1matur(s ‘the army list, andthe '
book itself. My-biggest commitment was -

3 fulI %rhﬂmmcr Mmlcq book dedlcated
a start, while the Vampire

for example, you basically get lots of

different human or Elven troop types. I': 7
wanted the same to apply to the forces of
the Tomb Kings. so we have Skeletons on
foot with different weapons combiriations; .

%Lclemns on steéds with d;ﬁerem ey

AL t&P ) 1ow J
An army ‘of the Vampire Counts has
(_mlv_,_ pciis and Ban shu.q while the

‘Wiih baws fot 1o mention thc
' Screaming Skull Catapult and the

- want ta change the basic profile of a '

-+ Skelli¢ [complete with Ballistic Skill 2),

<50 our task would be o come up with.’
“rules that made Skeletons effective

“drmy was to prove the pivotal focus of

awesonie Casker of Souls. We didn't

troops at range as well as up close,

SCROLLS AND SKULLS .
The other major difference with: the
Tomb Kings tists of the past has been the'
magic system. The Necmmancy used in
the Vamp" : Counts army was the
creation. ¢ renegade. Liche Priest

‘Nagash, whlch drew on the ancient. © |
" magics of Nchtkhamr but made it mote

powerful and unpredictable. Balancing '
the magic system with the rest of the

the army’s development and a sousce of .

- much debate amongst the designers and - .\

‘playtesters: But I'll let Alessio gioat ‘lbi)'

i what'he has denc'

10 WARHAMMER CHRONICLES



" spt!lsfr m nﬁgic. items. Liche 'Pneé' :
nicastione of Ih se per Magic phase

that Incantapons_ ne
the other hand they




] ough similarities with the i
mpire Counts that players could stril :
iderstand the U ndead rulesas a Er
“I'm quite pleased with: thr: TR
ve achieved. Basically, the Tomb . [ -
hare the same Undead rules with
/ampire Counts, with the notable
exception that in the Tomb Kings army:
" the General is not the force keeping the
. . army going, because it's not the I
Liche Priest S Tomb King who has reanimated th;m‘:
iy i " but the Liche Priests. The most -
important Priest, the Hicrophant, is ﬂ]E- %
~one respansible for the creation ‘ofthe
army and itis his destruction that causes. ..
the army to start ccllapsmg Even if this -
. happens; the army can still use the 1d of .
*'the General.(a Tomb ng or Prmce} for: .
' rits Ld tests, resulting in a fac more -
enduring force than a Vampire Counts =
“.army, where the demise of the ‘Géneral
- s wsually quite final. This also allows the
. Tomb Kings player to spread his risks, |
* not having all his eggs in 6ne basket as d
* Vampire Counts player does. The: "
-drawbacks of this are that Liche Prlﬁ:qts
are obviously easier to kill a'a'Vampire
and that the-legions ofohckha.l" :
- carinot march at all, missing the strong
centralised dm’mg farce repruscnted by
the Vampire/Necromancer.. . ; ]

TS Y T 'Z‘!"T:"e’.-_. o e e e

. Chariot . g
B Finally, 1 drafted the first version of the
Tomb Kings army list. Its Core is made
up of Skeletons: Skeleton infantry with
weapon combinations which are
different from the Vampire Counts one
Skeleton cavalry, which is lighter and
‘meore flexible than the Black Knights, i
and of course, Skeleton chariots. These ;
chariots needed to be different from
‘normal ones, because we wanted theny: 7|
to form units, I'decided to give them o p
slightly different rules; under the title of
. ‘light chariots’. They are ba.s;cally the .
* - same as normal chariots except for the -
© | reduced number of impact hits, reduced *
< Unit Strength, reduced protection Gk
‘- offered to characters riding them and,” .
- on the positive side, the ability to form
“into units of chariots that follow the -
- rulés for Fast C avalry: The last entiy in.
‘- the Core section is the Tomb Swarms, a
coﬂe(,tncn of Undcdd insects that have
" the option of emerging from the ground
undetneath the enemy (do you ot
‘remember those ﬂcah-eﬁtmg scarabs R
Thc \Jumm}") : . 5




{z_ﬂn Bearer. He is
-Chnmplcn of RS

S Thls category. includes die Ushabti _(ogre
~ sized warriors modelled on the

. WHO ARE THE TOMB KINGS?
. Amongst the arid sand dunes south of the Old World lie the necropolises and

| tombs of the ancient Nebekbaran civilisation, known by most as the Land of the
. Dead. It is a name that is appropricate, for not a living inbabitant stirs amongst
the pyramids. From within these mighty edifices the ever-living Tomb Kings rule
over their Undead subjects, with vast legions of skeletal warriors at their
command.

~ _awesome modcl
dcs!ruc{len If t

~ An army of Nebekbara on the field of battle is a glorious sight. Sun dazzles across
- bronze and gold armour and gleams from polished bone. At the forefront of the

. army rides the Tomb King bimself in bis chariot, ranks of skeleton archers

. around bim moving with synchronised precision. Ranks of Ushabti — tall,
animated statues of the old gods of Nebekara — advance swinging cruel blades
that can bebead with a single blow, while screeching vulture-like Carrion use

dorﬁplctc the plc‘l‘llte
; their ragged wings to soar above them in the desert thermals.

‘pleased with the:

list, and Twasjust = = It was not always thus. In millennia past, the great kingdom of Nebekbara
ssarting to write the magic items when - stretched from the mountains to the coast and the Priest Kings ruled from their
my work was interrupted by a new - > " temple cities with an iron hand. The greatest rulers were entombed and
- peoject stepping in with- Irresistible mummified in preparation for their glorious afterlife, whole armies buried with
" Force and manopl::hsmg all my STMBEIRGEI

-d with a Ring of - ;
Bower... can ){c)_t._l__':".gu_e_sl_s '.Changmg over

L mancwg&:ﬁe system was cool, but it

- mecant that T had. o ié,w th ';-Tomb %

tsmner_hmg re

. Then the beretic priest Nagash wove his mighty necromantic spell of awakening,
raising the Tomb Kings and Princes from their slumber before their time. Instead
of returning to the world as immortal incarnations, they rose to life still balf
rotten, swathed in their splendid burial robes and bound in linen bandages.
Although their great plan bad gone slightly awry, the Tomb Kings did not allow
this set back to darken their dreams of a golden age of civilisation. Their skeletal
armies clawed their way out of the sands, their Tomb Guard marched forth from
. the ancient pyramids in the city-sized necropolises, and the statues of their old
- gods sprang 1o life, enchanted with powerful magics. g

As before, the Tomb Kings wage war upon each other and the rest of the world,
their goals of conquest undiminished by the fact that they are dead. For did they
not plan for eternal life, and is this not their great reward and destiny? In time,
the Tomb Kings will rule again as they did so long ago.

ke have LI.EEI]’IY becn added iater
evil Gav and Amhony,-.'. ¥
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L Drybrush the enti
- with Bleached |

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 colours that
contrast with the bone
that makes up most of
the force will help your
models stand out on the
battlefield. We have used
~ a simple colour scheme
. for our army but, as the
examples below show;,

: 7. you can also use more

'. OD?‘) brusb witb anzed F!eeb .+ complex patterns.

I . Wash wﬂ‘h men Ink
QH__rg}_Jhgj_bt_ _3_(,_':1‘-}3 BIeacbgd_Bﬂ};e %<8

to the bane.




2. Apply a wash of.

Brown Ink that bas been
" thinned with an equal
quantity of water. The
weapons arve then given

- time with Chaos Black,

given a'th

another undercoar, this 7
Chestnut Inik,

\

3: Dﬂ]rm.sb B{egeéié.d;ﬁoﬁé: '

across the body of the |
model, The weapon is-

painted with & basecodt of

Brazen Brass. This is then
ed wash with

4, Highlights of Skull White
" are applied to the raised

. sections and ridges of the

" bone, paying particular

attention to the face. The
weapon is then given d.
highlight with dan equal
parts mix.of Brazen Brass

_and Mithril Silver:

PAINTING REGIMENTS, BY DAVE ANDREWS

“I wanted to create an effective

. looking force but one that was
~+  quick to finish. To do this 1

¢ painted every model in the
army at the same time,
applying a basecoat to each
figure before moving on to the
next colour or highlighting
stage. The hieroglyphs on the
scrolls and shields were
photocopies from a source
book which were then
reduced, a simple but very
effective technique.”

St

To paint the bone on my
army 1 sprayed the models
with a Chaos Black
undercoat.

Snakebite Leather was then
painted over this, followed
by a drybrush with

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

Skull White.
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Warhammer veteran Pete
Scholey can see dead
people - and he’s very
happy about that. It’s taken
four years, but the wait is

over. The Tomb Kings have
well and truly arrived.

LEGIONS OF
THE SANDS

One player’s love for bone and magic...

Pete Scholey will
soon reach his first
decade of gaming in
the Warhammer
world, In 1993, a
friend’s invitation
for a game of
Warhammer 40,000
had him hooked.
But it was the
imagery and
mythology of Warhammer that still held
the greatest fascination for him.

At the 1997 Games Workshop Grand
Tournament he finished a respectable
20th. A few short months later his army of
Lizardmen won the inaugural Warhammer
Players Society Grand Tournament and
he’s never looked back since. As a member
of the Mansfield Wargamers club and the
infamous Dragon Slayers team, Pete now
has a wealth of gaming experience.

Despite playing 40k, Epic,
Necromunda, Mordheim and

Warhammer Quest, Pete’s first love
remains Warhammer.

In 1999, when Alessio Cavatore
finished work on the Warhammer 5th
edition Vampire Counts Army book,
Pete was saddened to see half of his
Undead models become redundant.
So, when White Dwarf 227 saw the
release of an army list for the Tomb
Kings, he was overjoyed. His delight
was complete when White Dwarf 238
heralded the announcement of the
scroll system for the Tomb Kings
Magic phase - now Pete began to
realise just how effective an army this
could be.

By the time 6th edition Vampire Counts
arrived, Pete was a member of the play-
testing team for the new version of
Warhammer. It was time for his favourite
Undead army to take a back seat as Pete
helped out with the play testing of Ores,
Elves and Vampires.

By this point he was itching for the
release of the army book for the legions
of Khemri, knowing that his wait would
soon be over — an obvious advantage of
being on the play testing team! Pete’s
fortune to see the Tomb Kings evolve in
front of him is something he sees as a
fantastic opportunity for which he is
very grateful.

His love affair with the Undead has
continued ever since. Pete cites the
reasons for this as his fascination of the
old Hammer Horror films.

With the release of the new Tomb Kings
Army book, Pete has finally been able to
deploy his favourite Skeletons in all
their glory, and after playing the army
for such a long time, he is as qualified
as anyone to discuss not only the tactics
behind the legions of Nehekhara, but
also their collecting and assembly.

So what follows are Pete’s thoughts on
the latest army for Warhammer...
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Pete Scholey: I remember attending
Games Day ‘98 and being part of a
Warhammer Players Society
demonstration game involving huge
forces of Undead and Orcs, however, I
spent more time sneaking around the
hall trying to get a look at a preview
tist for the new Tomb Kings!

You see, the old Undead was split in
wwo. When 5th edition Warhammer
arrived the Vampire Counts were born
and it left a lot of players, me
included, with loads of figures that
were suddenly of no use; Chariots,
Mummies and Skull Chukkas had all
become things to store away at the
back of the garage. So you can
imagine my delight at the news that
the Tomb Kings were coming,.

I had started collecting the Undead
way back when magic items were
created in bucket loads and heroes
ruled the world, Nagash was master of
Necromancy and Mummies and
Vampires fought side by side.

But things have changed now, and
with the arrival of the new Tomb
Kings Army book I have completed a
journey that started with that sneak
preview list back in White Dwarf 227.

My current 2,500 points Tomb Kings
army has had considerable success in

The two editions of White Dwarf
that changed Pete Scholey's life -
possibly.

recent games,
but that wasn't always the

case. I hope to take you through my
trials and tribulations of selecting a
Tomb Kings army and explain how 1
arrived at my selection looking back
to WD 227 to see where it all started.

BEGINNINGS

That White Dwarf list allowed players to
use their old figures to represent armies
from the land of Nehekhara. But it still

had an old Undead feel to it
and it wasn't until WD 238
when Nigel Stillman and
Rick Priestley introduced the scrolls for
the magic system that the Tomb Kings
really took shape to become a unique
and challenging army to play with. And
apart from a few new troop types, the
current Army book owes a lot to their
vision.

But it doesn’t matter whether you are
a veteran Tomb Kings player or a




novice, before you start collecting you
need a clear idea of how the army is
going to look.

For me, Tomb Kings are all about
Chariots, lots of them, rock hard
Mummies and nasty monsters from
out of the desert. Of course, there will
always be Skeletons, but it is the
special troops that make this army
unique and fun to play with...

I had an image in mind of how I
wanted the army to look. Striking but
simple, basing it around the bone of
skeletons with the blue and gold of
ancient Egypt. Everyone seems to view
the Tomb Kings as ‘Egyptian’, and who
can blame them. The imagery, models
and the two ‘Mummy’ films just add
to that design — and I'm no different.

So I dusted out those figures from the
back of the garage and got them ready
for a makeover...and it worked. It
wasn't easy, figures had to be re-based
and repainted to my new colour
scheme but after a couple of months I
had formed a nice looking 2,500
points army...I just had to find a big
satchel for my Liche Priests to carry all
their scrolls in!

At that time the Tomb Kings were a
very tough army to defeat, the magic
was unstoppable and destructive, too
powerful if I am honest. However, that
changed a yvear later when Warhammer
6th edition arrived and Ravening
Hordes was published.

I didn't like that list, the death of the
General rule made them too fragile
compared to all other 6th edition
armies, especially Vampire Counts,
and so back in the garage they went.
However, 1 was fortunate to be
involved in play testing the new list
and so their exile was short lived...

Pete’s unit of beavy cavalry.

TO THE PRESENT DAY

The development of the new Army
book was a bumpy road, a lot of head
scratching and stern words were
passed between the group of
playtesters, but in the end I believe
we did a great job. That old White
Dwarf list stood the test of time, the
scroll system was modified to become
more balanced and with the addition
of those interesting new troops, 1
think you will enjoy playing with the
new Tomb Kings...

Let me set my stall out first. I play
‘Pitched Battle' tournament style
games most of the time. [ use a
generic army selection that can do
well against any opponent. I think it is

The fiercesome Ushabti constructs.

the only way to judge an army, two
equally matched forces on opposite
sides of the board.

Being involved in tournaments is great
fun and is a good way to meet people
from all over the world. Not only have
I made a lot of friends through
attending tournaments, but it really
gives you a wonderful insight as to
how others create and paint armies.
When I see some of the fantastic
looking armies that turn up at
tournaments it spurs me on to get
down to my local GW store to start
something new.

And the local store is probably where
you are now, preparing to start your
new Tomb Kings army. But a word of
warning, hide your Vampire Counts
book, take a garlic clove with you to
banish it from your sight - because if
you try to play Khemri like Vampires
then you are going to lose. They might
look alike and share similar troops -
but they work completely differently.
There is nothing in the army you can
afford to lose, no cheap give-aways and
so you need a clear strategy before you
begin, but most importantly you have
to decide if: you are a King or a Prince.

I AM MOST DEFINITELY
A KING...

The Tomb King epitomises the army,
he is the leader, the Pharaoh and
should always be on a Chariot. By
picking a Tomb King as your General,
not only does it give you the best
fighter and a reasonable magic user,
it allows you to take Chariots as Core
choices, freeing up those special
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slots for other interesting units
(more about those later).

However, you should not forget, that
unlike other armies, the Tomb Kings
stipulates that you have to have at least
2 characters, a Mummy General and a
Hierophant.

A what? Well I did say this army
worked differently to others and this
is the reason.

The Hierophant is the army’s senior
Liche Priest and is responsible for
awakening the entire army from their
slumber. Protect him at all costs. The
Tomb King might be the leader, but it
is the death of the Hierophant that
does to this army what the death of
the Vampire Counts general does to
them — CRUMBLE! You've got to have
one, so get used to protecting him; I
always take two Liche Priests in my
army but one has to be identified as
the Hierophant.

My final character is a Tomb Prince on
a Chariot. During testing I used an
Icon Bearer to lead my cavalry, but the
extra combat potential of the Prince,
and his ability to magically move his
own unit, won the argument for me.

MY WAY

One of the big advantages Khemri
has over the Vampires is the
flexibility of the list. You can
play a magic heavy shooty
game; rock hard
characters

The Tomb King — Pete Scholey's weapon of choice.

with heavy support and minimal
magic or my preference, a mixture of
the two, whilst always being
supported by some of the most subtle
magic items yet discovered. The
choice is yours.

The trouble with the Undead is just
that, they are dead. Generally they
don’t move very fast and shamble
across the board eventually getting
into combat. Well, that used to be the

TOMB KING,_ OR NOT
TOMB KING?

This is a critical decision and one
you bave to make before going any

Sfurther, A Kbhemri army bas to be led

by a Mumniy General, either a Tomb
King or a Tomb Prince, Taking the

" King allows you to select Chariots as
Core choices and it also gives one
unit of Skeleton Warriors access to a
Magic;ﬁmner Both characters are
the s in the army and both
“My Will Be Done”
a&iﬂ{y wad: in the Magic phase,
allows them to cast the Incantation
of Urgency or the Incantation of
Smiting, IbeKingcm use "l'ld'y WE‘HBe.




case, but Tomb Kings can, if used
correctly. move quicker than a
rampaging Squig on a fit of
destruction, and it is this
attribute that I built my army
around.

. I wanted Chariots in the
/' army and they were my first
choice. Ever since I read The
River God by Wilbur Smith I
had images of chariots racing
across the battlefield sweeping
everything in their path. I
couldn’t manage hundreds of
chariots but settled on two units
of three, each with a Standard and
a Champion. One unit, which
contains the Tomb King, carries the
Banner of the Undying Legion, a handy
item that restores wounds at the start of
your Magic phase and helps keep those
Chariots on the table.

I settled for a Bone Giant and a unit of
three Ushabti. These ‘constructs’ look
great, and are potentially the best
fighting units in the army. They also act
as pincushions and attract missile fire
more readily than bees to the honey
pot. Whilst they are taking the hits your
Chariots can move into position. And
don’t forget you can always restore
their wounds in the Magic phase.

A Khemri army is a frightening prospect for any foe!

And whilst I mention restoring
wounds I will remind you of
something I mentioned earlier, that
there are no cheap give-away troops

GIVE-AWAY!

‘Give-away troops’ is a term [ use to
refer to units that are just that —
units that I can afford to lose as
part of a tactical plan.

You are playing a frenzied Khornate
warrior army and there are 800
points of deadly Knights with a
couple of heroes waiting to smash
into your battle line. Imagine the
thoughts running through the mind
of a 40 point Goblin unit
containing 20 poor lost souls. They
i '-thelr General and

ose of the Knights
m ever 50 slightly off

‘at a tangent so the Knights, who
havc to charge them in their turn,
kill them and overrun right across
the front of your best troops. Voila,
you now have the flank of the
Knights exposed and you hit it with
everything you have. The poor old
Gobbos have not died in vain.
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in this army. You can’t raise new units,
nor can you add to existing troops
like the Vampire Counts can — but the
big advantage is that ANYTHING in
the army can be restored through
magic; Monsters, troops and
characters can all go on forever, even
if the Bone Giant is teetering on 1
wound, you still have the ability to
restore him to full health.

I continued the ‘fast-attack’ approach
with a unit of twelve heavy cavalry and
three Carrion. They are then
supplemented by the backbone of the
army; Tomb Guard, Skeleton Archers
and a deadly Skull Chukka.

The Archers and the Skull Chukka
have proven themselves invaluable.
Giving the Chukka the Heads of the
Foe means that units take Panic tests
at -1 Leadership. Doesn’t sound
much, but many a unit have fled the
table on an average roll of 7, just you
wait and see.

SURPRISE PACKAGE

However, it is the Archers that will
surprise you. I always wanted them in
the army but with a BS of 2 they
couldn’t hit a barn door from ten feet
away. However, during testing they

were blessed by the Asp Goddess
(well, Gav Thorpe anyway) — and were
given the ability to hit anything on a
5+. This magical ability allows the
arrows of the Tomb Kings to seek out
their enemies unerringly. They do not
suffer any penalties or bonuses to hit
when shooting. Move and fire,
skirmishers, large target, behind a
hedge or in a wood, it doesn’t matter,
they always hit on a 5 and they are

vgivl'ﬁf .'. I e I-' »Illi..{:" : :-‘1»-“

Pete fights out the inaugural Tomb Kings battle report — look out for it next issue.

truly worth their weight in gold. You
don’t need as many, in my opinion
missile fire alone never won many
games, but in a balanced army it has
its place.

And so on to my final unit the Tomb
Guard. It was always going to be a
toss up between a unit of these or a
bigger unit of Skeleton Warriors. The
decision was made easy when
Chariots became a Core choice with
the Tomb King as General. The extra
Strength, Toughness and Weapon Skill
plus the Killing Blow ability means
that for 3 points per model over their
Skeleton cousins they were just too
good to leave out. And when you see
what the Icon of Rakaph can do, T am
sure you too will give consideration
to these boys....

IN SUMMARY

And that’s about it really. I have built up
a balanced army that can deal with
almost anything. It is fun but challenging
to play with — an army that makes you
think, looks great and is open to all sorts
of modelling opportunities.

In summary, the Khemri army offers:

* Manoeuvrability

¢ Relentless magic

* Flexibility of troop types
¢ Great war machines

¢ Solid hard-hitting units
¢ Superb magic items

But most important is your ability to
combine all the above and master their
interaction — no easy feat.

If there is one piece of advice I would
give to anyone thinking about
starting a Tomb Kings army it is
this...Sit down and read the rules a
few times. Think of the type of player
that you are, albeit magic and shooty,
combat-based or a combination of the
two, because contained in the list is
an army to suit everyone...
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BLOOD MONEY
by C.L.Werner

he dark tale of the -

bounty hunter
Brunner and his
burning desire for
revenge against
nemies, both new
and old!

Novel
Only £5.99

INFERNO 34

[ales of Fantasy &
Adventure

Uriel Ventris
investigates a
foreboding space
hulk. Badenov’s
mercenaries battle
against Chaos
beastmen. More
lales from the Ten
lailed Cat. Plus an
explosive mix of
features, illustrat-
1s and comic strips.

Only £5.00

FROM THE |
BLACK LIBRARY

BLOOD mo\n

C.L.WWER I"Jtl{

WARMAMMER ¢
L1 B . Y

INTHE GRIM DARKNESS OF THE FAR FUTURE THERE IS DMLY WAR!

A WARHAMMER 40,000 NOVEL BY GORDON RENNIE

MI}EL i]F HEA i‘H'

THE VENGEANCE OF CLOTEN!

Available from all better bookshops

and Games Workshop stores

www.blacklibrary.com

SHADOW POINT
Gordon Rennie

The Gothic sector is

torn apart as
Abaddon the
Despoiler launches a
devastating Black
Crusade in the
sequel to Execution
Hour.

Novel
Only £5.99

WARHAMMER

MONTHLY 64
The all-action comic

Mare shocks in
Bloodquest. Kal
Jerico continues his
off-world
adventures. The
Catachans blast out
of the jungle. Plus
Hellbrandt Grimm
plies his deadly
trade across the
Empire.

Only £2.50
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This month Andy Chambers
takes time out to look back at
what the Warhammer 40,000
Games Development
team have been up to

- casts his gaze to the

- . future and explains

. what we have in
store for you.

CHAPTER APPROVED

BY ANDY CHAMBERS

Greetings citizens and welcome to the Most Effulgent Emperor’s Chapter Approved
column. Well now, my dedicated brethren, it's been quite a while since we had a look
through the parchments in the Games Development oubliette. This month I think it
would be a good time to examine them...

' OUR DEARLY DEPARTED BRETHREN
| believe that there are now a number of
new scriveners since our last visit. It's
true that the Venerable Scrivener
Johnson became a Fanatic, indeed the
Head Fanatic from what I've heard. He
now pursues insane paths as diverse as
sports (Crossref. ‘BloodBow!’
2938/emzV.4), gang warfare (Crossref.
‘Mordheim’ 6548/reD.7, ‘Necromunda’
0966/meL.2), space combat (Crossref
‘Battlefleet Gothic’ 3185/0aG.8) and large
scale conflicts (Crossref ‘Warmaster’
9310/waM.2, ‘Epic’ 3291/akV.7).

CITYFIGHT 4

. WL
) o

i 'y

The 122nd Cadians advance cautiously through a ruine

Quite where this will all end | know not,
although given the diversity of theorems
Scrivener Johnson now propounds |
believe some form of multiple possession
must have taken place!

Spare a prayer also for Scrivener
Thorpe, locked in crusade upon a feral
world where the populace has a great
fondness for warhammers. Apparently
the taint of both aliens and dark forces is
strong in that benighted realm and
Scrivener Thorpe's missives detail their
barbaric traits with a suspicious level of
enthusiasm. He apparently intends
further investigations; | fear he may have

‘gone native’ and given way to the
inevitable lure of godlike status within a
backward culture.

REPLACEMENT SCRIVENERS

In accordance with the relevant
ordinances | have recruited suitable
replacements from amongst the Adepts.
These have now shouldered the great
joy and burden of codifying the forces
and foes of Mankind. Learning from the
fates of scriveners Johnson and Thorpe,
the work is now underfaken in a more
compartmentalised manner so that no
single scrivener risks losing their soul to

d cityscape..
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the damned knowledge they must
contemplate. As such | shall describe
their roles as we review the manuscripts
completed after your previous visit and
those currently underway and nearing
completion.

As an aside, suffice to say that regular
scourgings are still undertaken to focus
the mind and purify the spirit of these
new scriveners. Sadly, the very nature of
the task in hand means the rank stench
of corruption, hairy palms, furrowed
brows and incipient insanity are never far
away. | say this through my own dreadful
personal experience of course, even now
only the most rigorous regime of regular
excruciation stands between myself and
heretical madness. Well, moving along
swiftly...

CHAPTER APPROVED

Here is the ursine Scrivener Haines,
whose first treatise formed essential
components of the first Chapter
Approved annual over a year ago. This
mighty tome codified the most favoured
articles of the preceding year, and even
now finishing touches are being made to
a second volume, incorporating the most
important articles of the preceding year
but updated with a host of new material.

Scrivener Haines, utilising preparatory
notes from myself and the sadly
departed Scrivener Johnson, then moved
on to complete the Battlezone codex
Cityfight. This treatise on the subject of
urban combat in the 41st Millennium was
further illuminated by texts from the

fertile pen of another recruit, Scribe
McNeill, whose upbringing in the wilds of
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the northern reaches belies a fine grasp
of both Low and High Gothic. Both
provided innumerable transcripts for this
publication as we combined our efforts
on an altogether less wholesome tome.

AN EMERGING RACE

Codex: Tau was one of the final books
forming the so-called first revelation, that
of the Xenos. This relatively young alien
race has become a thorn in the
Imperium’s side over recent centuries
and it required bringing to the attention of
our commanders. The shameless
development of technology by these
creatures and their expansionistic empire
of client races has but one positive
element to it from holy Terra's
perspective. That is that it lies directly in
the path of hive fleet Kraken. We can but
pray these loathsome aliens might one
day destroy one another.

INDEX ASTARTES

The first book of the Index Astartes
followed, a compilation of articles on all
aspects of the Emperor’s blessed Space
Marines. Thus begins an heroic attempt
to illuminate each of the legendary First
Founding Legions and their Primarchs,
even unto those that turned to
damnation. We estimate this will
eventually comprise of no less than four
tomes to cover all eighteen legions, with
appendices on the Adeptus Astartes
organisation, rituals, successor chapters,
heroes, offices, weapons and war
machines.

Another new appointee, Scrivener Kelly,
previously a Fulminator for this
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NECRONS

The sinister Necrons have come to take back what was once theirs... \

periodical, made his first great works
inroads into this mighty project, with the
added weight of all the other scriveners
and various alumni of exotic locales. He |
has also made considerable i
contributions to this very Chapter
Approved column on a variety of subjects
as diverse as Xeno lore and Imperial
Guard regiments. {

Another major contributor to Chapter
Approved and Index Astartes has been
the newly arrived Scrivener Hoare. A
great devotee of the Adepta Sororitas
and champion of the oppressed. Even as
we speak I'm led to believe that the next
Chapter Approved Annual and the
second Index Astartes compilation are :
being conveyed by servitors to the h
scriptoriums for copying and distribution.

THE NECRONTYR

So, with a strength of numbers not
previously known, we completed our
current treatise upon the alien races with
Codex: Necrons. This dire race is as old
as the stars themselves and has
slumbered for uncounted millennia
beneath the dust of aeons-dead worlds.
This codex confirms the earlier reports in
this August periodical and expands upon
the terrible threat the Necrontyr
bequeathed upon the galaxy. The deathly
aspect of these nightmare warriors has
appeared upon the battlefields of the
41st Millennium with increasing force and
rapidity. As they stir themselves from
their stasis-tombs we can but speculate
on what their designs upon the galaxy
will be. Little imagination is required to
conclude that they will not be good.
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THE CHAOS LEGIONS

As an extension of the progress made
with Index Astartes, | next instructed
Scriveners Haines and Hoare to
undertake a revision of Codex: Chaos
Space Marines. They set to with the rest
of us assisting as best we could, and of
course keeping a constant watch for
signs of mutation or possession in the
two unfortunates. They appear o have
come through their ordeal remarkably

T

A Iron Warriors Grand Company storms the breach.

sane and whole, although Scrivener
Hoare is exhibiting certain marks which
make me unsure.

The completed revision is something of a
masterwork however great the cost. All of
the corrupted legions are accounted for
and much more besides. A worthy
successor to the much-mourned lost
codices of yore, this book comes as a
timely reminder that the Imperium’s

DAL RO R

greatest foe is, and will ever be, the
diabolic corrupting forces of Chaos. Their
works in Codex: Chaos Space Marines
make it clear that the legions of Chaos
wait poised to deliver Abaddon’s 13th
Crusade against the Imperium, a
campaign which promises to surpass any
in living memory. Even the blood-soaked
sands of Armageddon cannot equal the
carnage that awaits us all.




A sneak preview of two 3:1 scale Cadians!

THE ORDO MALLEUS

The resurgent threat of Chaos has
attained such a pitch that we are
currently preparing Codex:
Daemonhunters. Within this tome we are
detailing such as is known of the
Inquisitors of the Ordo Malleus and the
Grey Knights, Space Marines trained
specifically to combat the daemonic in all
its forms. We have taken particular pains
to ensure that we have included within

this treatise details on combating not
only Chaos forces as they appear
directly as Daemonhunters might have to
overcome any force in pursuit of their
righteous mission. Negotiation is not an
option.

THE EYE OF TERROR

These codices are but preludes,
overtures if you will to our current
undertaking, Codex: Eye of Terror. Within
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this we will attempt to codify some of the
events of the 13th Crusade as well as
the Cadian Gate and its surrounding
environs where the blow is sure to fall.
The codex shall detail the forces of the
Cadians themselves, and their rightly
famous Imperial Guard regiments, the
scrofulous hordes of the Lost and the
Damned, the machinations of the Eldar
of Ulthwe craftworld and the return of
some of the Emperor’s servants long
thought lost in the Eye. How this
campaign will unfold | cannot even begin
to guess, but | feel assured that the
faithful will heed the call to arms with all
the might they can muster to determine
the fate of the Cadian Gate, and what
this will portend for the future of the
Emperor's rule.

There is hope for Mankind of course,
even now myself and Scrivener Haines
are making preparatory notes for a
revision of Codex: Imperial Guard. We
hope to enhance the current splendid
tome with appendices on diverse
formations such as death world veterans,
hive world conscript armies and so forth.
However the Eye of Terror campaign
falls, the Imperial Guard will stand ready
to protect the Emperor’s domain in the
ongoing war.

With Faith in Him we cannot fail.




PATH_TO GLORY

\ _t B Greetings, favoured of Chaos!
" In this, the third installment of

¥ Path to Glory, we continue

showing you how to build your

'small warband force into a

formidable army through a series

‘of skirmish size clashes.These are

| ideal for getting used to playing

¢ with a Chaos force before you

. start with full-scale battles.

{1 Anthony Reynolds: Path to Glory

| allows you to fight small-scale games of
. 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

8 games if you haven’t yet got enough

§ models for a full-scale Warhammer
| battle, or just as a fun game to play if

4 vou have an hour to spare. The basic

. rules for generating 2 warband

| appeared in White Dwarf 275, and were
continued in last month’s White Dwarf.

So what's in this month's Path to
Glory? Well, there is a bunch of
warband scenarios, allowing you to do
more than just the standard ‘line up
and bash them’ fight — as fun as that
is, it’s nice to occasionally oy
something a litde different. Also in this
. month’s edition is a mini battle report
fought berween my own Slaanesh
B warband and Space McQuirk’s rotting
. Nurgle boys. On top of this, we have
| come up with a roster sheet making it
easy to see how much Favour your
| warband has, and keeping everything
B neat and tidy.

§ WARBAND SCENARIOS

To make your warband games more
W@ varied, you might like to try out some
@ of these basic scenarios rather than the
usual ‘Pitched Battle’. Before you set up
| for your game, have one of the players
| roll a D6 and consult the table below:

¥

D6 Scenario
1 Pitched Batile
2 Surprise Attack
3 Defend the Stones
-+ Breakthrough
5 Take and Hold
6 Pi_fchgd Battle

1 —
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When two Chaos Warbands run into

each other they will generally attack
without asking questions, seeing the
opportunity as a good opportunity to
gain the atrention of their god.

Table Set-up: Generally a 4’ by 4'
table. As much or as little terrain as
the players like. Any mutually agreed
way of setting up the terrain.

Set-up: Both players roll a D6.
Whoever rolls higher may choose a
table edge to deploy on. Roll a
further D6. Whoever rolls higher
may choose to set up the first unit
or the second. Players alternate
placing units on the table —
characters (Champions of Chaos
and Sorcerers) are placed last and
all ar the same time. All models have
to be set up within 12" of their
chosen table edge.

Starting the game: To determine
who goes first, roll another D6.
Whoever rolls higher may choose to
go first or second.

Ending the game: 12 turns, or until

- one warband is wiped out or has

fled. A player may elect to voluntarily
rout at the beginning of any of his
own turns if he has suffered 25% or
more casualties, in which case his
opponent automatically wins.

. circle, and there is at least one attacker

A
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STONES

One warband is defending a sacred
circle of monoliths from another
warband determined to claim it as its
own or desecrate it.

Table Set-up: Generally a 4' by 4'
table. As much or as little terrain as
the players like. Any mutually agreed
way of setting up terrain. Set up a
stone circle 12" in diameter in the
centre of the table.

Set-up: Both players roll a D6.
Whoever rolls highest is the attacker.
The defender sets up first. He sets
up all his models within the stone
circle. The attacker then chooses any
board edge, and sets up his warband
within 6" of his chosen board edge.

Starting the game: The attacker has
the first turn.

Ending the game: Unlimited turns.
The game ends when one warband is
wiped out or has fled. A player may
elect to voluntarily rout at the
beginning of any of his own turns if
he has suffered 25% or more
casualties, in which case his
opponent wins.

If at the end of any of the defender’s
turns he has no models within the stone

within it, then the attacker wins.

A




=1 BREAKTHROUCH
One warband stands in the path of
another. Too proud to travel safely
around their rivals, the warband
determines to smash straight through.

Table Set-up: Generally a 4' by 4'
table or board. As much or as little
terrain as the players like. Any

mutually decided way of setting up §

the terrain.

Set-up: Both players roll a D6.
Whoever rolls higher is the
attacker. The attacker sets up
first, within 4" of a 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 first turn.

Ending the game: Unlimited
turns. The game ends when one
warband has been wiped out or
has fled. A player may elect to
voluntarily rout 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 the
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
to their rival.

Table Set-up: Generally a 4' by 4' table.
As much or as little terrain as the players
like. Any mutually agreed way of setting
up the terrain. Place a piece of terrain in
the centre of the table to represent the
sacred place. This might be a temple, a
standing stone or something similar.

Set-up: Both players roll 2 D6. Whoever
rolls higher may choose a table edge to
deploy on. Roll a further D6. Whoever
rolls higher may choose to set up the
first unit or the second. Players alternate
placing units on the table — characters
are placed last and all at the same time.
Models must be set up within 12" of
their chosen table edge.

Starting the game: To determine
who goes first, roll another D6.
Whoever rolls higher may choose to
go first or second.

Ending the game: 10 turns. The
game ends when one warband is
wiped out or has fled. A player may
elect to voluntarily rout 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 murns 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
centrepiece, or none, it is considered
a draw and neither warband gets any
additional Favour Points.
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=3 SURPRIRE ATTACK.

One warband is taken by surprise as
another warband launches an

. unexpected assault.

| Table Set-up: Generally a4’ by 4 table. |
As much or as little terrain as the players |

like. Any mutually decided way of
setting up the terrain.

Set-up: Both players roll a D6.
Whoever rolls highest is the attacker.
The defender sets up first. He can set
up his models anywhere on the
board. Each skirmishing unit must be

at least 8" away from every other unit.
| The attacker does not set up any of

his models.

Starting the game: The attacker has
the first turn. In this turn, he may
move his warband on from any single
table edge. They may not charge on
the turn they arrive.

Ending the game: 12 turns or until

one warband is wiped out or has fled, A |

player may elect to voluntarily rout at
the beginning of any of his own mrns if
he has suffered 25% or more casualties,
and his opponent automatically wins.

L
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So there you have it... Another month of

Path to Glory, and a few more additions

to the Chaos Warbands. In next month’s

article, there will be a bunch of new
mutations — a separate Mutations table

for each of the Chaos Powers, to ensure

that the mutations that your Champion
gets are particularly characterful (and
fun). I will also be introducing the

expanded Injury table, which couldn’t fit

into this month’s article. Until then...

Anthony

steanieds
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" For this game, Space and 1 rolled up
a standard ‘Pitched Bautle' game. 1
would be coming on from the
higher ground, while Space’s
warband would be set up on the
marshiest board edge, eager to
repel the invaders from their land.
Space and I have played several
warband games against each other
and have built up a healthy rivalry
between 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 going from
strength to strength. I was going to
§ be outnumbered by Space’s

" warband — not a good thing,
especially when it included some
really dangerous models (that
bloated Minotaur of his named
affectionately as ‘Belly” has been a
particuiar bane, slaughtering my
entire warband almost single-
handedly on one occasion).

As a reward from my previous game.
for this battle 1 had been blessed by
Slaanesh in the form of a trio of
Daemonettes turning up to lend me
a much needed helping hand. Their
speed would really help me out.
Well, I can hear Space’s taunting me
with “Belly’s gonna get yal”, so on

| to battle!

inning the first turn, 1 began

to move my warband forwards

— those Beastmen and
Daemonettes were quick! T 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 successfully 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 in behind
Space’s warband, hopefully to lure
some of them away from my main
force. 1 was never going to win the
battle in a straight out fight, so needed
to try and divide his force so that T
could pick it off piece by piece.
Hopefully he would bite. My
Champion, Kol Shaargol, together with
i his Warriors of Chaos, jumped behind
. the Chaotic tree to get into a better
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The dreaded "Belly lies in weait as the two wearbands 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 a charge 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, trying to line Kol Shaargol up
for a future charge. Once again, in the
Magic phase Space struck my
Champion down with terrible Poxes.

Secing 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 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 the Warriors and
Chosen — all brandishing Great weapons.

Space’s Warriors displayed an admirable
(from my perspective) ineptitude for
hitting things, causing only one 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, getting
into a good position for a charge in the
next turn while remaining out of line of
sight. The Beastmen again managed to
rally, yelling taunts at the Minotaur
snorting away behind them.

Combat was again indecisive, as I failed to
kill any models, 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

Daemoncttes. 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 attack back. The Sorcerer struck down
one of the Daemonettes, banishing 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
case, readying 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 armour 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,
and pursued and caught the remainder.
That was it, the battle was over as my
Knight ended up fleeing off the table edge.

POST GAME SEQUENCE
| Adding up the Favour 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 Favour Points larger than
my own. Because of this, I gained 5
Favour Points from the game, while
Space gained 6.

Space had gained enough Favour Points
from the game to give his Champion an
Advancement Roll - he gained an

additional Auack. 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 Favour Points to re-
roll these dice, and they both managed
to escape the battle unharmed.

As I had stored up a few Favour Points
from previous games, 1 had enough
Favour to roll on the Second Table (see
White Dwarf issue 275). Rolling the dice
to see what I could get, 1 got double 1's.
A Sorcerer! Cool! And 1 already had a

Slaanesh Sorcerer painted up as well!
Space’s Warband gained an Ogre — his
warband was now easily the most
powerful in the group. I think T 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, I came out of with a stronger
warband. I hadn’t lost anybody from the
game, and had gained a new addition in
the Sorcerer. Now, to find myself my
next opponent. ..
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This month in White Dwarf we're
unleashing two Space Marines
special characters. The rules for
both the Emperor’s Champion and
Captain Cortez of the Crimson
Fists can be found in

Codex: Space Marines.

&b t's been my privilege to fight side
by side with Captain Corfez since
the Battle of Stecl Cross back in

eight-five—three. In that time, T've scen

him surpass virtvally everything the

Apothecariate taught me about the

augmented physiology of the Adeptus

Astartes. To my knowledge only two of

the small bones in his right foot arc still

Captain Cortez,
designed by Colin Dixon.

The Emperor's
Champion,
designed by
Juan Diaz.

36 FISTS OF THE EMPEROR
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FISTS OF

THE EMPEROR

The Emperor’s Champion and Captain Cortez

intact, the rest of his skeleton has been
shattered at one time or another and most
of his body is covered with 2 thick laycr
of scar tissue. I've scen him lead a charge
into a breach with a broken back, fight
for six weeks without food or water,
rousc his men for one last desperate push
with four-fifths of his lifcblood pooled
around his feet. There’s something clse

Capram Cortez leads a Crimson Fist Veferan squad into combat against the foul Orks
mmmumwmnmmummmmwrmnusa:umtumnmmmuuummnmnm-1mn|nummmu.r:uwwmaumuuummmmmmmmmmmmmmmwmaunmmm«wmu

there, something keeping him alive when
logic dictates that he should have died
long ago. I can only conclude the
Emperor has him marked for a grand fatc
indeed.”

~ Apothecary Ruillus of the
Crimson Fists Fourth Battle Company
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The Emperor's Champion cuts down the traitors in the depths of Orbital Hive 72.

he boarding torpedo slammed into
I the outer hull of Orbital Hive 72,

violently folting the Black Templars
Assault squad strapped within its confined
interior. Magnetic bolts clamped into
place, securing the craft to the Hive's
titanium alloy shell. A brief moment of
whining servos was followed by the roar
of focused melta beams reducing the
insertion point to lava-like slag that
quickly cooled as the drops spun off into

spacc.

The Emperor's Champion, Brother
Bethuel, concluded the final verse of the
Rite of Detestation, and released his
harness as the assault ramp dropped. With
a cry of, "Progenitor, Imperator!” Bethuel
led the Assault squad charging through
the still glowing rent in the Orbital
Hive's metre thick, metal skin.

Traitor Guardsmen, followers of the
apostate Techno Magi, Ark Hieron,
charged into the chamber as ancient
automated systems stabilised the air
pressure. In seconds the Black Templars
closed on their enemies, and the close
confines of the compartment reduced the
confrontation to a savage clash of
screeching chainswords and slamming
lasgun butts. The ill-disciplined traitors
stood little chance against the righteous
fury of the Black Templars, who had
clevated swordplay to an art form few
could match.

Bethuel wrenched the Black Sword from
the still twitching hody of a2 man he had
run through moments before, and

addressed the squad.

“Brothers, I have word from Marshall
Wilhelm. Hicron has been sighted at the
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central grav-sync, and we are granted the
honour of confronting him".

Orbital Hive 72 echoed to the sounds of
the Black Templars boarding squads
penetrating deep into its interior. The
vox-net was alive with clipped, efficient
progress reports as squad leaders updated
nearby units of their position and status.

Nearing the grav-syncs that held the
gargantuan orbital structure in a stable
orbit above the gas giant Porphyr III, red
emergency lighting cast a hellish pall
across running battles fonght between
Black Templars squads and desperate
traitors. Bethuel engaged a group of
defenders as they sought to overwhelm his
small force by sheer weight of numbers,
the words of his Chapter's battle hymns
filling the cramped access ways with
ferocious piety.

The traitors fought with a frenzied
desperation that belied the blank
expressions on cach face. The Emperor’s
Champion cut them down in swathes,
every lunge and riposte a formalised
expression of righteous, yet controlled
hatred. As more traitors filled the
corridor, Bethuel came to the realisation
that they were sccking not to assault the
Black Templars, but to bypass them. As
the last traitor fell, it dawned wpon him
that a keening alarm call was sounding
from the baroque vox-horns set within
the bulkheads. So deeply was he engrossed
in the act of dispensing the Emperor's
divine justice that he had failed to register
the din. Inwardly, he resolved to spend an
entire day in penance for his lapse.

Reaching the massive blast door though
which the grav-syncs were located, Bethuel
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turned to address his men. emergency
lighting lending his noble countenance a
sinister aspect. “Brothers, the encmy awaits.
Let none falter in his duty to the Golden
Throne, Templars, with. me!”

The blast door ground aside on ancient
pistons, and the charging Black Templars
were met with a scene that could only
have been conjured by a heretic twisted
beyond sanity. Servitors lined the walls of
the massive chamber. grasping mechandrites
attached where their eyes should have
been, snaking around their heads. Traitor
Guardsmen advanced with a stiff-limbed.
awkward shuffle, cach man sporting an
array of crudely implanted bionics.

But the figure at the centre of the room
was the only opponent Bethuel
acknowledged. The Techno-Heretic Ark
Heiron stood as tall as any of the Black
Templars, a dark halo of mechadentrites
flailing around his cowled head while each
arm bristled with implanted weaponry.

Heiron stood before a vast view port
crafted in the form of the cogwheel icon
of the Adeptus Mechanicus, its entirety
filled by the livid violet surface of the

world below.

With grim realisation, Bethuel saw that

the Techno-Heretic had disabled the grav-
syncs, and even now Orbital Hive 72 was
plummeting to a fiery demise, destined to

burn up in the atmusph:r: of Porphyr 11

Stepping forward to do hattle as the
Hive's death throes began, the Emperor’s
Champion gave his final order to his
brethren. “Go brothers. evacuate the Hive:
this heretic is mine”.
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Head Fanatic Jervis Jobnson
presents this
regular monthly
' column, about
3 Games
Workshop’s
Specialist
Games
range.

THE FANATIC
NEWSLETTER

The lowdown on the world of Specialist Games

Inquisitor Purestrain Genestealer,
sculpted by Mark Harrison.

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

December is a bumper month for new
Specialist Games range models.

For Inquisitor we have a
Purestrain Genestealer, a
tough opponent that will
give any Inquisitor a run for
their money. We also have
conversion packs that will
allow you to make a Magus to
lead your Genestealer Cult,
and another conversion pack that will
provide the Genestealer Hybrids for the
Magus to lead. As if that wasn't enough,
the ever popular Miniatures Designer,
Jes Goodwin, has sculpted us an Inquisitor
scale Space Marine helmet, which can be
used with the Brother Artemis model to
create helmeted Space Marines. How cool
is that!

Also out this month is a Nurgle's Rotters
team for Blood Bowl. Veteran Blood Bowl
coaches will no doubt remember the
Rotters from the 2nd edition of the game.

Grave Guard & Grave Knight
| Battlefleet Gothic Magazine 12

Town Cryer 23

Amazon Warband boxed set
Amazons blister pack

Amazon Champion blister pack
Amazon Priestess blister pack
Am

[«
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Item Game Release Date
Warmaster Magazine 14 Warmaster November
Black Coach & Winged Nightmare units Warmaster November

its November

|| Endeavour Light Cruiser & Falchion Escort

rriors blister pack

 Necromunda

Battlefleet Gothic
Ba_ttleﬂg_e_t Qothic

‘Mordheim  December

Mordheim December
Mordheim December
Mordheim December
Mordheim December
Mordheim December

lood Boy
December

Sadly, the team just fell apart when the
NAF collapsed, but they have managed to
pull themselves back together in time for
the 2003 Blood Bowl season...

Last, but far from least, is the release of
Gary Morley's Amazon Warband for
Mordheim. Gary’s models are quite simply
superb, and paint up like a
dream as the photographs
here prove. They'll be out at
the end of the year.

Oh well, that's all for
this month. Have fun
over the holidays!

Mordheim Amazons,
sculpted by
Gary Morley.

' SURFING THE WEB

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

www.BloodBowl.com
www.Mordheim.com
www.Epic40000.com
www.Necromunda.com
www.Warmaster.co.uk
www.BattlefleetGothic.com
www.Exterminatus.com
www.Specialist-Games.com

i The websites now contain an article
archive. This will tell you whether rules
are Experimental, Official or House
rules. Some can be downloaded as free
PDFs. Check out the relevant website
for more details.




ask them to reserve a copy of the
magazine for you. They should be able
to keep a copy ‘under the counter’ until
you can come in fo collect it.

QUESTION OF THE MONTH

Every month a message is plucked from
the dozens sent fo us and answered in
the newsletter. This month's message
was sent to the Fanatic Customer
Services e-mail address:

Alternatively you can take out a
subscription to any of our magazines by
contacting your local Games
Workshop’s Mail Order department.
Subscriptions run for six issues and
offer a number of benefits, one of which
is that each and every issue of your
favourite magazine will be delivered
directly to your door!

Q. | have great difficulty getting hold of
the Specialist Games range magazines
like Warmaster Magazine, Town Cryer,

Exterminatus, etc. Can you help?

A. It's true, it's not always easy to get
hold of our magazines, as they are only
printed in very limited runs and can sell
out very quickly. There are two ways
you can deal with this. One s to speak
to the staff in your focal hobby store and

If neither of these options work for you,
then you can contact Fanatic directly
and we will be happy to help you out in
any way we can.

Blood Bowl!
Contact Us! We welcome feedback on the magazines and Experimental rules we N‘:g;::s;:g: e
publish. We also have letters pages that need filling so don't hesitate to get in sculpted by'
touch! We can be contacted via e-mail at: fanatic@ games-workshop.co.uk or by Steve Buddle.

post at: Fanatic, Games Workshop, Willow Road, Lenton, Nottingham, 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 much better than we can!).

LIFE IN THE BUNKER
Some highlights of life down here at
Fanatic over the last month:

* There was much excitement in the
Fanatic office when the first copies of the
Blood Bowl Handbook arrived back from
the printers. It looks superb! The new
Handbook will replace the old Blood Bowl
and Death Zone rulebooks in the boxed
edition of the game, and includes all of the
updates from the 2001 Blood Bowl Rules
Review. Blood Bowl coaches with the old
rulebooks can download a copy of the new
version of the rules from the Blood Bowl
website at www.bloodbowl.com or can
order copies of the new Handbooks from
Games Workshop Mail Order.

* Andy Hall, Fanatic's Senior Editor for the
Inquisitor game system, has just started
work on the first ‘Secret Wars' book. Andy's
plan is to produce a series of 32 page
supplements for Inquisitor, each of which
will contain everything needed to run an
Inquisitor campaign. The first book is set
on a mining colony where things are not all
they seem. Budding Inquisitors can expect
to uncover exactly what is going on when
the first Secret Wars supplement is
released in the Spring next year.

» We've just received the first production
pieces of the Ork Battleships designed by
John Manders for Battlefleet Gothic. They
are really superb models — big chunky
ships that John has cunningly designed in
such a way that they can be put together
in a number of different configurations.
We'll be releasing four different ‘named’
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Ork Battleships constructed from John's
master model, and Ork fleet commanders
will be able to create many other unique
designs if they should so desire. Expect to
see pictures of the models in this column
next month.

* Work continues to carry on apace on
both Necromunda Redux

(the next edition of
Necromunda) and Epic
Armageddon (the next

edition of Epic). We have

been commissioning huge
amounts of new artwork for the
new Necromunda Redux
rulebook. Meanwhile Epic Armageddon
has undergone intensive playtesting
thanks to the efforts of the Titans'
Development Team and the 300+
playtesters from the Epic
Armageddon playtesters' vault.

So far everything is going very

well and we expect to have both
games back on the shelves next
year as promised.

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

S S
Jervis Johnson

Head Fanatic

Best regards,

Inguisitor scale Space Marine,
sculpted by Jes Goodwin.

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




Warmaster is one of our
Specialist Games Range. It is a
game of conflict on a grand
scale set in the Warbammer
world. It gives players the
opportunity to command mighty
armies over vast batilefields.
Here Ewan Lamont and Tom
Merrigan fight out a battle
report...

BATTLE AT
THE TOMBS
OF NHEKETKHAR

A Warmaster battle report

SCENARIO - THE BATTLE AT THE TOMBS OF NHEKETKHAR

his battle took place in the desert
I sands to the north-east of the city of

Numas in the Land of the Dead. A

confederacy of Orc tribes under the
leadership of Uglug Grudlug bad descended
[from the mountain passes intent on
plundering near-by ruins for treasure.
Following The Great Mortis River west the
Orcs came to the location of three pyramids
known as the Tombs of Nheketkhar.

Nheketkbar bad been a powerful but cruel
ruler who bad conquered the Lands of the
Dead in centuries past, but his rule bad
failed as together his enemies turned against
bim. Nbeketkhar was defeated and
entombed under the great pyramids that had
been built in bis bonour. With him were also
entombed the warriors of bis defeated army
as punishment for serving Nbeketkhar.

But Nbeketkbar had been prepared. Secretly,
be bound part of bis life essence to The
Sceptre of Damnation, which was said to
possess power over the dead. If used by a
mortal other than Nbeketkbar the sceptre
would call bis spirit from its endless sleep to
return to the living world. Realising this
curse Nheketkhar's enemies placed the
sceptre with bim in bis sarcophagus, for each
of them feared to possess it. Together
Nbeketkhar and the sceptre would be sealed
for all eternity.

Uglug Grudlug's Orcs had camped by an
oasis to the east of Nbeketkbar's tomb and
sent part of their force to loot the pyramids
for treasure. In their brash nature they did
not know the old superstitions surrounding
the Tombs of Nheketkhar, and could not read
the inscriptions on the walls of the pyramids
to beed their warnings. They entered and
defiled Nbeketkbar's Tomb, stole the sceptre
of Damnation and thus released Nheketkhar
from his centuries of death.

Although the entrance to Nheketkbar tomb
was the pyramids rising above the desert, the
crypts for be and his warriors were buried
beneath the sands between the pyramids and
the oasis. It was from deep below these sands
that Nbeketkbar rose and confronted the Orc
defilers. With him rose his old warriors,
bound to Nbeketkbar now in un-death.
Nbeketkhar wanted The Sceptre of
Damnation in bis possession for be bad an
age-old promise to fulfil. At last it was bis
time to bring ruin to the world.

The battle was fought between the Orc
army of Uglug Grudlug and the Undead
forces of Tomb King Nheketkhar. The
important feature is that the Orc army is
split between two deployment areas. One
part of their force is encamped by an oasis
to the east of the pyramids whilst the rest
of the force is returning with the plunder.

In this game the Orcs set up first and must
divide their force between deployment
areas 1 and 3. The defender must deploy
at least 250 points worth of units per full
1,000 points played in each area, but are
free to choose how the rest of their army
is deployed.

STARTING THE GAME

The attackers (Undead) take the first turn
by deploying their entire army in area 2.
This represents them rising from their
ancient tombs to confront the Orcs. The
attacker may not move any units in the
first turn, but units are allowed to shoot
and wizards may cast magic.

The Orcs are on a raid and so are trying to
steal as mush treasure as possible. The
Undead are trying to stop the Orcs from
escaping. Victory Points for units under

Area 1
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half strength and thar are destroyed are
awarded as normal. The following bonus
Victory Points are awarded.

VICTORY POINTS BONUS
Attackers (Undead)

Win! If no enemy units of two
or more stands that started
the game in deployment
area 3 reach deployment
area 1.

Defenders (Orcs)

+150 points For each unit of two or
more stands that started
the game in deployment
area 3 and ended the
game in deployment area
1. Units with one stand or
flying units do not count.

ENDING THE GAME

The game lasts for a random number of
turns (see the Warmaster Rulebook). The
Undead cannot be broken and will not
withdraw except if their general is killed
or captured. The defenders are subject to
the standard withdrawal rules.
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THE BATTLE.
SETTING UP

The Orc army was split into two forces.
Running the gauntlet from the
pyramids to the oasis would be four
units of Wolf Riders, three units of
Trolls and a Giant. The remainder of
the army, consisting largely of units of
Orc Warriors and Goblins, with Black
Orcs in support was set-up by the
oasis. The plan was to put the Undead
under pressure from the oasis side of
the board, whilst the Wolf Riders and
Trolls tried to burst through the
Undead lines.

The Undead are deployed in the first
turn. The bulk of the infantry were set-
up facing the oasis, supported by Bolt
Throwers and Skull Chukkas. The fast
moving units of cavalry and chariots,
along with a Bone Giant and Sphinx,
were deployed facing the pyramids.
The aim was to use the infantry and
missile units to hold off the Orcs set-up
in and around the oasis, giving the
faster and more powerful Undead units
time to hunt down and destroy the
Orcs returning with their stolen
treasure,

OPENING MOVES —
TURNS 1 AND 2

The Orc force looting the pyramids had
been cut off from their encampment by
the Undead, who had risen from their
ancient resting places beneath the
sands at the beginning of the battle.
Deciding that attack was the best plan
the Orcs set out to break through the
Undead lines from both sides. From
the oasis emerged units of Orc Warriors
and Black Orcs and from beneath the
pyramids lumbered the Trolls and
Giant, advancing on the Undead
Cavalry. Meanwhile, the Wolf Riders
headed along the base of the hill to
their left, circling the flank of the
Undead line.

With the Orcs advancing on their
position the Undead forces began to
marshal. The infantry rearranged their
position to defend against the i
inevitable Orc onslaught. Screaming !
skulls reigned down on the enemy
whilst Bone Throwers unleashed their
deadly cargo. The Orc ranks began to
waiver under the missile fire, but then
rallied and came on once more. The
rest of the Undead army held their
ground, the Chariots and Cavalry
waiting for the decisive moment to
strike.

At the start of their second turn the
Black Orcs and two units of Orc
Warriors were in a position to assault
the Undead line of infantry. As they L I _
charged in, a hail of missile fire from The Undead rise from their tombs to confront the Orc horde.

ek
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The Undead Cavalry fail to charge.
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the Undead was enough to slow their
charge. This, combined with some
unlucky dice roles in close combat,
saw the Black Orcs driven off, whilst
the Orc Warriors were almost
completely wiped out. The Undead
infantry decided not to pursue the
fleeing Orcs, content to hold their
ground and defend their strong
position.

On the pyramid side of the battlefield
the Bone Giant and Sphinx had
become stranded in front of the Giant
as they tried to cut off the advance of
the Trolls. Luckily for the Undead, the
Giant was unable to charge because
he was suffering from the effects of
Doom and Despair, an Undead spell
that stops the enemy from moving
into close combat. The Wolf Riders
and Trolls also failed to charge
leaving themselves open to attack.

THE BATTLE RAGES -
TURNS 3 AND 4

Things were looking good for the
Undead. They had repulsed one Orc
assault and the rest of the Orc army
had failed to cover much ground.
Despite this, the Chariots and Cavalry
failed to charge and were unable to
take advantage of the respite and put
pressure on the Wolf Riders.

The Sphinx and Bone Giant, however
were in a position to charge the Orc
Giant and covered the ground easily.
The charge was decisive and the
Giant was toppled and trampled
underneath. The two monsters then
carried on their charge, advancing
into the Trolls in front of them.
Supported by a hero on a Wyvern
though, the Trolls proved too strong,
slaying the Bone Giant and driving
the Sphinx off.

By the oasis the Undead artillery
again opened fire on the Orc horde.
No damage was caused, but the Orcs
were driven back, preventing them
from charging the Undead position in
the following turn.

THE BALANCE SWAYS -
TURN 5

The battle was in the balance and it
was time for the Orcs to make a push
for the oasis. The Trolls, fresh from
killing the Bone Giant, charged the
Sphinx. Locked in bloody combat the
battle was a close fought affair, but
the Trolls were victorious and were
able to push on into the main
Undead defensive position.

On the left the Wolf Riders outflanked
the Undead Cavalry and charged the
Skeletons that were behind and
blocking their path to the oasis. The
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Undead
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The Undead Chariols see off the Wolf Riders.

Black Orcs were also able to charge the
Skeletons, surrounding them. Despite
the hail of missile fire as they closed in,
the charge was decisive and a total of
six Undead units were wiped out. More
importantly the Orcs had broken
through the Undead ranks and a path
was now clear to the oasis.

THE BATTLE IS WON -
TURN SIX

It was time for a last ditch effort from
the Undead. The Orcs had broken
through their lines and looked set to
escape. The Cavalry and Chariots finally
managed to charge the enemy,
sweeping into the flank of the Trolls
and Wolf Riders. The remaining
Skeleton Infantry were also able to
launch a counter-atrack, charging the
Black Orcs.

The Orcs are victorious!

Despite the Skeletons cutting down a
unit of Black Orcs and the Chariots
destroying a unit of Wolf Riders, some
appalling luck on the Undead part
proved their downfall. The Cavalry
were beaten and cut down by the Trolls
as they fled. The Trolls were then able
to counter-charge and drive off the
Chariots before they could cause any
more damage.

In the Orcs last turn of the game the
two remaining units of Wolf Riders
were able to make it to the safety of the
oasis., With the extra points and most of
the Undead army destroyed, the battle
was over and the Orcs had won.

CONCLUSION

It was a close fought battle and one
that was very enjoyable to play. It really
could have gone either way as the
battle swung first one way and then the
next, In the final turn of the game the
Undead came very close to breaking
the Orc army. The Orc army was only
one unit away from their break point
and the Undead being victorious. As it
was, the Orcs managed to survive and
get two units of Wolf Riders to the
safety of the oasis.

——




"i" R\““ \\ﬂ ‘q P T A T L R T T T A T SRS T A LR L R AL A AR LT UL A TR TR

| j“f\“nnq | S
The Predator is a variant of the Rhino

that sacrifices passenger capacity for

superior armour and firepower. These
vehicles have served the Adeptus
Astartes since the dark days of the Horus

Heresy, but were created long before the

Exijovos Uitk Hurkcilly ans led 1ié A CLOSER LOOK AT THE NEW CHAOS PREDATOR KIT

Great Crusade to reclaim the galaxy.

An unsuspecting Blood Angels Predator is ambushed by the Iron Warriors.
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trobing muzzle flashes in the smoke—
Sw:cathtd ruins ahead indicated the

presence of enemy infantry. An instant
later, a missile streaked towards the Iron
Warriors Predator, striking a g]aucing blow
against its turret. The main force of the
cxplosion was deflected by the angle of the
turret's armour, and 2 moment later the tank’s
havoc missile launcher unleashed a salvo of
its anti-infantry warheads. A series of
blossoming cxplosions ripped the defenders
apart, and the dacmonic beings bound within
the Predator cackled as it continued its
progress, grinding the charred corpses of the
Cuardsmen into the ground as it passed.

The tank's commander was a veteran of the
Long War and had been hard-wired into his
daemonic vehicle for many thousands of
years. He read the tactics of the Imperial
Guard infantry as they scuttled through the
scant shelter afforded b)f the ruins; encmy
armour must be near, he knew, and the
infantry were attempting to coordinate their
movements in support of it.

As his vehicle rounded a corner, the
commander voiced his thanks to the Ruinous
Powers as his scope was filled with the
image of his enemy. But it was not a crude,
human-crewed Leman Russ, but a loyalist
Predator, the equal of his own vehicle, and
he had out-flanked it, carning a clear shot at
its vulnerable rear.
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Lining up his turret-mounted lascannon, the
Iron Warriors commander savoured his moment
of \'ictory. The daemons inhabiﬁng the
targeting mechanism keened for the death of
their rival

As his finger closed on the firing stud, a
mighty impact struck the fank from the left,
mangling the lascannon and slewing the turret
hard to that side. The dacmons screamed in
pain, and the commander was slammed against
the inner hull. Superhuman though he was, his
vision blurred for the briefest moment.

A second Space Marine Predator had cmerged
from a sidc strect, and now prepared its killing
shot, surc in the knowledge that its
incapacitated target would offer no resistance.

But the Iron Warriors Predator was far from
defenceless. The daemonic essence lurking
within the tank howled as it reached out, using
its unnatural powers to affect the very fabric
of the tank's form. The warped lascannon
barrel reformed its previous shape and severed
power cables reattached themselves to the
weapon. Regaining control, the commander
instinctively depressed the firing stud, which he
still held in his grip. An incandesce

reforged barrel and struck the enemy tank
squarely at the junction of its turret and hull

The Space Marine Predator was torn apart in
a blinding explosion as its ammunition
detonated, the turret thrown tens of metres
into the air and the hull splitting as titanic
energies ripped it asunder.

Screaming an insanc prayer of gratitude to the
Dark Gods, the commander rotated his turret
back around, drawing a bead on the rear of
the first enemy vehicle. The turret of the
other Predator was traversing, and in a sccond
more the two tanks would be aiming straight
down each other's barrels.

The Iron Warriors commander did not give
the enemy a chance to acquire his target
before denying him the kill forever. The thin
rear armour of the other tmk_ c_if:r;_d no
protection against the shot, m@yef another
kill was added to the r.on‘l'.rrlianﬂlcr's long tally.
WA 7 il

The way ahead was m T, anda.n
garrison would fall before the might of th

Tron Warriors.
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The Games Workshop hobby w H A I s
takes many forms — playing great

games of Warhammer,

Warhammer 40,000, The Lord of

The Rings or one of our other

games systems, converting and

painting miniatures or collecting

and refining a powerful army. ?
Your local Gumes Workshop store
is the perfect place to iry all these &

things, as well as getting expert -
advice from our staff. Here’s a A Games Workshop store is

look at all the different things more than ju st a SbOp. i
your local store can offer you...

5 ¥ x A e
FREE GAMING AND TACTICS ADVICE FREE PAINTING AND MODELLING ADVICE
All our staff are gaming veterans (after all it's what they do for a No matter what your level of painting or modelling skill, if you spend
living!). They can give you sound tactical advice and help you build 30 minutes with one of our members of staff you will see those skills
battle-winning armies and clear up most of your rules queries. improved and might find out something you never knew!

FULL RANGE OF PRODI.I(TS IN-STORE ORDER POINT

All our stores stock a full range of Warhammer, Warhammer 40,000 All of our stores are fitted with an in-store order point which you
and The Lord of The Rings games and models as well as all the can use to get your hands on all of our Specialist Games products,
hobby materials you need to collect, build and paint your armies. plus components and classic models to customise your armies.

WIMWMWWWWMWWM
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BEGINNERS’ SUNDAYS
Sundays are especially devoted to helping those new to the hobby.
Whether you want to learn how to charge your Knights into your
opponent's battleline or lead a squad of Space Marines into battle, all
you need to do is come along! To help those just starting, we run our
special Beginners' Programme, where we can teach you how to play
and help you take your first steps into the Games Workshop hobby.

i, - Yo ,
VETERANS’ NIGHTS
Many Games Workshop stores run days for veteran gamers. They are
aimed at older gamers with plenty of experience on the battlefield. You
can play games against equally experienced opponents, share ideas
about all aspects of your hobby and also play Games Workshop's

more specialised gaming systems. Most of these stores stay open late
to enable these players to play well into the evening.
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THURSDAYS GAMES NIGHT

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

_ fIA
STORE CLUBS

A development of Veterans’ evenings run by some stores (marked
with a red dot on the store list over the page), are special Store
Clubs. These are evenings where the store closes to the public,
and only club members (16+ only) are allowed fo come in and play.
They are a great way to meet new people and expand your
knowledge of the hobby.

YOUR LOCAL STORE...

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

also runs a whole series of exciting and fun events
which will test your gaming skill and expertise. So

what are you waiting for, come and visit your local
_ store today!

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




Games Workshop products are sold by a large number of shops spread
throughout the UK. The best of these are advertised here in

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

(www.games-workshop.com).

We also have Games Workshop stores in 16 different countries across the

world (and independent stockists in even more). Call 0115 91 40000 to find out

AVON
GW BRISTOL [CENTRAL): 13 Sraad Wair.
Tal 0117 825 1533
GW BRISTOL (CRIBBS CAUSEWAY): Unit 128
[next to M&S), Upper level, The Mall
Tel; 0117 958 2528
HOGGOSAURUS TOYSTORE: 5 Wesl Walk,
Yate Town Genlre, Yate, Tel: 01380 722 841
High St, Portishead.
Bad 751

BEDFORDSHIRE

GW BEDFORD: 10 Greylriars
Tol: 01234 273 663
GW LUTON: 12 Park St co. Tel: 01582 417 474

Lalghton Buzzard. Tel: 01525 21

BIRMINGHAM AREA
®GW BIRMINGHAM: 116 Corporation Street.

Tel: 0121 236 7880
GW DUDLEY: Unit Merry Hill Centre,
Briarlay Hill. Tel: 01384 481 B18
GW SOLIHULL: 630 Warwick Road.
Tel: 0121 705 7897
GW WOLVERHAMPTON: Unit 98,
Mander Centra, Tel: 01902 310 486
GW WALSALL: Unil 27, Old Square
Shopping Centra, Tal: Q1522 725 207
DIGITAL DRAGONS: Uinit 33, Sution Shopping
Centro, 65 South Parade, Suttan Cokdfield,
Tel; 0794 1637 783
GAMING CRYPT: 77 Collingwood Drive, Greta
Barr, Blrmingham
Tal: 0121 360 5080

ROY'S HOBBIES & TOYS: 155 Mew Rd, Rubery.

Tel: D121 453 3280

BERKSHIRE
GW MAIDENHEAD: andy House,
a5 King Street. Tel: 01628 621 BS54
GW READING: 111 Broad Street Mall,
Tel: 0118 959 8

Tel: 01635 521211
HAMMICKS BOOKSHOPS:

Bracknell, Tet; 01344 488

Windser, Teli 0

BI.ICKINGHAMSHIFIE
GW HIGH WYCOMBE: Unit 28
The Octagon Centre. Tel: 014
GW MILTON KEYNES: Unit 2,
‘West End Extension, 504 Silbury Baulavard,
M Keynes Shopping Centre.
Tel: 01908 690 4
TREATS: & on Hill,
Princas Risborough, Tel 01844 274 785
CAMBRIDGESHIRE
SGW CAMBRIDGE: 8 Bridge Street
Tal: 01223 313 350
®GW PETERBOROUGH: 2 Wantworth Strest
Tel 01733 800 052
CITY CYCLE CENTRE: 7 Market St Ely.
Tal: 01353 863131
SPORTS & FASHIONS: 51 High St, Huntingdan
Tel: 01480 454 541
TOYMASTER KINGDOM: 15 Hurleigh Sreel
Cambridge. Tek 01223 350388

{531 454

WESTGATE DEPARTMENT STORE: High Strest

St Meobs. Tal: 01480 4735242
WESTGATE DEPARTMENT STORE: C
Strael, Wisbach, Tel: 01536 20352

WESTGATE DEPARTMENT STORE: Park Road

Peterborough, Tel: 01733 562151
CHESHIRE
GW ALTRINCHAM: Unit 1, 17 Grafton Stroet.
Tal D161 929 9856
®GW CHESTER: 112 Foregale Street,
Tel, 01244 211 967
®GW STOCKPORT: 32 Mersey Sguare.
Tel: 0161 474 1427
ABC MODEL SPORT: 82 Nartwich Rd, Crawe.
Tel: 01270 505048
FUNFAYRE LTD: 5 Pitlary Streat, Nantwich,
Tal: 01681 GT0646
R G MARSH LTD / THE HOBEY SHOP:
25 Ghurch Streat, Runcorn. Tel: 01828 573614
CLEVELAND
eGW MIDDLESBROUGH: Unit 33,
A9 Dundas Street, Tel: 01642 254 091
PEAK ELECTRONICS: 201 *ork Rd, Harllzpool.
Tel: 014 3 199
CORNWALL
GW TRURD: Unit
Mew Bridge Stre

Tel 01202 27 ’Clii_\

MAD FOR MINATURES: Unit 20, Marse! House,

Market Hill, 5t Austell. Tel: 01726 72258
COUNTY DURHAM

GW DARLINGTON: 78 Skinnargate.

Tol: 01325 382 463

WINDSOCK MODELS: &-7 Fore

Bishop's Auckland. Tel: 01388 8089 7 E

CUMBRIA
°GW CARL + Unit 2, Earls Lang
Tel: 01228 216

HEATHS: 7& Dalton Ad, Barrow in Fumess.
Tel: 01229 820 435
O'LOUGHLINS'S: 44 Finkle Strast, Kendzl.

Tel: 01539 723264

HOBINSON S MODEL SHOP: 103 Duka Straal,
Whitehaven. Tel: 01846 68523

TOYMASTER: Dunmall Park Shopping Centre,
Marypor Road, Workingion

Tal: 01900 873 322,

DERBYSHIRE

GW DERBY: 42 Sadler Gate. Tel: 01332 371 857
D&E KNOWLES & SONS: 5 Marka! Straat
Buxton. Tel: 01298 24203

FREARSONS LTD: 10 Bridge St Belpar,

Tel: 01773 823 244

SHAWES: & Bank Rd, Matlock.

Tel: 01629 582482
DEVON

©GW EXETER: 12 Paris Streel. Tel: 01392 490 305
GW PLYMOUTH: 84 Comwall Street
Tei: 01752 254 121

o GW TORQUAY: 12 Market Streel.
Tel: 01803 2071 038
AUSTINS: Unit 8 Midas Court, Minerva Way,
Brunell Read, Mewton Abbat. Tel: 01626 333444
DICE ‘N’ DUEL: &5 High Street, Tolnes.
Tel: 01803 863048
GAMEZONE MODELS: 32 Ralle Streel, Exmouth
Tel: 01385 267733
HONITON TOY SHOP

Honiton. Tel: 01404 43

7 High Street,

Tel: 01762 221
WINGS 'N' WHEELS: 4 Phoenix Lane, Tiverion.
Tel 01884 119
DORSET
GW BOURNEMOUTH: 24 Post Office Roed.
Tel; 01202 319 252
© GW POOLE: Unit 12 Towngate Genlra,
High Street. Tel 202 685 534
BATTLE-SCAR: 351-553 Charminster Aoad.

Bewrnamouth. Tel: 01202 258194
PURSUITS: Dighy Road, Sherboma.
Tel: 01935 &1 2

RAZZAMATAZ: -
Te 305 TE0601

MEFWYN S TOYS & MODELS:
. ritra, Gilli

StAlbans Streel, W

ESSEX
® GW CHELMSFORD: Unit 4C, P!
The Meadows Gentra. Tk
GW COLCHESTER: 2 Shart Wyre Street.
Tel: 01206 TET 278
#GW SOUTHEND:
Tﬂl 01 702 461

2 Southchurch Road.

Tm rnl uS 867 133
Street, Brentwood

The Harvey Cantre, Harlow, Tal o 278 427
TOYMASTER KINGDO The Me
Chelm: i, Tl 01245 483355
TOYMASTER KINGDO! Culver St. Wesl
Colchester. Tel: 01206 544344
GLOUCESTERSHIRE
@ GW CHELTENHAM: 16 Pittville Straet,
Tal: 01242 228 419
GW GLOUCESTER: 35 Clarance Streal
Tel: 01452 505 033
CYBERDYNE: 15 Union Streat, Cornhiil, Stroud,
Tal: 01453 7E7722
High St, Tewkesbury,
776
HAMPSHIRE
GW BASINGSTOKE: 3 Potter
Wote Stroet. Tel: 01256 466
®GW PO MOUTH: 34 Arundel Strest
Tl 02302 876 266

QWIS STORES & INDEPENDENT STOCKISTS

where they are. Most Games Workshop stores are open seven days a week
and open late for gaming evenings, but please contact your local store for more
details. Stores with a red dot ( «) represent those with In-store Clubs.

Just to be sure they will have exactly what you want in stock, we recommend you
give them a quick phone call before visiting. If you're still unsure as to where your
nearest stockist is located, why not give us a call on 0115 916 8200.

©GW SOUTHAMPTON: 23 East Streat
Tel: 02380 331 962
GW WINCHESTER: & St Gaorges Streat.
Tal: BED 199
ALTON MODEL GENTRE: 7a Nomancdy Sireal,
Altan. Tel: 01420 542244
DARKSTAR: ove Road, Farmborough
37!
CORMUCOPIA: 51 Sioke Read, Gospor.
Tel: 02382 503 241
ESDEVIUM GAMES LTD: & \Wellingion Streel,
Alde . Tel: 01420 B9800
FAREHAM TOYS AND HOBBIES: Linit 33,
Faraham Shopping Centre, Farsham
Tel: 01329 282183
FOLLY MODELS; F
Tal: 01730 267 532
HOGGOSAURUS TOYSTORE:
20 Chantry Gentre, Andaver
Tal 01380 723 841
PAUL'S HOBBY SHOP: 34 Wellington Way,
Waterloovilie. Tel; 01705 259188
SOUTHSEA MODELS: 65 Aluert Road, Southsea.
Tal: 017056 733208
TOYS OF NEW MILTON: 71 Station Road,
Mew Milton, Tal: 01425 617805
TOYS OF RINGWOOD: 8 The Furlang,
Ringwood. Tel: 01425 472444
HEREFORDSHIRE
HEREFORD MODEL SHOP: 4 Commarcial Foad,
Union Street. Tel: 01432 352809
REVOLUTIONS: 48 Broad 5t, Ross on Wye,
Tel: 01988 562 639
MARTIN'S MODELS & CRAFTS: 28 West 5t,
Leominster, Tel: 01568 613 782
HERTFORDSHIRE
©GW HEMEL HEMPSTEAD: 16 Bridge Street,
Tel: 01442 249 752
GW ST ALBANS: 18 Hentage Close, off High
Street. Tel: 01727 861 193
BOARDMANS: 14-16 Morth Street, Bishap's
Stortford. Tal: 01279 654 033
CHORLE\"\N’ODD MODELS: 4 Lower Road,
Cl ywaod. Tel: 01823 284 313
COMICS UNLIMITED: Unit 11, The Arcade
Letchworth. Tel: 031462 430018
HAMLINS: 231 High Straet, Berkhamsted
Tel: 01684 5381 117
K S MODELS: 19 Middie Row, Stevenage
Tel: 01438 746616
MAINLY MODELS: 688 Hermitage Foad, Hitchin
Tel: 01462 422204
MARQUEE MODELS: Uinit 5. The Marques,
Rallway Streel, Hertford. Tel: 01992 504718
TOYSHOP: 25 rligh Street, Royston.
Tel 017 70
TOYS TOYS TOYS: 47 Howard Cenlre,
Welwyn Garden City. Tel: 01707 331312
ISLE OF WIGHT
FUN, FACT AND FANTASY: 1-3 5t Johns Road
Ayda. Tel: 01083 617323
WIGHT WORLD OF WARGAMES:
14 Gansbrook Hoad, Newport,
Tel: (1583 530200
THE SPORTS & MODEL SHOP: @ Usnian 51
54

Ryda. Tel: 01983
KENT
GW BLUEWATER: Unil 0528,
Upper Thames Walk, Bluswater, Greenhitha, Kent.
Tel: 01322 427 880
e GW CANTERBURY: Unil 5, Iron Bar Lane.
Tel: 01227 452 Ba0
®GW MAIDSTONE: 7a Pudding Lane.
Tal: 01622 &77 435
GW TUNBRIDGE WELLS: 4A Canwien Road,
Tek 01822 525 783
A, BLUNDELL & SON: 27 High Straet
Sittingbourne, Tel: (175 a7
DEAL PRAMS: 30 Mill HilF, Deal
Tel: 01304 365 080
GZ COMPUTEHS LTD.
Ashtord. Tal: 0 3
J. H. LORIMER LTD: 78a High Straet,
Savenoaks. Tel: 01732 452840
JADE MARTIAL ARTS: ¥ Castla Sirest, Hastings,
Tal: 01424 720 330
KIT KRAZY: 303 The Broadway, Bexley Heath
Tel: 0208 2987177
MANKLOWS: 44 Seal Road, Savenoaks,
Tel: 01732 454052
TIME & SPACE: 20 High Street, Broadstairs.
Ted: D1843 B6E006

Tal: C

Hy Arcade, Petersfiald.

ountry Sauare,

THE STAMP CENTRE: 45 High 5t, Gravesend.

Tel: 01474 534166

WHITES: Stone St, Cranbroak, Tal: 01680 713288
LANCASHIRE s

GW BLACKPDOL: 8 Biley Streat

Tel; (1253 752 056

GW BOLTON: Unit 13, The Gate Centra.
Tel: 01204 362 131
e GW PRESTON: 15 Miller Arcade,
Tel: 01772 821 B5S
A & B GAMES: 57 Chapel Strest, Chorley,
Tal: 01257 261833
ARTHUR BENN: 4 5t James St, Burnley.
Tal: 01282 422 546
HAMMICKS BOOKSHOP: 46/47 The Spindles
Centra, Oldham, Tel: 0161 6205543
MERCER & SONS: 2
Telk 01254 58700
RICHARD LANCASTER: 35-37 Queen 51,
Morecambea. Tel: 01524 410 304
TOYMASTER: Deansgate, Bolion
Tel 01204 298 248,
TWIN SUNS: 125-127 Blackbum Foad,
Aceringion. Tel: 01254 386665
WIGAN MODEL CTR: 58 Market 5t, Wigan.
Tel: 01842 245 A3
LEICESTERSHIRE
®GW LEICESTER: Unit 2,16/20 Silver Straet,
Tek 0116253 D510
GW LOUGHBOROUGH: 22 Biggin Street
Tel: 01509 238 107
STEVE'S MODELS: Bullens Caurtyard,
Mill Lane Maws, Ashby-da-la-Zauch,
Tel: 01530 416827
LINCOLNSHIRE AREA
GW GRIMSBY: 9 West St Mary's Gate.
Tef: 01472 347
GW LINCOLN: Unit SUA, Saltergata (on outside
of Watarside Cantre), Tel; 01522 548 027
ACCESS MODELS: 16 Markat Place, Grantham,
Tel: 01476 5592001
CASTALINE: 18-20 Upgate, Louth,
Teel: 01507 602148
G.T. COLLECTABLE CARDS: & Craown Walk,
Bourne. Tel 01778 422638
MASON'S MODELS: 20 New Road, Spalding.
Tel: 01775 722456
M.S STURGESS: Tardis, Quadring Bank,
Quadring. Tel; 01775 821 867
TOYMASTER: The State Buliding, Church Strest,
Gainsborough. Tel: 01427 676000
WESTGATE DEPARTMENT STORE:
7 Market Place, Spalding. Tel: 01775 713424
MANCHESTER AREA
o GW MANCHESTER (CENTRAL): Unit R35,
Mardsen Way South, Amdale Centre.
Tel: 01A1 834 6871
GW MANCHESTER (TRAFFORD CENTRE):
Unit H2, Fastival Village, The Tratford Centra,
Trafford Fark. Tal: 0161 747 2121
STEVE WEBEB MODELS & HOBBIES:
B0 Church Strest, Frodsham, Warrington
Tak: (928 735225
TOYMASTER: 3’5 Silk Sirest, Leigh.
Tel: 01942 671118
MERSEYSIDE AREA
®GW LIVERPOOL: 47 Lord Street,
Tel: 0151 258 1404
GW SOUTHPORT: Unit K2, Marble Flace
Shopping Centre. Tel: 01704 501 255
o GW WARRINGTON: Unit 20, Time Square
{near Currys). Tel; 01925651 984
FIRESIDE MINIATURES: 206 Liscard Rd,
Liscard, Wallasey. Tel: 0151 691 1883
RS MODELS: 59 Telegraph Fid, Heswall, Wirral
Tel: 0151 348 4363
MIDDLESEX
A BOVILL WRIGHT LTD: 127 Hich Streat,
Ushridge, Tel; 01825 450 304

1-27 Northgate, Blackburm.




MILTON KEYNES
GW MILTON KEYNES: Unit 2, West End Extension, .
=04 Siibury Boulevard, Milton Keynes Shopping
Centre. Tel: 01908 6290 477
NORFOLK
®GW NORWICH: 12-14 Exchange Street.
ek 01603 767 656
EMPIRE: 121 Norfolk Streel, Kings Lynn,
=t 01553 765 174
SUNSTANTON MODELS: 248 High Streel,
=unstanion, Tal: 01485 533324 / 834466
WESTGATE DEPARTMENT STORE: Vancouvar
Centre, Kings Lynn. Tel: 01553 760981
WESTGATE DEPARTMENT STORE:
Markal Place, Disz. Tel: 01375 652248
STARLINGS -TOYMASTER: 31/33 High Strest,
Sheringham. Tel: 01263 822368
STARLINGS-TOYMASTER: 12 High Straet, Holt
=4 01263 713101
TOYMASTER KINGDOM: 15 Car Straet, Ipswich,
Tet 01473 253045
YOUNGSTERS WORLD: 26a High St
E=2t Dereham. Tel: 01768 562 372
SLACKFISH GAMES: North Walsham.
= 01692 403 372
NORTHAMPTONSHIRE
SW NORTHAMPTON: 38 Princass Walk,
Srosvanor Centre, Tel: 01604 636 687
GREEN ANGEL CARDS & GAMES: 165 Mill Foad,
s=tening. Tel: 01535 350 248
CUT MY OWN THROAT GAMES: Grackloy Stores &
Sget Office, 30 High Strest, Bracklsy,
= 01280 706 917
OSBORNE SPORTS & TOYS: 118 High Street,
Sushden. Tel: 01933 312415
TOYMASTER: 41/43 Princes walk, The Grosvanor
C=ntre, Norhampton.
TOYMASTER KINGDOM: 53 Newlands, Kettering.
ek 01536 512507
WESTGATE DEPARTMENT STORE: Ellzabeth
S==el, Corby. Tel: 01536 203525
NORTHUMBERLAND
FAIRPLAY: 1A Pudding Mews, Hexham
T 01434 60GETE
NOTTINGHAMSHIRE
BSW NOTTINGHAM (CENTRAL): 34a Friar Lane.
T= 0115 948 DES1
SGW WARHAMMER WORLD: Willow Road, Lenten,
= 0116 916 B410
ACCESS MODELS: 43-45 Caslle Gate, Newark.
T=i 01636 673116
TOYMASTER: 43 Stodman Strest, Newark,
W= 01636 611211
TOYMASTER: 4/5 Spa Lane, Retford,
T=k 01777 700330
TOYMASTER: 9 Eridge Court, Worksop.
Tek 01900 431330
RLKESTON CO-OP: 12 Sauth St, llkeston
Jek: 0115 932 7777
MODEL BASE: 12 Gateford SI, Worksop.
Tel 01802 501 752
SRIDGE STREET MODEL SHOP: 12 Bridge 51,
Mansfishd. Tel: 01623 22215
PUZZLES PLUS: 18 Bridgagate, Retlord,
w= 01777 708628
OXFORDSHIRE
®SW OXFORD: 1A Bush House, New Inn,
=al Street. Tel: 01865 242 182
DENTONS: 202 The Broadway, Didcol.
= 01235 B16566
DENTONS: 1 High Strest, Witney.
= 01993 704 972
TRINDER BROS: 2-4 Broad Streat, Banbury.
T=i 012895 262 546
SOMERSET
SW BATH: 30 Upper Barcugh Walls
T 01225 314 414
SRIFFINS GAMES: & The Centre,
Wsston Supar-Mare, Tel: 01934 429799
JUST FOR FUN TOYMASTER: 4C Ken Foad,
Sievedon. Tel: 01275 341818
MRACKERS: 5 Bath Place, Taunten,
Seb 01823 335057
THE ELLENBRAY PRESS: The Old Library,
Westway, Frome, Tel: 01373 482138
WELLS MODELS: The Old Chapel Bakery,
Lmion 51, Wells. Tel: 01749 675 262
¥EOVIL COLLECTORS CENTRE: 16 Hendiord,
Yool Tel: 01835 433739
SHROPSHIRE
WEW SHREWSBURY: & Market Street, Shrewsbury,
=91 ILE. Tel 01743 362 007
FUNFAYRE LTD: 30 Church Straal, Osweslry,
FUNFAYRE LTD: 7 Claremont Streat, Shawsbury.
= 01743 233647
SANDA GAMES: 4 Albert Place, Donninglon,
Seoed. Tel: 01952 676722
SUESTING KNIGHT GAMES: & Cld Bakary Row,
8= Parada, Wellington, Tefford. Tet 01952 417747
SO8BY HORSE: 62 Whitourn St, Bridgenorth.
W 01745 TE6 659
STAFFORDSHIRE
WEW STOKE: 27 Staflord Street. Tel: 01782 205 287
4 W. BAGNALL: 18-20 Saler Streat, Stafford.
= 91785 223349
THE OLD BELL: ¥ Lawer Gungate, Tamworth,
W= 01827 310 320
T00 FAT GOBLINZ: Unit 3, The Colonads, East
Bams Street, Stafford, Tel; 01785 244409
THE TOYBOX: The Maifings, Uttoxeter.
e D1BBY 565 357

TR
SUFFOLK
GW IPSWICH: 49 Buller Market, Ipswich.
“Tet; 01473 210 031

HALESWORTH TOY SHOP: The Thoroughiare,
Halesworth, Tel: 01986 874270

HERESY & EMPIRE: 14 Undarclifie Road West,
Falixstowe. Tol: 01354 275555

MODEL JUNCTION: 10 Whitting St,

Bury 5t Edmunds, Tel: 01284 753 456

TOY BOX: 32 New Marks!, Beccles.

Tel: 01502 712785

TOYMASTER KINGDOM: Gaol Lane, Sudbury,
Tol: 01787 372238

TOYMASTER KINGDOM: 52 Cornnill. Bury 5t
Edmunds. Tak: 01284 761646

TOYMASTER KINGDOM: 56 London Fd {MNorih),
Lowesioft. Tel: 01502 SE5688

TOYTOWN: 8 Church Street, Woodbridge,

Tal: 01394 383170

WESTGATE DEPARTMENT STORE:
141 London Road, Lowerstoft, Tek 01502 512444
SURREY

®GW GUILDFORD: Unit 1, 212 Tunsgata,
Tel 014832 451 793
GW WOKING: Unit 3 Cleary Cour.
Tel: 01463 771 675
DORKING MODELS: 12-13 Wast Streot, Dorking
Tel: 01306 BE1747
HAMMICKS BOOKSHOP: 12-13 Baliry Ctr, Redhill,
Tel: D1737 770334
NASEEM: 53 High Street, Wallon on Thames,
Tel: (1932 252560
TAYLORS TOYS & SPORTS:
10 Chipstead Valiey Road, Coulsden,
Tel: 0208 660 0710
THE TOY SHOP: §2 High Street, Felgata.
Ted: D1737 245300
SUSSEX AREA
®GW BRIGHTON: 7 Nile Street. Tel: 01273 203 333
o GW CRAWLEY: 11 Broadway, Tel: 01293 552 072
GW EASTBOURNE: 13 Tarminus Road.
Ted: 01323 641 423
BIG KIDS TOY SHOP: 2 Clinton Flace, Seaford,
Tal: 01323 BHR059
CHICHESTER TOYS: 53 South Street, Chichester,
Tal: 01243 7HH05S
GENTLE GALLERY: 2 Shally Housa, Bishopric,
Horsiham, Wast Sussax. Tal: 01403 258567
GENTLE GALLERY: 3¢ High Strect, Steyning,
West Sussex, Tel: 01003 812033
HEATH MODELS & TOYS: 25 Sussax Foad,
Haywards Heath, Tel: 01444 459785
IDEAL FOR KIDS: 13 Guildbourne Centre,
Warthing. Tel: 01503 208203
K C'S GAMES SHOP: 31 Was! Buildings, Worthing.
Tel: 01203 237983
TRAINS MODELS AND HOBBIES: Unit 1,
Harfield Court, High Street, Bognaor Regis.
Tel: 01243 BEATET
TYNE AND WEAR AREA
eGW NEWCASTLE (CENTRAL): 63 Clayion Street,
Tel: (i1 232 2418
GW NEWCASTLE (METRO CENTRE):
Unit 814, First Floar (near the Mediterransan Village)
Tel: 0184 4561 0950
TOYMASTER: 4 The Arcade, The Metro Centra,
Gatashad.
Tel: 0191 260 2200
5.R. GLADSTONE & SON: 25 Bodiord 5t
Morh Shields. Tal: 01891 257 0335
COATS MODELS: 44 Market Placa, South Shialds.
Tel: 0191 427 7844
WILTSHIRE
®GW SALISBURY: 18 Winchester Streat.
Tel: 01722 330 955
SGW SWINDON: 50 Flest Streed. Tal: 01793 436 035
CYBERDYNE: 15 The Shires
Tel: 01380 859277
H DUCK: 114 High Straet Marlborough.
Tel: 01672 512170
HOGGOSAURUS TOYSTORE: 28-30 Marypart 51,
Davizes. Tel: 01380 723 841
RAW MODELS: 3-5 Eas! Streal, Warminster,
Tel 01985 215418
WARWICKSHIRE
GW COVENTRY: Unit 39, Upper Lavel, Cathadral
Lanes Shopping Centre, Tel: 02476 227 311
GW LEAMINGTON SPA: 22 Park Street,
Tel 01526 435 771
JOTO RAILWAYS & MODELS: 7 Lawrsnca Snerfi 5i,
Rugby. Tel: 01788 562 372
NUNEATOM BOOKSHOP: 24 Abbey Steet,
Murgaton, Tel: 02476 342000
WAR GAME WAREHOUSE: 8 Clusens Arcade,
Muneaton, Tel: 02476 388883

Santre, Trowbridge.

Lt TR

WORCESTERSHIR
GW WORCESTER: 4 Charlas Straet
Tet: 01305 616 707
ELECTRONIC DUNGEON: 4a Graham Foad,
Great Malvern, Worcaster. Tel: 01684 821618
HOGGOSAURUS TOYSTORI
The Kingfisher Centre;, Redditch.
MODEL MAYHEM: 51 Bridge 51, Evesham,
Tel: 01386 421431
T.P ACTIVITY TOYS: Severn Road,
Stourport on Seven, Tel: 01209 B72800
YORKSHIRE AREA
GW BRADFORD: 4 Piccadilly, Bradford.
Tai: 01274 739 430
GW DONCASTER: Unit 10, The Colonnades
Tal: 01302 320 535
GW HARROGATE: 25 Bsulah Strael.
Tei: 01423 564 310
®GW HULL: 30 Paragon Street, Tel: 01482 583 576
o GW LEEDS (CENTRAL): 12-16 Cantral Road.
Tel: 0113 242 0834
GW LEEDS (WHITE ROSE): Unit 28D,
'White Rose Centre, Tel: 0113 272 3470
®GW SHEFFIELD (CENTRAL): 16 Fitzwilliam Gate.
Tel 0114 275 0114
GW SHEFFIELD (MEADOWHALL CENTRE):
Unit 218, High Street, Upper Mall {naxi to entrance
near Boots), Tel 0114 256 9836
@ GW YORK: 13A Lendal. Tal: 01804 628 014
TOYMASTER: 54 James Sireal. Bradiond
Tel: 01274 724 733,
TOYMASTER: 78-52 Tha Moor, Sheffield.
Tai: 01142 76881,
TOYMASTER: 182 Binglay Road, Shiplay,
Tel: 01274 530310,
TOYMASTER: 47 Jamas Stresl, Harrogate.
Tei: 01423 584 335,
TOYMASTER: &/8 Markaet Hill. Scunthorpe
Ted: 01724 271020
TOYMASTER: 49 Crystal Peaks Shopping Cenfre,
Sheffield. Ted: 0114 247 5749
TOYMASTER: Meadowhall Shopping Centre,
Shetfield, Tel: 0114 256 5379
TOYMASTER: 16 Market Street, Huddersfisld,
Tal: 01484 544664
MAGAZINE WORLD: 2-6 Commercial Sireat,
Halifax. Tal: 01422 330547
MAYFAIR TOYMASTER: Wednesday Market,
Beverly, Hull, Tel: 0482 BE2777
SHERMANS MODEL SHOP:
19 Dunstall Street, Scunthorpe, South Humberside.
Tel: 01724 B42439
SPACE MYTH & MAGIC: 32-40 Quean Strest,
Searborough. Tel: 01723 501821
WESTGATE DEPARTMENT STORE: Middicion
Grange Shopping Centre, Harllepoo!
Tel: 1429 244337
WESTGATE DEPARTMENT STORE:
17-25 High Street, Scunthorpe, South Humbsrside,
Tel: 01724 281888
KITCRAFT: 2 Kandray Streat, Barnstey.
Tel: 01226 206080
LONDON
GW BRENT CROSS: Unit FS, Lower Mall
(near Fenwicks), Brent Cross Shopping Centre.
Tel: 0208 202 4975
@ GW BROMLEY: 24, The Mali, Bromizy.
Tal: 208 466 0678
GW CROYDON: Unit 35, Drummaond Centre
(outside the back of the centre), Kesley Foad,
Tel: D206 BB0 4600
®GW EALING: 520 5t Saviours Mall, Ezling
Broadway Centra. Tel: 0208 840 0171
®GW ENFIELD: 3/5 Genolin Road.
Tel: 0208 363 3236
GW HAMMERSMITH: 161 King Street
Tel: 0208 846 8744
GW HARROW: 295 Station Street.
Tel: 0208 881 2330
GW KENSINGTON: Shop 7, Lancer Squars,
Kensington Ghurch Street. Tel: 0207 237 7011
©GW KINGSTON ON THAMES: 33 Fifa Road.
Tel: 0208 544 5224
GW LONDON (OXFORD ST): Unit F10,
The Plaza Shapping Centre, 1st floor,
116-128 Oxford Street. Tel: 0207 436 0839
GW RICHMOND: Unlt 8, Westminster Housa,
Kew Road. Tel: 0208 248 6122
GW ROMFORD: 12 Quadrant Arcade.
Tel: 01708 742 140
GW STAINES: 52D Eimsleigh Centra
(at back of M&S). Tel: 01784 480 675
GW SUTTORN: Unit 24, Times Square
Shopping Centre. Tel: D208 770 2454
GW WATFORD: Unit O, 1A Quasn Straet,
Harlequin Centre. Tl 01923 245 388
FREDERICK BECK LTD: 22-2G Camdan Passage,
Islington. Tal: 0207 226 3403
HARRODS: Knightsbridga
JOHN SANDERS: 77-79 High Streat, Fuislip
Tel: 01895 634845
LEISURE GAMES: 91 Ballards Lane, Finchiey.
Tel: 0208 346 2327
TOYSTOP: 377 Upper Richmond Hoad West,
Easl Shean. Tel: D208 676 5228
WESTGATE DEPARTMENT STORE:
145 High Street, The Harleguin Centre, Watford.
ELYS: 16 St Georges Rd, Wimbladon,
Tel: 0206 946 2191
ROSSIS OF LONDON: 265 Chingferd hount Ad,
Chingford. Tel: D207 525 1920
TOY CITY: Unit 62, Wasdgrean Shopping Centra.
Tel: 0208 8810770

0 Kingfisher Walk,

EECIERRRA SRR
TOYSTOP CLAPHAM JUNCTION: 75 5t Johns g
Read, Clapham Junction, Tel 0207 2289079
TOYSTOP PUTNEY: 377 Upper Richmend Road
West, East Shaen, Tel: 0208 676 5229

WALES
GW CARDIFF: 31 High Street. Tel: 02920 644 817
©GW NEWPORT: 25 Skinner Street.
Tel 01633 256 295
® GW SWANSEA: 45 Princess Way.
Tel; 01792 463 D60
ACME COMPUTERS: 210 High Sirest, Bargar,
Gwyned LLS7 1NY. Tal: 01248 371457
ALBATROSS: 29 Piar st, Abarystwyth, Dyfad.
Tel: 41970 617836
ARTISTS CORNER: 7 Beaulort Sq, Chepslow.
Tel: 01291 627 323
BRITE IDEAS: Uinit 1, Bank Street, Wrexham.
Tl 01978 758 451
J. CLARK TOYS & GIFTS: 13-15 High St Brecon,
Tal: 01874 622 BES
LIGHTFOOT MODELS & TOYS: 16 Quean St Rhyl,
Clwyd,
Tel: 01745 331 564
SCOTLAND
® GW ABERDEEN: Unit 1, 30/40 Upper Kirkgata,
Tel: 01224 621 261
GW AYR: 10 Arran Mall. Tel: 01282 610 673
GW BRAEHEAD: 115 Brashead Shapping Cenlre,
King Inch Road. Tel: 0141 885 8440 &

o GW DUNDEE: 110 Commercial Strest.

Tal: 01382 202 352 1
GW EDINBURGH: 136 High Streat.
Tak: 0131 220 6540

@ GW EAST KILBRIDE: 4 Righead Gate,

WRH

TH

(at the back of M&S). Tel: 01355 224 680 ‘."1
GW FALKIRK: 12 Cow Wynd. il
Tel; 01324 624 553 8
GW GLASGOW: 198/200 Hope Strest. 4

Tel: 0141 332 5588

INVERNESS TOYS: 15/18 The Victoria Markat,
Invarness. Tel: 01463 222235

JUNNER'S TOYMASTER: South Street, Elgin. }
Tel: 0143 542 452

MARIONVILLE MODELS: 42 Tum House Foad,
Edinburgh, Tei: 01313 177010

THE HOPE CHEST: 103 High St, Kinross,

Tal: 01577 852516

THE HOPE CHEST: 22 Hunier Street, Kircaldy.
Tel: 01552 260116

TOY WORKS: 22 Almand Vala Shopping Centre,
Livingston, Wast Lothlan, Tel: 01508 432200
SPORTS AND MODEL SHOP: 65 High Sireat,
Dingwall, Highland, Tal: 01349 BE2346

STATIC GAMES: Argyle Marke:, 42 Argyle Street,
Glasgow. Tel: 0141 2265414

CHANNEL ISLANDS
ALADINS CAVE LTD: Les Canus Road, Capelles,
Jarsey. Tel: 01481 728468
CAROUSEL: 56 Commercial Arcade,
5t. Peters Port. Tal: 01481 721721
THE LITTLE SHOP: 12 Conway Street, St, Helier.
Tel: 01534 732187
NORTHERN IRELAND
GW BELFAST: 70A Castie Cour (lowards back of
the Centra), Tel: 02880 23 36 B4
EIRE
GW BLANCHARDSTOWN: Unit 248a,
Blanchardstown Shepping Centre, Dublin.
Tel: 01522 3468 .
GW DUBLIN: Unit 3, Lower Liffey Street,
Tal: 01872 5791
GAMER'S REALM: Unit &, The Corner Slara,
Middla Street, Galway, Tel: 00353 31563006
IT'S MAGIC: Unit 223, Eyre Sguare Shopping
Centre, Gaiway. Tel: 00353 91 563313
KILLARNEY MODEL RAILWAY: Goech Fload,
Killzrney. Tal; 064 34000
NODDY'S: Tha Com Market, Cork,
Tal, 00353 214 275946
PICK & SAVE: Unit 7 Longwalk Shopping Gtr,
Dundalk, Tal: 042 9327356
THE GATHERING: 43 Lower Gerald Grillin Siraal.
Limerick. Tal: 081 315133
THE HOBBY SHOP: 85a The Quay, Waterord.
Tab (51 852227
INTERNATIONAL ACCOUNTS
SOUTH AFRICA
WIZARDS WAREHOUSE: Lower Level, Edan Mall,
Van Ribeeck Avenus, Eden Vale.
Tail: 0027 21 683 0360
ESSWEX RETAIL: Shop 204, Northclifte Cormear
Shopping Centre, Comer of D.F. Malan Drive & o
Lawley Avanue, Roosevalt Park, Johannasburg.
Tel: DO27 11 BBA3E19
MALTA
ICON LTD: 83, Trig Misrah I-Barrieri, Msida,
Tel; 00356 227990
K HOBBIES LTD: Hompsasch Road, Fgura,
Tel: D356 21 BES5 423
~ GREECE
FANTASY SHOP: 3 Septamvriou 103, Alhens
10434, Tel: $:0301 B231072
UNITED ARAB EMIRATES i
HOBBYLAND TRADING: PO Box 2646, Dubal. {1
Tel: 0087 14 34093325 Eﬁ
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W Paul Sawyer, has
g% been collecting a
B Chaos army. This
@ series of articles
§ shows how he
' collects the army to

For the past few
i months White
{ Dwarf Editor,

| abudget of £30 2
| month. The army is
looking well-
rounded now,

| just like Paul
himself...

—-Well, I had arranged three games in
our Studio campaign but with a trip to
Calgary looming for the Canadian
Grand Tournament I didn't get to play
any of them before I went. No worries
—1 had a plan to get a few games in
whilst over the other side of the pond
and I could always play the
outstanding games when I got back to
dear old Blighty.

Agonisingly I didn't quite finish the
Chaos Marauder Horsemen so they

sk

stayed in England. I'd put in as much
time as I could to complete them for
the trip but in the end the Ruinous
Powers decreed it wasn't to be. [
spent some time on the flight out
working out an army list that would
be pretty rounded against most armies
as I had no idea what I'd be facing.
The following is what I came up with:

Vradchuk, Exalted Champion ...... 269
Gredt weapon, Chaos armour, Amulet of Chaos.

Riding in Scythed Chaos Chariot with one Chaos
Warrior crew (halberd and beavy armour).

Paul has been spending a lot of time painting to try and claw back the time he lost last month...
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Uuz'Bedyre, Sorcerer of Chaos.... 176
Level 2, Barded Chaos Steed, Dispel Scroll, Spell
Famtiliar.

Scythed Chaos Chariot ................ 120
Two Chaos Warriors with balberd and beavy
armour,

5 Chosen Knights of Chaos.......... 340
Full command, Chaos armour, War Banner.
12 Chaos Wargiors ......cc.ccccvveeeeene. 234

Full command, balberd, beavy armour and
shield.

16 Marauders of Chaos ................ 137
Full command, light armour and shield.

6 Warhounds of Chaos .........c.ceue.e. 36
6 Warhounds of Chaos .................. 36
Spawn of Chaos ..........c.c.ceveveennn. 60
Toral . b s s i 1,139

; A R

The day after I arrived in Calgary I
took the army for a couple of games
in the Sun Ridge and Chinook Games
Workshop stores. In the Sun Ridge
store I was to fight Jordan Nail's
Empire army. At the Chinook store [
took on Joe Jessop’s Skaven.

= WEARTING HUMARE

Jordan’s Empire army contained a
couple of Wizards and a Warrior
Priest, 8 Knights, a regiment of
Handgunners, a regiment of
Greatswords with huntsman archers
detachment and these were backed up



by a Great Cannon and a Volley Gun.
Sorry, this isn’'t more exact but due to
a long flight and sleep deprivation

coupled with typical disorganisation I
forgot to get a copy of his army list...

The game was stacks of fun as the
impetus swung back and forth. Stars
of the game were the Empire
Handgunners and their Volley Gun.
On the Chaos side, Vradchuk would
have been most pleased with the
Chariots.

In the'end we called it a draw —
another couple of turns and Vradchuk
(wounded and now on foot) plus the
lone Chosen Knight Champion would
have done for the Empire on one
flank whilst on the other only the
Greatswords and Warrior Priest
survived, trying vainly to chase down
Uuz'Bedyre.

We lost track of the number of turns
played and as we were having so
much fun we agreed to play until I
was dragged to the next store.

LEA NG POINTS
1. I need to learn how to deal with
independent characters better. The
two Wizards, and later on the Warrior
Priest, gave me a big problem as they
flitted around stopping march moves
or evading my efforts to eliminate
them. Maybe a single character of my
own would have done the trick and
I’'m considering adding more
characters now the army’s growing.

2. Magic is still something I'm getting
the hang of. In hindsight I'd not
bother with the Spell Familiar as two
spells is more than enough in a game
of this size. I also need to work on the
tactical side of spell-casting (instead of
following the procedure I use with my
Dwarfs — dispel, dispel or dispel).

Can 1 just point out how much I hate
facing the Skaven. Good, now that’s
out the way I can tell you that Joe’s
army consisted of a Warp Cannon,
Night Runners, a big block of Clanrats,
a mob of Plague Monks (with the
inevitable Plague Priest) and a
regiment of Stormvermin. A couple of
Warlocks and a Warlock Engineer
(armed with those pesky Warp
Lightning spewing Warp Blades...)
finished things off.

The game started with Joe flinging
Warp Lightning all over the place and
Uuz'Bedyre didn’t have the Dispel

¥ As i'm normally a Dwarf player, it's
¥ been a refreshing change to be
painting cavalry. One of the things I
| learned quickly is howmuch better
' the borses looked if you fill the join at
A the neck and also around the tail
with Green Stuff. A little extra effort
| here can make the finished piece look
- so much better.

' | As [ was giving my Horsemen flails they'd bave to
‘R be conversions — the miniatures can be made
N carrying javelin or bandaxe but not flail.

N The solution is pretty easy — using the flail beads
| from the plastic Marauders regiment I bought in

' the first month of this series I clipped the business

| end of the flail off and also clipped the béad a

| shaft of the javelin
arm to make the baft

of the flail. Then it
was a simple matter
of pinning them

| together.

3

Although the plan to use the flails from the
Marauder regiment was a good one it wasn't
a total success — I ended up one short for the
Horsemen. No problem — with a growing bits
box there was bound to be a solution. ..

Taking one of the standard pole tops from the
plastic Marauders regiment (the plastic

regiment sets bave an incredible amount of

extras) I cut the skull and chain off. A couple
) of pin points were
added to make il a
little more brutal
looking.

|1 cut off the axe head
from the chieftain’s
wedapon and pinned
M the pared down bead
v of a Marauder pick to
the top of the axe
haft. Once painted
the flail head was
pinned in place.

dice to deal with it. I had a terrible
feeling I was going to get
hammered...

Luckily, things got better for Vradchuk
and using the two Chariots in tandem
proved very wise as they tore into the
Stormvermin, the Clanrats and then
later on the Plague Monks, The Spawn
also performed well in holding the
Plague Monks up long enough for the
Chariots to do their handy work.

The game ended with a total massacre
of the Skaven with not a single one
left alive (although the Warp Cannon
crew fled from the table). I lost
Uuz'Bedyre plus all bar one of the
Chosen Knights to a Warp Cannon
shot and also saw the demise of the
Marauders to the Plague Monks.

N0 3 6
Chariots working in pairs are deadly —
I'll be using this tactic out some more!

LA

51



Finally, I have enough fast moving
clements in my army to not only keep
my opponent guessing but even
against a shooty army I can expect to
cause damage when these units arrive.
The addition of the Marauder
Horsemen and the Screamers will

i augment this nicely.

In both this game and the previous
one, I'd taken Lore of Shadows for my
Sorcerer and really wanted to use
Steed of Shadow on my Spawn to
throw it into combat, Sadly, on neither
occasion did I get the spell off.

B BACK HOME

On getting back home I checked my
e-mail only to find that the current
phase of our Studio campaign is
ending two days later and that we'd
only be able to play skirmish games
for a couple of weeks. This meant that
the three games 1 had lined up would
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have to wait until then. Not to worry —
skirmish games can be great fun and
their quick nature means you can
either play more games or spend
more time painting. I hope to be
doing both!

Another interesting development was
an e-mail from Anthony Reynolds. He
had been a rival for the attentions of
the Chaos gods but had decided to

start a new Vampire Counts army. This 1
meant he'd be taking over some of the |

GM-played territories and so his realm
seceded to Vradchuk.

As I'd originally joined the campaign
late I'd been acting as a raiding force
which could attack from any map
edge and also any of the scattered
Chaos territories. Now 1 would be
taking control of a realm and that
meant a change in my role within the
campaign.

¥—  FRESH 1K

I'm looking forward to expanding my
realm and can call upon the help of
the original raiding territories but that
would cost me valuable gold.

Vradchuk's reputation has preceded
him it seems and with the newly
painted Marauder Horsemen having
joined his army he would be eager to
dedicate the demise of the other races
to the Dark Gods.

QO

With the Screamers | bought last
month well on their way to
completion, and with £11 left over to
add to this month’s £30, I'm in quite a
healthy position. With the army being
much more rounded now it’s just a
case of refining it.

As ever, when building an army there
are lots of options. This month I'm
torn between two options: putting



The addition of the Marauder Horsemen to Vradchuk's army give the
Chaos army a fast option to harry the opponent’s flanks. the mounted Vradchuk, and that will

be done through the in-store order
point, I may just add a sprue of Chaos
Warriors to that order.

As the army has grown in size troops-
wise, it's probably time to add in a
few more characters as at the moment
only Vradchuk and the Chaos
Sorcerer, Uuz'Bedyre, hold sway over
the army. By mounting Vradchuk on a
horse I can use his existing model on
Chariot as a further Aspiring or
Exalted Champion. With the addition
of another Sorcerer in the future
(probably with the Mark of Tzeentch
now | have the Screamers) I should be
more than able to compete character-
wise too.

Decisions, decisions...

In the end I've forgone all of the
above and decided on a regiment of
Slaanesh Daemonettes. These models
are one of my favourites in the new
Chaos range and Juan Diaz has made
a truly excellent job of capturing the
seductive and elegant, yet dangerous,
nature of these inhuman creatures.
Five blister packs of these would give
me fifteen Daemonettes for £30. In
total, once I'd bought the
Daemonettes I'd have £11 to add to
next month’s cash. This would give
me a great deal of flexibility when
considering what components I'd use
for my new Vradchuk.

Now, if you'll excuse me I have
Screamers to finish...

Vradchuk on a Daemonic Mount or
Chaos Steed (the Chariot is great but
on a Steed he’d be in amongst the
action quicker) adding more troops.

Mounting Vradchuk would have to be
a hefty conversion so maybe T'll just
ponder what [ want to do with that
for now and rely on bolstering the
size of my army for the moment.

I have my eyes on another unit of
Marauder Horsemen as fast cavalry are
superb and used in tandem with my
other fast-moving units they will keep
my opponent on the back foot.

On the other hand, I also want to add
at least four more Chaos Warriors to
the existing regiment as at twelve
models I don’t get full rank bonus
and it only takes a couple of war
machine hits to whittle down the
regiment’s effectiveness. Given that,
I'm going to make a conversion for

S
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{ By popular demand, all of

i our stores are being fitted )

| with an all-new in-store

| order point. Now you can

| build your armies and collect 0 RD E R POI NT
i the products you want much

| more easily. It could change
| the way in which you build THE IN-STORE ORDER POINTS ALLOW YOU ACCESS TO A

your armies forever! WHOLE RANGE OF UNIQUE FEATURES...

| LOOSE COMPONENT RANGE
Using the catalogues you can
choose from a huge

selection of components to
personalise your army or
create your own unique

i conversions.

HOW TO ORDER

N » | Simply follow the step by step process
) | below. If you need any help just ask one
of our staff who'll be more than happy to
assist you.
» Use the catalogues provided
in-store to help you choose what
you want. aliti s
» Fill in the order form provided at the
in-store order point with your
chosen list of models or
publications, and take it to the till.
*The staff will then phone your
order direct to Games Workshop,
confirming stock availability, total
price and an expected delivery
date for your purchases.

= Pay for the order in store and keep
SPECIALIST GAMES RANGE The new Inquisitor your receipt.

This is the place to order any models or Purestrain Genesiealer (shown at 100%)
supporting publications for the Specialist
Games range. There are a huge range of EESertm v 3 WN G e 7

il models for all our Specialist Games now AUAS VORRO) 0AAS VORIIO) 0AMdS VOMSHO) Wil voring
| available, like this superb new Genestealer i
| for Inquisitor. Have a look at the following

| page for a selection of some of the new
models being released by Fanatic over the

| next few months.

CLASSIC AND

i ARCHIVE RANGE
Games Workshop has been around for
over 25 years, and in that time has

| produced a huge range of miniatures. Of

N course, it's impossible for us to keep all of

| them in the store, so if you're looking to add
| a greater variety of models to your army, or
just need that model you fondly remember
from 1986 to complete your collection, then
| give us a call.

i SUBSCRIPTIONS

If you're interested in subscribing to any of
our magazines, the order point is one of the
| best ways you can do this. Simply fill out
the form and our staff will sort it out there

W and then.

{ AND THAT’S NOT ALL...
§ From this order point you can get hold of all
kinds of other products.

Black Library novels

Warhammer Monthly comic

Inferno — jammed with exciting stories
set in the Warhammer 40,000 Universe
and Warhammer world.

Tickets for events at Games Day or
The Grand Tournaments.

Advance Orders - order new releases
up to six weeks in advance of their
release date. Ask for more details.
Back Issues - We have a massive
selection of back issues for all manner
of publications.

g

1l 24

Look out for our easy-fo-use instore order poinfs in all of our sfores
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‘Ready your troops...

Great catalogues and collector’s guides from Games Workshop.

SPACE MARINES
COLLECTOR'S GUIDE

The 2003 Catalogue

WARMAMMER
48,000

SPACE MARINES COLLECTOR'S GUIDE £5 THE 2003 CATRLOGUE £3.50
A complete reference for collecting Space Marines. An indispensable book for anyone into the Games
72 pages packed with component and price listings for Workshop hobby. This 176 pages catalogue contains
both current range and archive models, Golden Demon complete lists of all models available in our stores for
winners, staff armies and a comprehensive list of Warhammer, Warhammer 40,000 and The Lord of The
Space Marines chapter colour schemes! Rings games, plus paints, hobby material and much more!

Also Available. .. SPECIALIST GAMES CATALOGUES

Games Workshop has produced some great catalogues for our Specialist Games ranges. Whether you are looking for that elusive
star player to complete your Goblin team. more escorts for your Eldar fleet, or simply want to add some more muscle to your
Mordheim gang, you can't do without these handy books. Containing complete price listings, including all Fanatic model releases.

~

]‘;@d\ul']_l'ij',ir.'(/i.l 1
|
[
|

AVAILABLE NOW COMING SOON

All catalogues and collector's guides are available from all Games Workshop stores, direct
from Games Workshop on 0115 9140000, or through our website at www.games-workshop.com




The Alpha Legion uses secrecy, spy networks and traitors to
assail its enemies from as many different directions as
possible in carefully orchestrated attacks. Hidden within the
heart of the Imperium, it coordinates cultist activities and
launches full-scale terror attacks.

Origins

Following the Horus Heresy, thousands
of records, archives and libraries were
destroyed to purge any mention, indeed
any memory, of the traitors. Ten
millennia later there are now billions of
Imperial citizens who remain unaware
that the rebellion ever happened.
However, a few tomes survived, mostly
in the hands of those in high authority or
heretics whose loyalties still remained
undiscovered. It is from these works
that historians and Inquisitors have
gleaned their knowledge of those
ancient times. Of course, sifting out the
truth is never easy, because most
books are copies of copies or simply
forgeries filled with lies.

In the case of the Alpha Legion, reliable
facts are even harder to come by, as the
legion was notoriously secretive. For
example — unlike most of the First
Founding Legions of the Adeptus
Astartes, the Alpha Legion’s home
world is unknown. The reason for this
omission is unclear, but Inguisitor
Kravin of the Ordo Malleus has recently
unearthed an ancient journal that he
claims provides an account of the first
contact with, and recovery of, the
legion’s Primarch. Kravin has estimated
the veracity of this journal at 62.6%, but
has so far refused to produce it for
independent examination.

According to Kravin's claim, towards
the end of the Great Crusade, an
advance patrol cruiser of the Luna
Wolves Legion entered an unnamed
system, searching as ever for lost
human worlds. Swarming towards it
came a horde of small space ships, of
varying types and appearances, mainly
one and two-man fighters. Despite the
ships being of primitive design and
apparently from more than one origin,
the attack was highly coordinated.
Dozens mobbed the Luna Wolves'
Thunderhawks, while others braved the
batteries of turret defence guns to shoot
at the huge cruiser. However, the
weapons of the fighters made little
impression and the attack soon broke
off. The Luna Wolves cruiser gave
chase, eager to show these puny
attackers the power of the Adeptus
Astartes. It was only after the first
impact that the bridge crew realized
they had been lured into a minefield.
Manoeuvring to escape resulted in two
more explosions and damaged the

engines seriously enough that the
cruiser was forced to halt in place until
repairs could be made. The horde of
fighters renewed their attacks, leaving
the outnumbered Thunderhawks hard-
pressed to defend against them.

Two days later, the rest of the Luna
Wolves fleet arrived, summoned by the
cruiser's distress signal. The legion’'s
Primarch, Horus, was shuttled straight
to the stricken cruiser, furious at the
crew's failure to deal with such
insignificant attackers. He found the
command deck in a state of high alert,
for a small group of the enemy had
somehow managed to board the
cruiser. They had split up to evade
capture in the ship’s endless corridors
and service ducts, and those that had
not already been found and eliminated
now seemed to be converging on the
bridge.

Horus waited for them. As five men
burst onto the deck, he shot four of
them through the head before they
gven had a chance to act. Without
pause the fifth shot rang out, but the
last man was different. More than a foot
taller even than the Luna Wolves Space
Marines, he had piercing green eyes
and looked almost a match for Horus
himself. Somehow, even at such close
range, the man side stepped fast
enough that the bolt shell only grazed
his temple and exploded against the
bulkhead behind. As the man charged
forwards, a second shot slammed into
his shoulder, but still he did not slow.
More shots were fired by guards and
bridge officers as well as Horus. The
man staggered under multiple impacts,
but incredibly came on through the
firestorm to launch himself at the Luna
Wolves Primarch. Then at the last
instant, with his hands inches from
Horus's throat, the man stopped. The
two stared at each other for a long
moment, before Horus started laughing.
He had found the last Primarch.

The new arrival called himself
Alpharius, and claimed to have been
travelling this area of space for many
years. However, he remained tight-
lipped as to where he had originated.
Various worlds in that locale were
subsequently brought into the Imperial
fold, but Alpharius always denied that
any of them was his home. The
conglomeration of planets he had been
leading was persuaded to join the




Imperium with little further bloodshed.
The wounds Alpharius had suffered
healed quickly, but it seems that rather
than sending his discovery straight
back to Terra to meet the Emperor,
Horus kept the Primarch with him for
some months. Horus was most
impressed with Alpharius's remarkable
success against his cruiser — trapping it,
boarding and then penetrating right to
the bridge — and during this time he
allowed his new found brother to take
tactical command in the various actions
that occurred. Alpharius was clearly just
as impressed with Horus — with the
huge martial power he wielded and with
his instinct for when and when not to
use it.

Eventually, Alpharius was taken back to
the epicentre of the ever-expanding
Imperium and reunited with the Emperor.
There was the usual rejoicing, pomp and
circumstance, but records on Terra
suggest that the two spent little time
together. Alpharius was quickly sent to
take command of his legion, while the
Emperor had many pressing affairs of
state. The Alpha Legion, as it was now
named, was the last of the Adeptus
Astartes Legions to be created. With
astounding prescience, the Emperor had
ordered their founding just a few decades
before. The new Space Marines were tall
and strong, much reminiscent of their
Primarch, and were possessed of a
cunning intelligence.

g

Alpharius led his army, created in his
image, to the outer reaches of the
Imperium, eager to join battle and
emulate the glories of the older legions.
His first campaigns were well planned
and highly successful, and he worked to
develop and mould his legion’s tactics.
He advocated that the best attack comes
from many directions at once, assaulting
the foe on all sides, in every way. He
insisted on having options open, never
relying on any one thing, individual
person or single victory to win the day.
He was always prepared with a back-up
plan, a flanking force was always in
perfect position, and Alpha Legion
infiltrators invariably struck behind
enemy lines at just the right moment.
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Index Astartes First Founding: Alpha Legion

Alpharius added to this doctrine by
seeking as many other advantages as
he could. He would bargain for allies,
encourage treachery within the enemy
army and develop a network of
informers and spies within the
populous. Underground rebel groups
and activists would be contacted and
persuaded to provide diversionary
attacks, demonstrations or bombings at
agreed times. By the time a battle
started, the Alpha Legion would have
so many factors to its advantage that it
was virtually impossible to lose. The
legion soon gained a reputation for
devastatingly coordinated campaigns,
and while these methods took longer to
execute than a simple frontal assault,
they were far less costly in troops,
enabling Alpharius to spread his forces
more widely.

Most of the other legions had taken
planets to be their headquarters and
base of operations, generally the
worlds where their Primarchs had
been found. They had constructed
glorious cathedral-like fortresses and
many had taken over government of
their world and even the surrounding
systems. But Alpharius clearly did not
believe in this high profile approach.
He is thought to have established
several bases, but kept their locations
hidden from everyone outside the
legion. Only the whereabouts of
smaller staging posts and supply
depots were made known, and even
this information was highly restricted.

Alert... Plasma Furnace Ovwerload
Imminent...

Alert...

Evacuate  Immediately...

Emergency Warning Vox accidentally

triggered throughout Hive Tempestora
. two months prior to
the Third Invasion of Armageddon.

factory compl

Tank and Ordnance production were set
back five days by the cnsuing pamic.

It is thought that Alpharius worked
tirelessly to improve and develop his
officers, encouraging them to think for
themselves and listening to their
counsel. He instigated programmes of
training, constantly setting challenges to
overcome, even in the midst of battle, to
force his troops to adapt and improvise.
There are even documented occasions
when, shortly before or during major
offensives, the Primarch simply
disappeared, in order to assess how his
legion would perform without him.

Alpharius did not seek glory or honours
for himself, and rarely attended victory
celebrations. Consequently he never

spent much time with the other
Primarchs and it was many years
before he met all of them. His first
encounter with Roboute Guilliman of
the Ultramarines was = reputedly
strained. Guilliman believed in rigid
structure and hierarchy, and had a firm
battle doctrine that his legion never
wavered from. He was in the process of
documenting the ‘correct’ tactics and
operation of a Space Marines force,
tried and tested during his long years of
command, and suggested that the
young Alpha Legion should adopt this
‘codex’ behaviour. However, this
attitude was anathema to Alpharius’s
belief in initiative and adaptability, and a
heated debate over tactics and
ideology ensued. When it became clear
that Alpharius would not bow to his
experience and superiority, Guilliman
pointed out the thousands of victories
and battle honours his legion had won,
and told his youngest brother that he
could never hope to compare.

+++Course  Correction. Battle Group
Portentia to  proceed to  coordinates
22439-26775/GS/E [Quinrox Sound],
pending further orders. Command
Authority X, +++

- Falsified fleet movement instructions,
following  the :r_\mpltl:
destruction of Battle Group Portentia by
unknown attackers, 145.MAl. ;

UIlCDVCICd

After that meeting, Alpharius pushed
his legion even harder, seeking out the
most difficult challenges for his forces.
He knew he could not equal the
number of worlds conquered by the
older legions, for they had been
founded centuries earlier, but he
seemed determined to win their respect
for his legion’s martial prowess.

On the world of Tesstra Prime, the
population was violently resistant to
the idea of Imperial rule. Alpharius
deliberately delayed his assault a full
week, allowing the planet’'s armies to
amass and dig in around the
sprawling capital city, and when battle
commenced there was close to a
million soldiers arrayed against the
Alpha Legion. However, the week had
not been spent idle. The Space
Marines had deployed so they could
attack from various directions, while
leaving huge sections of the defensive
line untouched. Just as the assault
was launched, bombs detonated
within the city demolished dozens of
bridges and blocked major supply
routes. The defending Tesstran
commanders found themselves

unable to move troops and supplies
into the areas under attack, or out of
areas that were being ignored. The
divided forces tried to hold out against
the relentless advance of the Alpha
Legion, but the lack of ammunition
and reinforcements made it a
hopeless task. And, of course, while
help could not be brought in,
retreating soldiers found they could
not get out fast enough either.
Thousands ended up herded together
down the few remaining escape
routes and were cut to pieces in an
endless rain of bolter shells. It was two
days before enough of the defenders
could be redeployed to mount a
serious counter-attack. However,
officers in the Tesstran army had
somehow been compromised and
these traitors betrayed details of the
plan. The counter-attack advanced
into a trap, and found itself beset by
armoured Space Marines on all sides.
Within a week, the Tesstran forces
had suffered ninety percent
casualties. When he was asked why
he had not simply seized the capital
before the defending armies arrived,
Alpharius replied “It would have been
too easy.” (cf. Ing. file 306621/M.30
[battle ethics])

Heresy

His conduct of the battle for Tesstra
brought Alpharius censure from many
quarters. Roboute Guilliman is
recorded as having called it “a huge
waste of time, effort and the
Emperor’s bolt shells”. However,
concerns about alleged atrocities
committed by the Night Lords Legion
diverted attention away from the
incident. Nevertheless, Alpharius was
furious at the reaction to his legion’'s
masterful performance. Only Horus
openly praised the manner in which
the Alpha Legion had overcome
opposition that outhumbered them a
hundred to one. Horus was the only
other Primarch whom Alpharius had
any regular contact with. The two
appeared to respect each other
greatly, and are thought to have
discussed tactics on more than one
occasion.

At the start of the Heresy, the
Warmaster's forces amassed on Istvaan
V. The Emperor sent no fewer than
seven legions, fully one third of the entire
Adeptus Astartes, to put down the
rebellion. The initial wave consisted of
three of those legions ~— the
Salamanders, the lron Hands and the
Raven Guard. They were seriously
mauled as they made planetfall and
battled to secure safe landing zones.
This second wave was made up of the

¢
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remaining four legions, and some
sources name the Alpha Legion among
them. After their initial landings these
‘loyalists’ attacked their allies instead of
the rebels. Utterly betrayed and atiacked
on all sides, the three allegedly loyalist
legions had no chance at all. Just five
loyal Space Marines survived the
massacre, bearing the precious gene-
seed of many of their fallen brethren.
Given the average size of legions at this
fime, the death toll must have reached
30,000, while rebel casualties on Istvaan
are estimated at just a few thousand.

“Despair for thy doom is upon you.
Give up hope for all the might of your
Imperial overlords cannot  save  you.
Kneel before us and we will spare every
hundredth man and woman. Such is the
Tchkrii-krerarr the
I_':)\'Jhtd Chan‘lpirjm of

Il'lCIl:.)-' (_lf

Ultimatum delivered to Erwin Borstar,
Planct.lrv Governor of Attica ]:runr: in
022 NH] s|mrl|\- hefore Chaos
Marines raided Attica 11 and IV. Bulh

were poorly defended as large forces had

been sent to reinforce the first planct, at

the insistence of Governor  Borstar

Attica Prime was never attacked.

squisitor Kravin has observed that such
2 deceitful trap was strongly reminiscent
= ] Alpharluss tactics, suggesting that

e and Horus may have devised this
:r.":ant plan together". Other scholars
sa2ve made the same connection,
“ough with rather less enthusiastic
wording. Exactly when Alpharius chose
o side with the Warmaster is not clear.
—=riainly he spent more time with Horus
+an he ever did with the Emperor.
==rhaps there was an understanding
S=ween them right from the beginning.

=owever, it is not thought that
Soharius was blindly following Horus,
“r he seemed to have his own agenda.
== relished every battle against loyalist
Soace Marines as the ultimate test of
=sary skill. Again and again the Alpha
_=oon proved they were the match of
*= other legions. They started going
Wt of their way to find Space Marine
c-:-cnts. and inflicted stinging
S==='s on the loyalist White Scars at
~=am, a Space Wolves company at
“==nt and other legions at dozens of
wma =r outposts. Well before the
aster’s forces reached Terra, the
“== Legion had become separated,
S continued to wage war on all that
=y came across. Even after the
=== of Horus on Terra, the Alpha
_==on  continued on unchecked,

H

¥

1ut

apparently inventing objectives and
missions with absolutely no connection
to the rebellion as a whole. They
moved into the galactic east towards,
whether by coincidence or design, the
Ultramarines Legion. The Ultramarines
had been posted on the Eastern Fringe
when the Heresy began and were
racing back to the Segmentum Solar,
enraged at the ftreachery of their
brother Space Marines and the
Warmaster’s connivance to keep them
too far away to affect the outcome. It is
possible that Alpharius deliberately
sought out the Ultramarines, that he
wished to confront Roboute Guilliman
in battle and prove the superiority of his
tactics. Other theories suggest that the
Ultramarines tracked down the Alpha
Legion, seizing the opportunity to be
revenged on one of the Traitor Legions.
But however it came about, the two
Space Marine legions met in battle on
the world of Eskrador.

First to arrive on the planet, Alpharius
was able to choose his battleground, for
he knew the Ultramarines would not rest
until they had hunted the traitors down.
The Alpha Legion deployed deep within a
harsh mountain range, at the pole of the
planet, riven with gullies, ravines and
high passes that would seriously hamper
movement, especially for ground
vehicles. Alpharius was convinced that
the battle would be won by the side which
overcame these problems the best,
through forward planning, coordinated air
transport and detachments coping
independently of heavy support.
Guilliman was a military commander with
few peers. However, all the experience,
lessons and tactics he had accumulated
over the centuries had been carefully
documented, compiled and made
accessible to the other legions, in the
Primarch’s desire to improve the
Emperor's armies as a whale. Now this
gave Alpharius the advantage because

“These were no  mindless,  brainwashed

Daemon w:)rshippcrﬁ like those we'd
fought before,
fodder by their Traitor Space Marines

herded forward as  gun
masters. This group was  trained, well-
cquipped and knew exactly what it was
dl:_)ing. TI“‘_I\IC' J.Ppllﬂrﬂd out (_Ill n(’\‘rhﬂﬂ: an
both sides of the column, and went
straight for the heavy armour. Four of the
main battle tanks had tracks blown off
before enough infantry could dismount 1o
stop them, and then they just fell back
into the ruins of the Lil\. It took us more
than an hour to get the column rolling
again, and by the time we reached our
rendezvous, the battle had already started”

After action report 93 /4. Filed by

Colonel Johann Adronia.

he knew how the Ultramarines operated.
Indeed, Guilliman's initial deployment
followed exactly the doctrines set down
in his own writings, and the Alpha Legion
moved to trap them. But Guilliman chose
the first nightfall to do something
unexpected. Breaking his own rules of
operation, he led a large portion of his
forces deep into the mountains,
deploying by Thunderhawk, drop pod
and teleporter into the midst of the Alpha
Legion with no lines of support or supply.
Guilliman's target was the enemy
command centre and none other than
Alpharius himself.

The following account appears to be
the personal log of a member of the
Ultramarines strike force, probably a
sergeant. It is included in Inquisitor
Kravin's diatribe Lessons of Strife,
though other Inquisitors and
representatives of the Ultramarines
themselves have questioned its
validity. The original document was
purportedly discovered in a system
Earth-ward of Eskrador.

[0411.0] Our striike force numbered
over three thousand Marines, and
despite the lack of heavy armour in
support (due to our mode of arrival),
we soon had the traitors’ command
centre in disarray. There was no way
the lightly armoured buildings could
stand up to our Devastators’ firepower
and a direct assault by the much
honoured and revered Ultramarines
Dreadnoughts. Our enemies were
outnumbered five lo one and soon
started to fall back up the mountain
valley, probably to buy time for a
relieving force to arrive (my Caplain
conjectured). But we were zealous with
the thought of revenge and pressed
them hard, knowing that the terrain
would hamper the movement of
reinforcements. With perhaps five
hundred Space Marines remaining, the
Alpha Legion force made a stand at the
head of the valley. Their heavy
weapons were deployed well, high on
the mountainside, and felled many of
our number as we fought upwards
towards them — but their guns were too
few and our resolve unswerving. As we
closed upon the lraitors, Alpharius
himself led a counter-attack, charging
headlong back down the rocky slope
with his bodyguard and slamming into
our line. Not even Ultramarines could
stand before a Primarch, and his
powersword felled every noble Space
Marine within reach. Our advance
halted and | was forced to recite the
Canticle of Faith to steady my squad.
But then an imposing figure appeared
and my heart was gladdened. Our
greal Lord and Primarch Roboute
Guilliman himself strode forward,
ignoring the melée around him, straight

>
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MEANWHILE, IN
LUSTRIA...

Work continues on Warhammer Armies —
Lizardmen. Due for release this spring,
the Army book by Anthony will pick up
from the work-in-progress list previously
published in White Dwarf and the
Warhammer Annual 2002, This book will
not only chronicle the armies of Lustria,
and the Lizardmen's growing activity
with the rise of Chaos, but also contains
a second army list detailing the armies
of the Southlands (for those of you who
like their Skinks — Sotek blesses you!).
So, two army lists in one then!

Work-in-progress shots of the new Saurus Warriors, sculpted by Colin Grayson.

Alongside the release of the Army book
is a range of new miniatures, starting
with two awesome regiment sets for
Saurus Warriors and Skink skirmishers.
As always, we are striving to improve not
only the look of Citadel miniatures, but
also we’re always tinkering with the
practical aspects of collecting and
putting together an army. The Saurus
and Skinks are the first of a new
approach to our Warhammer Regiment
sets, incorporating variation and
multiple poses as before, but with an
eye towards assembling units in the
shortest space of time — after all, if you

want to put 40 of them together, it's
better to spend the time painting rather
than gluing! This project has been a
challenge for Colin Grayson and Mark
Harrison, but the results are possibly the
most practical and appealing plastics yet
done for Warhammer.

THE DARK
WITHIN THE FORESTS

As last summer was dominated by the
growing threat of Chaos, so too is this
summer, with Beasts of Chaos hitting
the shelves in the middle of the year.
This is the second of the Chaos Army
books, detailing Beastmen, Minotaurs,
Dragon Ogres, Chaos Trolls and all
manner of other horrific creatures of
Chaos. As mentioned in previous
Designer’s Notes, the rules for Beasts of
Chaos dovetail neatly into the Hordes of
Chaos book, so not only can you field a
purely Beastmen army, all the troop
types and creatures from both lists are
(almost) freely interchangeable, allowing
Chaos generals to really make use of the
diverse and eclectic forces at their
disposal.

As previewed in White Dwarf just a
couple of months ago, the Beasts of
Chaos list puts a new spin on Beastmen,
and the mixed units of Gors and Ungors
will be available as a single regiment set.
Alex Hedstrom is busily putting the final
touches to these as I type, and never a
more brutal and wild mob has been
seen before! I'll be heading up this one
myself (having enjoyed myself so much
with Hordes of Chaos!) and there’s still
a few more surprises up my sleeve. Of
course, please keep sending in your
feedback on the work-in-progress list,
we really do read it all.

For those of you enjoying our current
series of Warband rules for Chaos
Champions, you will be pleased to know
that we plan to introduce Champions
from the Beasts of Chaos list as part of
the project, so your Banebeast and
Doombulls may lead warbands against
the human followers of Chaos.

BLOOD IN THE SNOW

The culmination of all this Chaos activity
is, of course, Archaon’s invasion. Since it
would be very difficult for the hordes of
the Dark Gods to rampage south
without going through the wind and
snow-swept lands of Kisley, towards the
end of the year there will be a re-release
of Kislevite units for the Empire (and
possibly a full Kislevite army list). Rather
than redesigning miniatures that are
perfectly handsome, we will be
introducing a new infantry troop type to
the Kislevites. I'm not quite sure what
they will be at the moment, but
something with bows and big axes
seems appropriate.

Another thing we will be doing at the
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fowards Alpharius. The two Primarchs
stood before each other. They were
equal in stature, both clad in shining
power armour and each wielding a
glittering powersword, but where one
was noble the other was craven, where
one was loyal the other was a betrayer,
All other combat ceased as we
waltched them. There was a long
pause, neither Primarch moving an
inch, then both struck in an instant.
Each sword made a single stroke and
then both were still again. For a second
the two great men stood facing, before
Alpharius slumped to the ground,

Like every other Ultramarines Space
Marine on the field, | let out a loud cry
of victory. Guilliman's plan had
worked — the very heart of the enemy
had been torn out. The remaining
bodyguard fought on but we fell on
our adversaries with renewed vigour,
and when the last one had been cut
down, we turned our attention to the
rest of the Alpha Legion command.
Trapped by the sheer mountains at
the head of the valley, they had no
escape from our bolter fire. We left
not one alive.

The body of the dead Primarch was
burnt on a great pyre, and Lord
Guilliman allowed us a moment of
prayer and reflection on our success
before issuing orders to move out and
commence the destruction of the
leaderless enemy army. We are fully
confident that the task will be
straightforward — the loss of its
Primarch is something no legion can
recover from. [END ENTRY]

[0413.4] The optimism engendered by
our initial victory appears to have been
misplaced. Since my last entry:we have
ascertained that the Alpha Legion’s
command function was spread into
numerous groups, and the loss of one
apparently had minimal impact on their
operational abilities, even though it
included Alpharius. What is more, our
deep strike and the target's subsequent
retreat has drawn our force well out of
position, far from support, It has become
clear that far from hunting out
demoralized pockets of traitors, we
were facing a superbly organized foe
that is closing in on us from all sides.
[END ENTRY]

[0413.9] We have sighted our
Thunderhawk gunships overhead,
engaged in fierce baitles with those of
the Alpha Legion. Both legions have, of
course, very similar numbers of
Thunderhawks, so the aerial battle
seems to be a stand-off, leaving no
chance of an air evacuation. Meanwhile,
the enemy has launched several hit-
and-run attacks upon our strike force,
causing numerous casualties, and Lord

Guilliman has commenced a drive back
out of the mountains to link up with the
rest of our ground troops. [END ENTRY]

[0414.9] We are being harassed and
ambushed every step of the way.
Groups of Eskrador natives, apparently
bribed or coerced into aiding the traitors,
have triggered rockslides to block our
path and delay us. Communications
with the rest of our legion have been
sporadic — our Techmarines think they
are being jammed — however some
dialogue has been possible and a
relieving force comprising most of our
remaining ground forces is pushing into
the mountains towards us. However,
that too has apparently been under
attack, and supply vehicles have been
sabotaged. [END ENTRY]

[0420.5] After five grim days of
intermittent fighting we sighted the
distinctive  blue armour of our
Ultramarines brethren advancing down
a valley towards us. However, having
approached into range our ‘rescuers’
opened fire. A contingent of the Alpha
Legion scum had disguised its heraldry
and armour in order to spring a trap. Are
there no depths to which these heretics
will not sink? The utter dishonour that
our erstwhile brothers had shown left
me stunned. More of the Alpha Legion
appeared to our rear, initiating the
biggest attack from our enemies so far.
With mountains to either side, we had
little option but to stand our ground and
fight for our lives. Losses were heavy,
and might have been total, if it were not
for the timely arrival of the real rescuing
force. The reinforcements were in litile
better shape than our own beleaguered
strike. force, but the extra numbers
allowed us to force a way through and
establish a more defendable front line.
[END ENTRY]

The account goes on to describe how in
the next week Guilliman attempted a
number of counter-attacks to regain the
initiative, but the Alpha Legion seemed
to have prior knowledge of their every
move, and either were not where
augurs suggested or had carefully
planned ambushes waiting. Finally the
Ultramarines evacuated the planst
surface and used their ships to
bombard the traitors from orbit.
Guilliman is recorded as having said he
had no interest in righteous battle
against such a dishonourable foe and
that they were needed back on Terra
with all possible speed. However, it
seems hard to dispute the fact that the
Ultramarines were soundly beaten by
the Alpha Legion, despite killing
Alpharius. Certainly the deep ravines of
the mountain range would have
provided plenty of cover from the
bombardment cannons,

Exile

The months and years that followed
were a chaotic time of regrouping,
rebuilding and retribution for the
Imperium. When Imperial forces returned
fo Eskrador there was no sign of the
Alpha Legion (although the entire native
populace was purged to eradicate any
taint of Chaos). However, it is thought
that the majority of the legion did not flee
into the Eye of Terror with the other
rebels, instead remaining within the
Imperium. Numerous secret bases were
already in existence, and the legion
fragmented in order to hide itself in the
midst of its enemies. Small forces kept
up frequent attacks on military targets,
especially those weakened by the
carnage of the Heresy, and became a
major problem for those trying to rebuild
the shattered Imperium. The location and
destruction of these groups became a
priority, and the Inguisition and remaining
loyalist legions devoted considerable
resources 1o this end. The last pockets of
Alpha Legion forces were declared
eradicated in a proclamation by the High
Lords of Terra at the end of M.32, but
subsequent attacks proved this to be
unirue. Similar declarations were made
during M.33 and as recently as M.39.

THE DAETHRYU
PLAGUE

On the agri-world Dacthr}fu Prime, in
255MAL. there was a sudden plague of
Crixian Locusts, a species not usually
found anywhere in the sector. They |
thrived 1 the warm climate of the planct
and multiplied exponentially, decimating
food crops and causing  widespread
famine. At this point there was 2 surge
of anger and unrest amongst the populace
dirccted at the authorities who appeared
to be powerless to deal with the
infestation. In a single week riots broke
out n every large population centre and
much of the local army mutinied, A
regiment of Mordian Iron Guard was
dispatched to quell the uprising. But
they were ambushed and  all  but
dcsiroycd as they disembarked from their

transports by a force of Chaos Space
Marines, hidden around the spaccport,
The complete loss of food exports from
Dacthryu caused major supply problems
in the sub-sector over  the following

years, resulting in further unrest on other
worlds, and hindering Imperial forces
during subsequent Chaos incursions into
the Scgmentum Pacifcus, Opinion  is
strongly divided as to how much of this
could have been orchestrated and how
much was mere coincidence, but it seems
certain  that the Alpha  Legion were
involved at some level.
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Home World

Alpharius never revealed the planet of
his origin, and even the general area of
his discovery is now lost to legend. His
legion never took a single world as their
base, instead operating from various
secret locations throughout the
Imperium. Many of these bases have
been uncovered and destroyed over the
millennia following the Heresy, although
often they had been deserted by the
traitors by the time they were found.

Combat doctrine

Alpharius's doctrine was to attack the
enemy in as many different ways as
possible, all at the same time. What this
meant in practice varied depending on
the scale and location of the conflict.
Tactics confirmed as having been
employed by the Alpha Legion include
flank attacks, tunnelling to undermine or
bypass defences, teleportation or air
drops behind enemy lines, diversionary
attacks, infiltration, disguising troops and
vehicles in enemy colours, disabling
enemy transportation (both vehicles and
routes), sabotage of fuel and ammunition
dumps, poisoning of water and food
supplies, atmospheric and ecological

tampering, friggering of volcanic, seismic
and tectonic activity, bribery and coercion
of enemy troops (including officers) and
Imperial officials, enlisting into enemy
forces, impersonation of Imperial officers,
distribution of propaganda to incite
unrest and rebellion, organisation of
civilian riots and other anti-lmperial
activity, sponsorship and supply of
heretical cultist groups, alliance with anti-
Imperial military forces including other
Traitor Legions and aliens. Generally a
number of these tactics will be employed
in careful coordination, often resulting in
labyrinthine secret plots.

It has been noted on numerous
occasions that due to their employment
of a large number of completely
unorthodox tactics, the Alpha Legion are
able to deploy smaller forces than might
otherwise be necessary. Combat is only
ever really regarded as part of
their overall strategy.

%anisation

Very little is known about the internal
organisation of the Alpha Legion. They
placed a high value upon secrecy,
even before they turned traitor, and
captured Space Marines have
revealed little under interrogation. On
occasions there have been successful
assassinations of members of the
legion thought to be high ranking
officers, but their removal has had little
visible effect on their operations.

The legion’s symbol, the hydra, is a
multi-headed mythical beast which
could keep fighting even if one of its
heads was cut off. This legend seems to
reflect the Alpha Legion’s command
structure, as well as echoing its doctrine
of multiple attacks.

“They know where you are. They know
your cvery strength and weakness. They
prepare for your actions before you

even conceive of them. How can you

ever hope to stop them?”

- Extract from interrogation transcript
[Subject: citizen 09, 2ulltor V.
Suspected member of subversive group.
Pr:.\sr[‘mm-:aus!}' convicted 3134137 M4

It is known that the legion recruits,
supplies and organises hundreds of
cultist cells on Imperial worlds. These
groups are not all crazed devotees of the
Chaos gods and insane daemon-
worshippers (although there are plenty of
those). There are also highly organized,
trained and motivated groups who work
to subvert the authorities, produce and
spread propaganda, and, when called
upon, undertake military action — usually
in the form of bombings, sabotage and
inciting riots. Such action will generally
form part of a larger Alpha Legion plan,
for example luring Imperial forces to a
particular place by organising a civil
disturbance or preventing the arrival of
reinforcements by blowing up a bridge.

The question then arises; how does the
Alpha Legion coordinate all its activities
and communicate with these disparate
cells? Inquisitor Kravin is not the only one
to have claimed that the Alpha Legion
achieves this through the use of so-
called ‘operatives’. These figures are
apparently human, but may have had
limited Space Marine psycho-hypnotic
indoctrination to make them utterly loyal
to the legion and possibly even the
implantation of some of the Adeptus
Astartes organs (cf. Ing. post mortem file
27884710b). According to the claim,
these operatives are the link between the
cultist cells, travelling about with impunity
where a Space Marine would quickly
draw aftention, setting up new groups,
guiding their agendas and bringing them
instructions. During protracted
campaigns, they may be used to pose as
soldiers, gathering intelligence or
sabotaging the enemy army. The
existence of these operatives has not
been conclusively proved, but few other
explanations have been put forward.

While it is not officially acknowledged
by the- Adeptus of Terra, the Alpha
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Legion clearly remains a canker within
the very heart of the Imperium.

Beliefs

Alpharius believed in planning and
coordination, he always sought
alternatives and multiple solutions to
any given problem, "with different
elements working together for the end
result. These doctrines have been
thoroughly embraced by the legion as
a whole, and have proved effective,
especially in the disparate and
secretive way they now operate.

All Space Marine legions set arduous
tasks and trials for potential recruits,
but prior to the Heresy, the Alpha
Legion set these initiation tests for
squads not individuals. Squads had to
succeed as a group or not at all —
foolhardy heroics were frowned upon.
The overall plan was paramount and
more valuable than any one Space
Marine. It is not known if this practice is
still carried out.

Gene-seed

While the Alpha Legion does not
reside in the Eye of Terror, and
therefore is not plagued by the
warping effects of that maelstrom of
insanity, there is still evidence of
mutation in the gene-seed. If this was
the case prior to the Heresy, it was

THE IKRILLA CONCLAVE

It has never been cstablished if members of the Alpha Legion exhibit the same unnatural
longevity as other Chaos Space Marines, who can apparently live for many thousinds of
Legions™ existence in the Eye

it would follow that the Alpha

years. This phenomenon is generally attributed to the Tra
of Terror, where the laws of time and space do not apply.

Legion should not be affected. However, if Alpha chién Space Marines have more ‘normal’
lifespans, then one must ask how losses are replaced. In his address to the Ikrilla Conclave,

an impassioned Inquisitor Kravin warned, “the only possible answer is that new Chaos Space
Moarines are being recruited and gcnctuall\ modified somewhere within the Imperium. And
yet Terra still refuses to acknowledge there is even a serious threat! They are all around us
- qust look over your shouldes! Perhaps when you are attacked in your own cities, and
murdered in your own homes, then you will see 1 am right”

S]‘IDI’tI}f after the conclave, Inquisitor Girreaux publicly accused Kravin of consorting with
traitors and conspiring to organise cultist uprisings on the worlds of Kartha IV. V and
Archos 11 in the Korren sub-sector (cf. Ing. file 7083662{/MAl). Girreaux challenged
Kravin to appear for trial and face the cvidence against him, however Kravin's current
whereabouts is unknown. Of course this development has called into question the reliability
of all Inquisitor Kravin's research. and as he was the leading scholar on the Alpha Legion’s
history and current activities, much of what was known about them must now bc considered
a lic. If, as Girrcaux claims, Kravin has been compromised by those very traitors he sought

to investigate, then c\:rvthmb he has said must be considercd mis- information and prnpnhanda

invented by the Alpha Legion.

kept concealed, but given the
legion’s predilection for secrecy that
would not be surprising. During the
Lethe Ambush (cf. Gothic War Inqg.
file 237xii), mutated Alpha Legion
Space Marines hid their warped body
parts, not out of shame, but so they
could reveal them as they attacked —
adding horror and revulsion to the
shock of their sudden assault.

USING AN ALPHA LEGION ARMY IN WARHAMMER 40,000

Battlecry

Imperialistic cries of *For the Emperor!”
and other similar cries are deliberately
calculated to mock and infuriate foes who
recognize them as traitors. Any of their
victims who don’t know the difference
between an Imperial Space Marine and a
Chaos Space Marine will simply think
they have been betrayed.

An Alpha Legion force can be chosen from Codex: Chaos
Space Marines using the following modifications.

Many Alpha Legion operations are planned to encourage and
support cultist activity. The Alpha Legion may therefore make
use of the Cultist army list entry below as a Troops selection on
the force organisation chart.

Chaos Cultists

Alpha Legion supported cults are frained fo assauft and secure
key objectives to ensure that subsequent attacks by the Legion
achieve complete surprise. They are skilled combatants who
combine stealth with close combat. Heavy weapons would slow
them down so they are equipped with assault weaponry.

Daemons: The Alpha Legion cannot normally rely on Daemons
remaining stable for long enough for them to be useful because
they are so far from the Eye of Terror. When operating on a world
where they have secured the belief of Chaos cults, they will
gladly add Daemons to the diversity of their attacks. Because of
this, the Alpha Legion may include Daemon Packs but only
Cultist units may carry lcons to summon them. They may use
Daemon Princes and Possessed Chaos Space Marines.

Infiltrators: Alpha Legionaries can only bear the Mark of Chaos
Undivided and their veterans are renowned for their infiltration
skills. Any Alpha Legion Chaos Space Marine in power armour
(or Daemon armour) on foot may have the Infiltrate Veteran
ability at a cost of +5 points for independent characters or +1
point per other model. The Infiltrate Veteran ability does not
count toward their maximum number of Veteran abilities.

Pts/Model WSBS S T W | A Ld Sv
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Number/squad: A Chaos Cult consists of between 10 and 20
Chaos Cultists.

Weapons: Each model has a close combat weapon and either
a laspistol or autopistol.

Options: The entire squad may be armed with frag grenades at
+1 point per model, and/or krak grenades at +1 point per model,
and/or meltabombs at +2 points per model.

A Chaos Cult may bear the Mark of Chaos Undivided at +1 point
per model. If the Cult bears the Mark then one member can carry
a Chaos Icon at no additional cost.

Character: The Cult may be led by a Cult Champion at
+5 points. The Cult Champion has access to the Chaos Armoury.
He may have up to 10 points of items from the Weapons list.

SPECIAL RULES

A unit of Chaos Cultists serving the Alpha Legion must have one
of the following Veteran abilities:

¢ Scouts — Infiltrate and Move through Cover.

» Assassins — Infiltrate and Furious Charge.

« Saboteurs — Infiltrate and Siege Specialists.

There is no further points cost for these skills. See the Veteran
Abilities special rules on page 19 of Codex: Chaos Space
Marines for more details on how the abilities work.




Here is a list of Games Workshop stores and independent stockists in Benelux, Denmark and Eastern Europe. Each of the independent
stockists has a large range of Citadel Miniatures boxed sets and blister packs, as well as boxed games, rulebooks and supplements for
Warhammer and Warhammer 40,000.
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www.games-workshop.com/shopping/UK/locator.asp

BENELUX

..": Aarschot, CONECT'R, Gasthuisstraat 47, 3200
| = (165 68830.

| Alkmaar, BOOKERS & STRIPPERS, Boterstraat 19, 1811 HP
| = 0725121 916.

* Aimelo, SOMBERG MODELBOUW, Grotestraat 136, 7607 CW
| =054 6812 981,

Almere Haven, FANTASIA, Kerkgracht 41, 1345 AE
= (136 5316 017.

© Almere Stad, FUNTOYS, Zadelmarkt 1, 1315 AK
=: (36 534 3124.

g Alphen a/d Rijn, DE SAGE, Rhenanialaan 7A, 2406 GS
= (117 2491 280

|\ Amersfoort, SPELLENWINCKEL, Mooierstraat 19, 3811 EB.
| (133 4700 322,

. Amstelveen, HET GANZEBORD, Parlevinker 59,1126 ZB.
w: 020 6412 552.

. Amsterdam, CEDILLE SPEELGOEDWINKEL, Gelderlandplein
. 67,.1082 LV =: 020 6162 694.

Amsterdam, GAMES WORKSHOP, Rokin 36 1012 KT
. =: 020 522 3863,

! Amsterdam, THE GAME KEEPER, Harienstraat 14, 1016 CB
- = (20 6381 579.

" Amsterdam, TWILIGHT ZONE, Koninginneweg 218, 1075 EL
- = 020 4708 855.

Antwerpen, THE LONELY MOUNTAIN, Nationalestraat 29,
2000. =: 03 2260 401.

Apeldoorn, DE COLLECTOR, Korenpassage 17,7311 LZ
| =: (055 5214 796.

|| Arnhem, SPELKWARTIER ARNHEM, Niuwstad 34-36, 6811BL
. = 026 3517 668.

* Assen, PLOK, Stationsstraat 1, .9401 KV
':"\ w; (059 2313 292.

E:-; Bergen Op Zoom, HARSKAMP HOBBYCENTRE
| Lievevrouwestraat 23, 4611 JJ =: 016 4210 887.

* Bergeyk, WOUTERS TECHNDHOBBY,
Pankenstraat 31, 5571 CP =: 049 7550 248.

' Breda, MODELBOUW BLIEK, Boschstraat 23, 4811 GA
= 76 5218 586.

+ Brielle, INTERTOYS, Nobelstraat 3-5, 3231 BA
- = 0181 414 204,

-l‘._' Bussum, BAKX MODELTREINEN, Laarderweg 3, 1402 BA
. = 035 6918 410,

-'._5 Castricum, TOP 1 TOYS, Pernestraat 31, 1901 AV
= 025 1652 216.

| Delft, SPELDORADO, Hippolytusbuurt 21-25,. 2611 HM
| = 0152134 516.

Den Haag, GAMES WORKSHOP, Schoolstraat 12b, 2511AX.
= (70 392 7836.

-]_ Den Haag, INTERTOYS, Theresiastraat 280-284,2593 AX
5

[ =: 070 3473 120.

| Den Haag, FANTASYWORLD, Sumatrastraat 41, 2585 CM.
| = 070 3555848,
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Deventer, KNIBBEL COMICS, Nieuwstraat 38, .7411 LJ
=: 057 0616 879.

Doetinchem, TOP 1 TOYS EVERS,
Dr Huber Noodtstraat 5, 7001 DS =: 031 4383 888.

Dordrecht, TWILIGHT ZONE, Voorstraat 432,3311 CX
=: 078 6319 336.

Dordrecht, HOBBYMODELBOUW DORDRECHT, Voorstraat
360, 3311 CX =: 078 6312 711.

Ede, DE TINNEN SOLDAAT, Soembalaan 12, 6712 AL
=: 031 865 3296.

Eindhoven, ATOMIK, Nieuwstraat 7¢, 5611 DA
=: 040 2963 299.

Emmen, INTERTOYS JAN V. PEER, Derkstraat 17, 7811 EK
=: 059 1615 495.

Enschede, PIJP LINES, Pijpenstraat 34, 7511 GM
=: 053 4305 727.

Enschede, WIZARD, Haverstraatpassage 40, 7511 EX
= (053 4305 743.

Geleen, TACTICA, Anjelierstraat 3, 6163 CJ
w: 046 4743 016.

Gent, THE LONELY MOUNTAIN, Overpoortstraat 118, 9000
=: 09 2200 017.

Gorinchem, BLJ-B, Arkelstraat 42, 4201 KD
=: 018 3666 898.

Gouda, INTERTOYS, Nieuwe Markt 70, .2801 GP
=: 018 2631 882.

Groningen, KRIKKE'S HOBBYSHOP, Nieuweweg 22, 9711 TE
=: 050 3129 314.

Groningen, WIRWAR SPELLEN & PUZZELS,
Oude Kijk int jatstraat 40, 9712 EL =: 050 3148 424,

Haarlem, GAMES WORKSHOP, Gierstraat 29, 2011 GA
=: 023 551 7677

Haarlem, MODELBOUWCENTRUM HAARLEM, Generaal
Spoorlaan 8, 2011 TK =: 023 5310 987.

Heerenveen, INTERTOYS, Dracht 73/75, 8442 CG
= 051 3654 394

Heerlenheide, KADOSHOP DANIQUE, Wannerplein 5a, 6413 ET
= (45 5217 173

Helmond, MODELBOUW V/D GOOR, Heistraat 89, 5701 HJ
w: 049 2551 704,

Hilversum, MODELBOUWCENTRUM HILVERSUM, Hoge
Larenseweg 3, 1221 AJ =: 035 6832 877.

Hoofddorp, DE FILMSHOP, Tuinweg 3, 2130 AG
= 023 5633 882,

Hoogenveen, FANTASYZONE, Grotekerkstraat 13, 7902 CD
=: (52 8240 103

Hoorn, HET GELE TEKEN, Grote Oost 35, 1621 BR
=; 022 9218 623.

Huizen, TOP 1 TOYS BRUINSMA, Oostermeent West 21,
1274 SP =: 035 6472 676.

Landgraaf, INSPIRATION GIFTS AND TRENDS,
Hoofdstraat 61, 6372 CP w: 045 5312 502.

Leeuwarden, SPELLEKIIN, Voorstreek 84, 8911 TH
=: 058 2131 112.
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Leiden, DE VLIEGERSHOP, Haarlemmerstraat 37, 2312 DK
@ (071 5132 783.

Leiden, MAGIC FRIENDS, 5T. Aagtenstraat 26, 2312 BC
=: 071 5130 522.

Lelystad, DE TREINENHOEK, Botter 44-15, 8243 JE
=; 032 0253 160.

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

Leuven, THE LONELY MOUNTAIN, Parijsstaat 116, 3000
= (1 6239 808.

Maastricht, HOUNJET SPEELGOED,Burg. Cortenstraat 18,
6226 GV =: 043 3636 778.

Maastricht, VLIEG-ER-UIT, Brusselsestraat 70, 6211 PG
=: (43 3251 653.

Middelburg, BOEKHANDEL FANQY, Markt 51, 4331 LK
=: (0118 886 887.

Middelburg, INTERTOYS GOUDZWAARD,
Nieuw Burg 30-32, 4331 AH =: 011 8613 340.

Nijmegen, MOENEN & MARIKEN
Van Welderen straat 70, 6511 MP = 024 3236 119.

Nuenen, SCHELLENS SPEELGOED, Parkstraat 24, 5671 GG
=; 040 2832 984.

Dosterhout, INTERTOYS, Arendshof 223, 4301 ND
= 0162 471070

Oud-Beijerland, MOURITS MODELBOUW, Croonenburgh 32,
3261 RG =: 018 6621 931.

Rijswijk, THE PERFECT GAME, Schoolstraat 2C,
2282 RD =: 070 390 6836.

Roermond, BLOEMENBOETIEK HERMIEN, Nassaustraat 66,
6043 ED = 047 5316 824

Roosendaal, TOP 1 TOYS JADIN, Markt 58,
4701 PM =: 016 5557 964.

Rotterdam, GAMES WORKSHOP,
Van Oldenbarneveltplaats 452, 3012 AP =: 010 280 0268

Schiedam, B.T.S., Groenelaan 49, 3114 CB =: 038 421 6385.

Sittard, ATOMIK, Stationsstraat 19, 6131 AX
=: 046 4515 074.

Sluis, ED V/D VIJVER BV, Oude Kerkstraat 7, 4524 CT
=: 011 7461 393.

Tiel, SCALE-LINE, Kwelkade 53}, 4001 RL =: 0344 631 162.

Tilburg, HET LABYRINTH, Langstraat 176, 5038 SH
=: 013 5443 700.

Uden, GOBLIN, Brabantplein 164, 5401 GS =: 041 3270 662.

Utrecht, ELF FANTASY, Oude Gracht 194, 3511 NR
=: (130 2817 157,

Utrecht, PIET SNOT, Vismarkt 3, 3511 KR
=: (030 2318 472,

Venlo, MODELBOUW LUTHART, Oude Markt 74, 5911 NL
= 177 3542 G88.

Wassenaar, HET OUDE RAADHUIS, Langstraat 25-27,
2242 KJ =: 070 5113 B89.

Weerselo, WESSELINK, Remigiusstraat 2, 7595 AM
=: 054 1661 289.
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Z=ist, J EN H MODELBOUW, Kroostwegnoord 174, 3704 DX
= 030 6960 873.

Zostermeer, NEW AGE WAY, Dorpstraat 107, 2712 AE
= (705113 889.

Zuiphen, DE VREEMDE ZAAK, Groene Markt 2, 7201 HX
= (705113 889

Zwijndrecht, INTERTOYS, Hof Van Holland 75, 3332 EH
=: 078 6128 306.

Twolle, DE BOEKENHALTE, Assendordenstraat 103, 8012 DH
= (138 4221 077.

Zwolle, GAMES-N-US, Diezerpoortenplas 38, 8011 VX
= (38 421 6385,

DENMARK

Aalborg, AALBORG HOBBY SERVICE, Narregade 18, 9000
= 08121315.

Aalborg, GUNS N' GAMES, Danmarksgade 45, 9000
=: 98134280.

Abenrd, LEGEK/EDEN, Storegade 17, 6200 =: 74622404

Amager, BOG & IDE, Amagercenteret 103, 2300
= 32543666,

Arhus C, DRAGONS LAIR, Aboulevarden 33, 8000
= 86190063.

Arhus G, HOBBY HOUSE, Norregade 51, 8000 =: 86120082,
Asnzs, BOG & IDE, Asnas Centret 2, 4550 =: 59650014,
Billund, NICOLINE, Butikstorvet 20, 7190 =: 75354650
Bronshgj, CHARLOTTES LEGET@J,

Frederiksundvej 148, 2700 =: 38603626.

Charlottenlund, BOG & IDE, Jeegersborg Allé 5, 2920
= 39643840

Esbjerg, B & 0 BBGER, Kongensgade 33, 6700 =: 75121177.

Esbjerg, JUNKERS BUNKER, Kongensgade 19, 6700
= 75181199,

Espergarde, BOG & IDE, Espergarde Centret, 3060
=: 49131946.

Farum, BOG & IDE, Farum Bytorv 64, 3250 =: 44951225,

Frederikshavn, ROSES BOGHANDEL, Sgndergade 41, 8900
= 08921744,

Frederikssund, ONKEL BUCH, Jernbanegade 31, 3600
= 47383950,

Frederiksveerk, HOBBY & LEGETBJ, Norregade 38, 3300
= 47721693,

Grend, BOG & IDE, Torvet 8, 8500 =: 89321933,

Greve, B & 0 BBGER, Hundige Storcenter, 2670 =: 43906008,
Grinsted, LEGEKADEN, Vestergade 9, 7200 =: 74528028,
Haderslev, LEGEKAEDEN, Narregade 20, 6100 =: 74528028.
Hadsten, JN CENTER, Kirkevej 7, 8370 =: 86980839,

Helsingar, B & 0 BBGER, Sturups Plads 1, 3000
=: 49215600.

Helsinger, HOBBY & FRITID, Rosenkildevej 2, 3000
= 49214542,

Herning, STYX, Landtsgaard 4 st., 7400 =: 97220078.

Hjorring, ROSSELS BOGHAMDEL, P. Norkj®rsplads 4, 9800
; 45870445.

Holbzk, WULF BAGER & PAPIR, Ahlpade 53, 4300
= 59430045,

Horsens, LEGEKAEDEN, Hospitalsgade 15, 8700
w: 75616011,

Humlebzk, RODES, Torpenvej 4, 3050 =: 75616011,
Kalundborg, BOG & IDE, Kordilgade 9, 4400 =: 37420144,

Kebenhavn, GAMES WORKSHOP, Frederiksborggade 5 Ki.,
1360 = 33122217

Kebenhavn K, FANTASK, Skt Pederstrade 18, 1453
= 33938538.

Kabenhavn K, FARAOS CIGARER, Skindergade 27, 1157
=: 33322211,

Kabenhavn @, FANATIC GAMES & MINIATURES,
Classensgade 11, st, 2100 = 35429640,

Kabenhavn V, BOG & IDE, Fisketorvet 133, 1560

N

= 33950700,

Kolding, B & 0 BBGER, Kolding Storcenter 52, 6000
= 75503834,

Kolding, GK LEGET@J, @stergade 19, 6000 = 75528433

Lyngby, B & O BEGER, Lyngby Storcenter 54, 2800
= 45870445,

Maribo, LEGEK/EDEN, @stergade 9, 4390 = 54782521,
Nestved, BOG & IDE, Holsted Allé 16, 4700 =: 55734241,

Nastved, WARLOCK, Bstergade 37, st.th, 4700 =: 55775445,

Nakskov, LEGETBJSCENTRET, Sendergade 12, 4300
o 54922697,

Nuuk, LEGEK/EDEN, 3900 Greenland =; 321280,
Odder, LEGEK/DEN, Rosens Gade 32, 8300 =: 86544276,

Odense C, COMIX, Gribredrepassagen 12, 5000
= 66113658.

Odense C, DRAGONS LAIR, Kongensgade 71, st.th, 5000
= 65819701,

Randers, ARNOLD BUSCK, Rédhusstrade 2, 8900
= 86420113,

Randers, RANDERS HOBBY IMPORT, Adelgade 13, 8300
=; B6433923.

Ringsted, BOG & IDE, Flensborg Sct. Hans Gade 9, 4100
w: 57610010.

Redovre, B & 0 BBGER, Redovre Centrum 118, 2610
=: 36410485.

Renne, DORTHE'S HOBBYSTUE, Midgaardsvej 2, 3700
. 5695449

Roskilde, DRAGONS LAIR, Ringstedgade 13, 4000
= 46365300

Silkeborg, BOG & IDE, Vestergade 33, 8600 =: 86820287,

Skagen, LEGEK/AEDEN, Sct. Laurentiivej 40, 9990
=: 08445465.

Skanderborg, HOBBYMAGEREN, Adelgade 118, 8660
m: 86521826,

Skive, JYDSK BOGHANDEL, Nerregade 19, 7800
=: 97512589,

Slagelse, ULDTOTTEN, Nygade 2, 4200 =: 58535035,

Senderborg, BOGCENTRET, Perlegade 77, 6400
=, 74422071,

Stenlose, SNURRETOPPEN, Stenlesecentret, 3600
w; 47173220

Svendborg, B & 0 BAGER, Gerritsgade 28, 5700
= 62210323

Svendborg, FARVE & HOBBY HJBRNET, Klosterplads 4, 5700
w; 52213131

Taastrup, GENBRUGSBBGER, Kegevej 95, 2630
= 43716115,

Tastrup, BOG & IDE, City 2, 2630 = 43990387.
Thisted, GK LEGETBJ, Vestergade 4, 7700 =: 97921933

Torshavn, THOMAS DAM, Heykavegur 3, 110 Fareerne
=: 311400.

Vejle, B & 0 BBGER, Radhustorvet, 7100 =: 75820544,

Viborg, HOBBY WORLD, Sct. Matiasgade 45 C, 8800
; 86601740

Vordingborg, TIVOLI LEGET@J, Algade 63, 4760

=; 55340431,
POLAND

Bialystok, GOMIX, Lipowa 6, 15-427 =: 85 7322011,

Bielsko-Biala, "GNOM” LUCYNA SZYMALA, Szkolna 15
43-300 =: 33 8124686.

Bydgoszcz, AVATAR, Warszawska 1, 85-058
= 60 7777503.

Gdansk, MACIEJ PETRIW - ISKRA, Miszewskeigo 16,
80-239 =: 58 5201952,

Gdansk, SALON MODELARSKI "BIALY ORZEL",
Al.Jana Pawia Il 25A/35, 80-462 =: 60 5034608,

Gdynia, FUTUREX, Waleriana Szefki 20/88, 81-572
= 58 7811180.

& TRADE STORE LISTI

Gliwice, ALIBI, Sztabu Powstanczego 7, 44-100

= 32 3316351,
Gliwice, PORTAL Sw. Urbana 15 44-100 =: 32 3316721,

Gorzow Wikp, KSI_GARNIA DANIEL, Boleslawa
Chrobrego 9, 66-400. =: 35 7203758,

Katowice, SKLEP BARD, Kosciuszki 8, 40-049
= 32 2571817,

Krakow, BARD CENTRUM GIER, Batorego 20, 31-135
= 12 6320735,

Krakow, FIRMA HANDLOWA SZEHEREZADA, Bienczycka
168/337, 31-831 =: 60 1476683,

Lodz, 'AJK' FIRMA KSIEGARSKA, Piotrkowska 90, 90-103
= 42 6398301,

Lodz, ODDZIAL 8, Piotrkowska 107, 90-425
=: 42 6301579,

Lublin, KRZYS, Kapucynska 6, 20-009 = 81 5322986.

Opole, HMS 1l COMPUTERS, Krakowska 41A, 45-018
= 77 4547413, |

Poznan, PANTERA, Sw. Marcina 61, 61-806 ;
=: 61 8330468. il

Poznan, PC-SERWIS Kmicica 6 60-177 = 61 8535928.
Szczecin, ELF, 5-go Lipea, 70-374, = 60 8559395

Tarnow, FIRMA HANDLOWA KAMIL, Moscickiego 74,
33-100 =: 60 6350562,

Torun, SKLEP PAPIERNICZY, Szeroka 46, 87-100
=: 56 6522593

Warszawa, ARGUS SP Z00, Malczewskiego 18/4, 02-617
w: 22 8445215,

Warszawa, GAFE EXTREME, Danieowskego 2/4, 01-833
™ 22 B336841.

Warszawa, DOM WYDAWNICZY BELLONA, Krakowskie
Przedmiescie 11, 00-068 =: 22 8261707.

Warszawa, FABER FABER SC, Pulawska 11, 02-515
= 22 8491265.

Warszawa, FIRMA KSIEGARSKA CENTAUR,
Modzelewskiego 81, 02-679 =: 22 8443593,

Warszawa, IMPERIALIS, Waszyngtona 24/8 03-910
= 60 1323209.

Warszawa, MAG JACEK RODEK, Cypryjska 54, 02-761
= 226428285,

Warszawa, P.H. DEBIUT 8.C, Grochowska 210/212,
01-922 =: 226102608,

Warszawa, SKLEP MORION S.C, Powstancow Slaskich
124 Paw.155, 01-499 =: 60 2276219.

Warszawa, STREFA 51, Piekna 56, 00-672 =: 22 6226538.

Wroclaw, BARD, Ruska 46C (Pasaz), 50-079
= 71 3417472,

Wroclaw, CENTRUM GIER, Kalataja 34, 50-005
= 71 3421217,

Zakopane, UPOMINEK, Krupowki 344, 34-500
=: 18 2063425.

EASTERN EUROPE

Budapest, BOX BT, Nefelejcs 45 , 1078 HUNGARY
=: 00 361 3213279.

Kiev, KRAINA MIRY, Aviozavodskaya 18a, UKRAINE
=: 0 380 444303566,

Ljubljana, FRATAL, Cevljarska 2, 1000 SLOVENIA
=: (0 386 14253434,

Moscow, ALEGRIS, Dubinskaya 45, 127 474 RUSSIA
=: 00 7095 4882055,

Praha, BOJA, Mikulandska 4, , 110 00
CZECH REPUBLIC =: 00 420 603822213.

Zagreb, REBISON, Zeleni Trg 1, 10000 CROATIA

=: 00 385 14855082,
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Within this month’s
Chronicles, Loremaster Gav
Thorpe will be looking back

at what’s been happening over

the past year in the
Warhammer world, as well as
disclosing a couple of secrets
of what will be coming up
over the following year.

he past twelve months have been
I very busy here in Games

Development, and the rest of the
Studio has been hard at work with
Warhammer as well. The cause for all
this activity is the monstrous (in every
sense of the word) Chaos project, as
well as following up other storylines
such as the tale of Eltharion. But, I'm
getting ahead of myself!

THE WAR IN ULTHUAN

The start of last year saw the release of
the long-awaited High Elves Army book,

along with three splendid regiment sets.

Jake Thornton brought the kin of
Ulthuan kicking and screaming into 6th
edition Warhammer, and after
completing the project has now moved
over to help with work on Warhammer

Led by Imvrik, the High Elves charge their bated kindred, the Dark Elves.

arhammer
chronicles

Yearly Tidings from the Loremaster

Online. Space McQuirk continued the
story of Eltharion, who had been left
tortured and blinded in the Dark EIf
book. The fall of the Dragon Gate to a
Dark Elves attack was also chronicled,
along with Tyrion’s great victory over the
Druchii outside the Phoenix Gate. Then,
in White Dwarf 272, Space revealed the
Witch King's attempted murder of the
Everqueen, Tyrion’s rescue of her and
Eltharion’s minor victory over his former
torturer. There will be more of this in
the Malus Darkblade comic strip that
will be starting shortly in Warhammer
Monthly. This story will progress further
in the following twelve months,
focussing on Eltharion and his
continuing war against the Dark Elves,
though he may well meet his match in
the form of a certain infamous Dark EIf

assassin! Gary Morley is currently
sculpting these two deadly warriors as a
‘mini-diorama’, and the two of them
really look like they're duelling to the
death!

THE EMERGENCE

OF CLAN SKRYRE

Back in the Old World, the Skaven Army
book followed the High Elves book, the
tunnels of the under-empire quailing at
the new found power of Clan Skryre.
Alessio Cavatore had been keenly
awaiting this project and didn’t
disappoint, producing an army that
wonderfully captures the feel of the
Skaven. Some ratty generals have been
swayed by the power of the Warp-
lightning cannon and magic of the
Warlock Engineers, preferring the so-
called ‘shooty’ Skaven army, while many
veteran Grey Seers and Warlords 1 have
spoken to still firmly believe in the
power of massed ratmen to destroy their
foe. Only time will tell which of these
will prove the best tactic. Will the mad
Warlock-Engineers and their horrendous
weapons cling onto their position of
dominance, the fall of Miragliano
testifying to their strength, or will the
other Greater Clans unite to keep their
rise in stature in check? Contenders
include the mutated rat-beasts of Throt
the Unclean, or will Clan Pestilens rise
to the challenge? As well as this, we will
be looking at the part the Skaven may
well play in the coming incursion of
Chaos, as well as hopefully squeezing in
a new release or two!

THE COMING OF ARCHAON

Of course, the biggest event in the last
year has to be the true coming of Chaos.
Hordes of Chaos, and the massively re-
worked miniatures range, began to be
released last summer. In particular, I am
very pleased with the new range of
Daemons, which beautifully combine the
varied and wild feel that Daemons have,
with an overall theme that makes them
look great as units. Special mention has
to go to Brian Nelson, Gary Morley, Juan
Diaz, Jes Goodwin and Alex Hedstrom
for their stunning new Champions of
Chaos. 1 have heard many people say
that they are now considering collecting
a Chaos army just on the strength of
these character models.

WARHAMMER CHRONICLES



“Fear me moritals,

And with the new rules and models
came the dread tales of Archaon. Now
crowned as the Lord of the End Times,
Archaon’s horde is growing ever larger.
Over the next year, the build-up to
Archaon’s impending invasion grows, as
his forces move southward and the
forces of Kisley, the Empire, High Elves
and Dwarfs muster to defend their
lands. As these dire times beset the
entire world, rumours abound of the
legendary Champion of Light. Is th

one amongst the enemies of Chaos who
is powerful enough to rise to the
challenge of Archaon’s army? Or will the
land be plunged into eternal chaos and
darkness, the playground of mad gods?

NEHEKHARA AWAKES

Ever since the original Undead army was
split between the Vampire Counts and
Tomb Kings, players have been awaiting
the arrival of the armies of Khemri. That
wait is now over, with the recent release
of Warhammer Armies — Tomb Kings.
The Tomb Kings have turned out to be a
wonderful project to work on, with a
great set of miniatures (the regiment

. sculpted by Colin Grayson provide
almost countless modelling options) and

I am the Anointed, the Fav

an army that poses a very different set
of challenges to play with and against.
Now risen to their full power, the
Tomb Kings will be sure to start
appearing on more and more
battlefields in the future.

It has been my constant quest since
taking over Warhammer that not only
does each army have a very distinctive
look and image, it also has very
characterful gameplay. 1 think it is
important that an army not only
looks different, but the tactics and
plans you use with them are also as
much of a choice when deciding
what to collect. After all, who really
wants to play an army that simply
fights like High Elves, or the

Empi d up in different
clothes. With a combination of

great basic army list design and

some attentive development, the
Tomb Kings truly embody this
approach. It would have been easy
(and therefore boring) to simply
have desert-dwelling Vampire
Counts, but instead I think we've
ended up with something a lot
stronger and with great appeal to
the planners and tacticians out there.
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ured Son of Chaos, the Scourge of the World.”
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time of the Kislevites is to introduce a
new ‘historical’ special character — Tzar
Boris, riding his awesome war-bear! Of
late, our special characters have all been
contemporary, that is to say that they are
still alive in the ‘present’ time of the
Warhammer world. However, there are
thousands of years of history filled with
exotic heroes and villains for us to draw
inspiration from, including the likes of

Vorag the Ghoul King, Dorin Heldour,
Manfred Skavenslayer, Caledor the First
and many others. So, in the future, we
may well be releasing more of these
important historical figures (Gav's
disclaimer — no promises on the
characters actually mentioned, they're

4 just examples).

KNIGHTS OF

KING LEONCOEUR

Lastly, before the end of the year, we
hope to release Warhammer Armies —
Bretonnia. As well as updating the rules
presented as work-in-progress through
this very column and the Warhammer
Chronicles Annual, we plan to have
expanded rules for Knightly Virtues, a
greater distinction between the different
types of Knightly units, perhaps the odd
new infantry unit or two, and of course
some superb special characters. Anthony
Reynolds will be wresting the banner
from Alessio Cavatore (now up to his
Tilean ears in hobbits and suchlike) and
has vowed to the Lady that it will be
worthy of her Blessing.

Like any Warhammer project, we now
have the opportunity to design some
more Regiment sets of plastic
miniatures, and Jes and I have set to the
task of planning out what needs to be
done. Although it’s unconfirmed as T
write, we hope that Gary Morley will be
working on this project.

Work-in-progress shots of the new Beastmen

Warriors, sculpted by Alex Hedstrém.

So, that was the year that was and the
year that will be (fate permitting). Please
feel free to bug us at conventions as
more details come to light, and watch
out for previews and news pieces in
future issues and on the website.

Happy Gaming!

Warhammer Chronicles takes a look
at the Warhammer game, its rules,
background and game mechanics,
frequently stolen from work
in-progress here at the Studio. It also
acts as a forum for dedicated
‘Warhammer players who have
produced inspired, well thought-out
and exciting additions to the game.

If you bave a good item for
Warbammer Chronicles then
write to:

Gav Thorpe
(Warbammer Chronicles)
Games Workshop,
Willow Road, Lenton
Nottingham, NG7 2WS

Any rules queries etc, will be shredded
for Skaven bedding, so send them to
the Roolzboyz at Games Workshop Mail
Order, and not to Warbammer
Chronicles. You can also speak to the
Roolzboyz directly using the contacts
listed below.

Phone: 0115 91 40000

E-mail: motroll@games-workshop.co.uk
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10 0O0am to 4. 00pm
Join us for a day of

gaming and hobby
activities at the
breathtaking

Warhammer World!

Great participation games:
Warhammer 40,000
Warhammer

The Lord of The Rings
Specialist Games.

Latest releases and previews.
’Eavy Metal painting advice.

Meet special guests from the
Games Workshop Design Studio.

Fanatic Specialist Games.
Join in the terrain factory.
Fun conversion competitions.

Take part in special seminars to find out our
very latest secrets.

Available from the Warhammer World shop:
Complete Specialist Games range

Loose components service

Archive range miniatures.

Super-detailed kits from Forge World.

Batten down the hatches and
prepare for action!

Tickets priced £10 available from
your local Games Workshop store,
in-store order point, online at:
www.games-workshop.com/storefront,
or direct on 0115 91 40000.

Ticket includes admission to the
Warhammer World Exhibition.
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C 1AL IS T

GAMES HANGE

Fanatic are constantly releasing new models to support their Specialist Games range and the magazines provide new rules,
campaign suggestions, tactics and lots more for each of the games. Only available from Games Workshop direct, the store
order point is the ideal and convenient place to purchase products for the Specialist Games range.

COMING VERY SOON! The eagerly awaited
Mordheim and Blood Bowl Catalogues

Specialist Games Catalogues  From £2.00 each Mordheim Amazon Warriors From £5.00 per blister
The Specialist Games Catalogues feature a range  Gary Morley’s new Amazon Mordheim models all come with separate hands with a variety of weapon

of miniatures from each system and ideas for options. These models (shown at 80%) are available direct from Games Workshop and there are 4
converting, painting and customising your Warriors, 2 Totem Carriers, 2 Champions and 2 Priestesses.

models! Currently available are Inquisitor, _— e

Battle Fleet Gothic and Warmaster. Mark Bedford’s examples of the various

conversions you can do with the new helmels.

L

Inquisitor Space Marine Helmets £3.00 blister of 3 helmets
Jes Goodwin's Space Marine Helmets for Inquisitor allow you multiple possibilities for converting
your Space Marine character. These are available in a blister of 3, direct from Games Workshop.

o R
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LOCK UP YOUR SONS!

Dark EIf Beastmaster e Vampire Lord on

on Manticore £5.00 Winged Nightmare £6.00 Specialist Games Magazines From £3.00 each
The new Warmaster Beastmaster The Vampire Lord riding a Winged Al the latest Specialist Games magazines are out now. Check out the rules.
riding a Manticore makes a perfect Nightmare is certainly a superb models and gaming articles in these Specialist Games supplements.

General to lead any Dark Elf army in general for a Vampire Countarmy ~_

Warmaster. A blister pack in Warmaster. A blister pack | For further information about the newest and upcoming releases for the
contains 1 model. contains 1 model. Specialist Games range, check out the Fanatic Studio's website on:

http://www.games-workshop.com/fanatic/default.htm
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This month we revisit a classic
Warhammer 40,000 scenario:
Carnage. This four-player
scenario always encourages a
bit of behind-the-scenes
plotting and a lot of well-timed
back stabbing!

player battle report which went by

the title of ‘The Battle for Techuan’s
Key'. This was one of the most popular
battle reports published in White Dwarf
and the scenario was published in the
Chapter Approved compilation. When we
sat down to plan this month's battle
report it was decided that it was about
time to give the four-player ‘Carnage’
scenario another go. If you want to play
it yourselves then you can find the
scenario on our website at:

Back in WD252 we featured a four-

www.games-workshop.com/carnage

To make things even more interesting we
decided to choose four very different
armies. Phil Kelly was convinced to play
again and brought along his newly
painted Tyranid army. White Dwarf’s very
own Matt Hutson was eager to repeat his
success in the last Carnage battle report,
and joined in with his Word Bearers
Chaos Space Marine army. The Web
team’s Owen Rees, flush from his
success against the Necrons (in WD
276), deployed his Dark Angels, whilst
GW illustrator Alex Boyd mustered his
horde of Orks.

It's going to be a bloody encounter as
the four armies converge on the central
objective. One of the highlights of
scenarios like this is the underhanded

WARHAMMER 40,000 BATTLE REPORT

With the armies deployed, it was time to begin.

deals and back-stabbing that usually
goes on, and these players won't
disappoint us! The Carnage scenario
also has a random game length so there
is no way of knowing

when the game will actually end.

The title fight has begun. Gentlemen,
take your corners...
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Matt's converted
Chaos Lord,
Rhar'zut the Dark
Apostle.

Matt: Disgraceful, dishonourable and

downright sneaky! These are the words |

would use to describe a battle-winning
strategy for this mission!

After playing in the previous Carnage
battle report I've got a pretty good idea

was to get as much of my force as
possible onto the objective. The best
way to do this is to ally with as many
opponents as possible early on so that
you can hopefully get to the objective
with your force intact. Then when the

of how to win it. The main thing I'd learnt

time’s right, stab them in the back
(before they have a chance to stab you
in the back, of course). It's also
important not to reach the objective too
early on or | might find myself being fired
upon by 3,000 pts of enemy models (not
a good thing). The best thing to do is to
reach it just after everyone else has,
then mop up any survivors.

THE ENEMY OF MY ENEMY IS MY FRIEND §

The mission usually boils down to a big
scrap on the objective so the force |
have chosen has an emphasis on close
combat. I've taken a Slaaneshi Keeper
of Secrets mainly because | expect to be
up against Hive Tyrants, Carnifexes,
Killer Kans and Dreadnoughts. His
psychic power, Wind of Chaos, will also
be the perfect weapon against those
pesky Dark Angels. As my force is Word
Bearers | can take a mix of different
Daemons, so for some punch in close
combat I've taken a unit of Khorne
Bloodletters; their awesome hellblades
should be powerful enough to deal with
most opponents. | knew that Owen
would be taking quite a lot of firepower
so hopefully he would deal with anything
too nasty (hopefully not me), and with
this in mind the only firepower support
I've taken is a Chaos Dreadnought
armed with a Havoc launcher. This
awesome piece of kit fires two frag
missiles a turn (four if it suffers from fire
frenzy), the perfect weapon for killing
hordes of Orks and 'Nids. The rest of my
army would be used to ensure these
things got to the objective.

|

ark Apostle Rhar'zut hefted his _
D accursed crozius, his mouth s

twisting into a smile beneath i
the respirator. His hand twisted around
the haft, thrilling in the pulses of dark
encrgy emitted from the unholy
weapon. Before him stood his
bodyguard of Word Bearers, a handful
of the faithful backed only by the
twisted form of a growling Chaos
Dreadnought. Or so it would seem to
the ignorant. Rhar'zut had spent many
long nights upon his altar of Chaos.
He knew from experience that it took
only simple slaughter to attract the
blood-dacmons but the pact he had
forged with the Keeper of Secrets was
far more complex. Raising his dacmon-
weapon, he began the incantations of
hatred, his booming voice resonating
through the clearing.

“Bearers of the True Word, we spread
the creed of Chaos with violence and
fear!”

The assembled Word Bearers raised
their harsh voices together in a rasping
roar.

“Each death magnifies the glory of
Chaos! Each drop of blood spilt is
sacred!”

“We arc like the daemon in the purity
of our hate!” shouted Rharzut,

“Let us visit our hate upon those who
seck to defy vs!”

“The gods of Chaos watch over us.
Word Bearers, forward!”




. Phil: | reckon | know this

| mission pretty well by now, not
only have | played it a
good few times but |
. was the guy who
wrote it up as a
scenario in the

first place! This is
not a narrative

| scenario by any means and is really just
designed for when you have some
friends round and fancy a bit of carnage.

This time, | was using elements from my
Tyranid army instead of my usual Eldar.
Dodgier ground for me as I'm still finding
my feet with the 'Nids but great fun given
that all armies would be converging on a
central point. At first | was tempted to

L take a Lictor or three and stick 'em on

|| the objective to pounce on any poor fool
I that steps up to claim it, but on reflection,
| decided that would be unsporting and
give me an unfair advantage against the

Alex Boyd's Ork
Wariord,
Gazbag, loves
nothing more
than killing
power armour
clad warriors.
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At the top of the food chain
Phil Kelly's Hive Tyrant will be
a force to contend with.

other lads. The force
was headed up by a Hive
Tyrant with a venom
cannon, (the only gun
in the force!) who
would be marching
at the front of the
column with a Tyrant
Guard and a Carnifex by
his side. | had the model for Old
One Eye, but | would have felt out of
order taking this monstrosity so | treated
him as a normal Carnifex. The only
concession towards tailoring the beasts
in my force to the mission was to
customise my Hormagaunts (S3) into
‘Pyrogaunts’ (S4), as I've found that toxin
sacs make all the difference to the little
fellas’ effectiveness. A couple of squads
of these would be excellent at tying up
the enemy spearheads on my flanks long
enough for my Tyranid monstrous
creatures to get into position. | decided to
accompany each of these Pyrogaunt

GET STUCK IN!

Alex: Four armies colliding in the centre
of the board, a huge messy bloodbath of
chainswords, claws and, of course,
choppas rising and falling in bloody gore;
this should be fun!

Last time | played this scenario | was
beside Phil and spent the whole game
trading blows with his Tyranids ignoring
the objective completely. I'll have to be a
bit more focused this time. First to the
objective always gets shot to pieces, so
the aim is to arrive at the correct time
and to make a decisive assault just
before the game ends; sounds easy but
everyone else is trying to do the same.

| intend to field a completely foot based
army and march everything steadily
forwards towards the objective (a novel
Ork approach), aiming to arrive around
turn four en masse and swamp
everything there.

My core force will comprise of a Mega-
armoured Warboss with a retinue of
Nobs, a large unit of Slugga Boyz
(because choppas against Space
Marines is always worthwhile) and a unit
of Tank Bustas with four rokkit launchas
to deal with any large beasties or
vehicles that get too close. To back them
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CRUNCH TIME

ess than a mile away, the forest
Lrustlcd as a chitinous swarm of

Tyranids advanced, the first rays
of the rising sun glinting from score
upon score of glittering carapaces.
Behind them, the trees shook as a
massive Carnifex stomped forward, its
crouching gait belying the speed with
which it could close upon its prey.
Broods of Pyrogaunts scuttled around
the legs of a towering Hive Tyrant, thin
strands of acid drooling from the
behemoth’s maw as it emitted the
imperative for the swarm to advance.
The scent of prey was on the wind.

It was time to feed

squads with a Ravener to give them a bit
more punch. A squad of infiltrating
Genestealers to accompany the big lads
was added to my force, as | felt sure
they could deal with any marauding
Word Bearers or Dark Angels contesting
the objective. Finally, a couple of
Zoanthropes rounded off the list; I'd just
painted them and was pleased with the
Rorschach ink blot effect on their
carapaces, plus their Warp Blast psychic
power was ideal for taking down both
Space Marines and even Dreadnoughts
that got too close. With all the bases
covered, what could possibly go wrong?

reat Warlord Gazbag glared at
Gthc noisy rabble before him, his

boyz checking their weapons and
occasionally headbutting cach other to
psyche themselves up for the coming
fight, The primal war—chant cmanating
from the assembled mobs was deafening.
He felt a small surge of pride as he
took in the three smoke-belching Killer
Kans clanking toward him through the
milling squads of Orks. The Orks were
thirsty for the kill, any morc waiting
and th:y'd be off regardless of his
wishes and he'd have to resort to
breaking heads. Gazbag gave the only
command the boyz would listen to over
the cacophony of battle-lust.

“Get ‘em, ladz!" bellowed Gazbag, and
the throng poured forward.

up Killer Kans and Cyborks always scare
people and, just for Phil, a battery of
Lobbas as they're great against
Genestealers and Hormagaunts but |
doubt they'll be much use against Space
Marines; that's what choppas are for.



T T T R N T A R R s i

Owen Rees’
Interrogator-
Chaplain
Ezra leads

the attack.

Owen: When | found out about this
game | relished the challenge of
unleashing the tactically superb Dark
Angels against such stern opposition,
especially three of them!

| knew straight away that the armies |
really needed to worry about were the
Orks and Tyranids. Their vast hordes
and superb close combat troops ruled
out an early stab at the objective. Their
cannon fodder troops could also easily
tie up any advancing units indefinitely.
However, | also needed to be able to
deal with Matt's Chaos Space Marines.

With this in mind, | wanted a force that
could lay down a withering halil of fire
against my enemies’ basic troops during
turns one and two, and an objective
grabbing assault force which could deal
with the bigger ‘gribblies’ in the closing
stages of the game.

| decided to choose two groups of
troops. The first group was the thinning
contingent and consisted of a Vindicator,
a Whirlwind and two small Tactical
squads armed with plasma cannons.
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ANGELS WRATH

Their job was to hang back and pound
anything on the objective or anything
that was getting too close for comfort. |
just couldn't resist including a Vindicator,
the thought of unleashing S10 Ordnance
every turn was just too good to miss. |
knew, however, these troops wouldn’t be
capturing the objective, that's where the
next group came in...

Group two consisted of a Command
squad and two Dreadnoughts. The
Command squad were festooned with
plasma weapons which, when combined
with the Standard of Fortitude, would be
lethal (especially against Chaos Space
Marines) when they closed with the
enemy. | also had an Interrogator
Chaplain in this squad to add some
close combat muscle. The Dreadnoughts
were armed with assault cannons and
power fists to spray down any
marauding hordes, and kill any large
monsters they came into contact with.

So, to recap: keep my distance, pound
any large groups of troops and then
wade in at the last to snatch the
objective. If | could turn the enemy
against themselves as well, then so
much the better. Let the carnage begin!

This is not the first time Owen has featured in
White Dwarf, as we found this picture of our
budding general way back in White Dwarf 180

when he was just 14 (sorry Owen — ed).

toward the reaction force of Dark

Angels assembled before him. The
ground trembled beneath the thunderous
tread of the pair of mighty
Dreadnoughts on either side of him.
Emarziel and Damiel were more than

Interrogator—c.thlain Ezra marched

just potent weapons of war, and Ezra
had spent the hours before dawn in a
council of war with them. At the back
of the reaction force Techmarine Aliad
was blessing the machine-spirits of the
Vindicator, and Brother Dacharias was
unfurling the Standard of Fortitude. The
holy banner waved and snapped in the
strong wind racing through the clearing.
Striding forward, Ezra signalled for
them to join the rest of his command
group, and raised his arms as the Dark
Angels knclt in prayer,

"Mortis Angelis, heed my words, for
we stand under the gaze of the Emperor
himself.”

The voices of the assembled Space
Marines answered their Chaplain in
unison.

“We stand on the threshold of death
and yet we do not falter.”

“Avenging warriors, we are beset on all
sides by the alien and the heretic”
intoned Ezra.

“With bolter and chainsword we will
cleanse their taint”

“Only in death does duty end. Dark
Angels, advance!”

=¥
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Rhar'zut, Dark Apostle of Chaos
Chaos Lord with plasma pistol, frag
grenades, accursed crozius, Demagogue

and Mark of Chaos Undivided. 141 pts

Ha'dkhufl

Keeper of Secrets with Wind of Chaos,
160 pts

DISCIPLES OF CHAOS

Troops

Squad Nemesis

7 Chaos Space Marines: 1 Aspiring
Champion with power fist and plasma
pistol, 4 with bolters, 1 with plasma gun,
1 with flamer. All have Mark of

Chaos Undivided, 159 pts

Squad Drexlar

7 Chaos Space Marines: 1 Aspiring
Champlon with close combat weapon, bolt
pistel & daemonic chains, 4 with bolters,

1 with plasma gun, 1 with flamer. All have
154 pts

Mark of Chaos Undivided.

&

Daemon Pack

5 Bloodletters of Khorne. 130 pts
Fast Attack

Daemonic Beasts

5 Flesh Hounds of Khorne. 105 pts

Heavy Support
Koraxis the Furious
1 Chaos Dreadnought with twin-linked
heavy bolters, Dreadnought close combat
waapon, heavy flamer, smoke launchers,
extra armour & Havoc launcher.« 150 pts




HQ

Hive Tyrant

Scything talons, venom cannon, warp field,
flesh hooks,implant attack. 173 pts

Tyrant Guard
Lash whips, rending claws and flesh hooks.
45 pts

HIVE FLEET JORMUNGANDR

Troops
» 13 Pyrogaunts

Leaping, Adenal Glands,

Seythings Talons and Toxin Sacs. 156 pts

@ 13 Pyrogaunts
Leaping, Adenal Glands,
Scythings Talons and Toxin Sacs. 156 pts

o | 9 Genestealers 144 pts

Fast Attack
2 Raveners
Rending claws and seything talons.
90 pts

Heavy Support
Carnifex

2 scything talons, flesh hooks, extended
carapace. 118 pts
2 Zoanthropes

Warp blast. 118 pts
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HQ
Warboss Gazbag

Mega armour, kombi-skorcha and

iron gob. 104 pts

Gazbag's Boyz

5§ Mobz, 1 'uge choppa, 1 big shoota, 4

sluggas, 4 choppas and frag stikkbombz.
139 pts

Painboy Urtystuf
Power claw, slugga and Cybork body.
61 pts

GAZBAG'S WARBAND

Urtystuf's Cyborks
9 Cyborks with sluggas and choppas.
117 pts

Troops -

Da Choppa Boyz

17 Slugga Boyz, Nob Skumgred 'uge
choppa and iron gob. 180 pts

Da Busta Boyz
9 Tank Bustas, 3 rokkits, Nob Nargnm iron
gob and rokkit launcha.

145 pts

Heavy Support

Da Kanz Boyz

3 Killer Kanz, extra armour, 1 big shoota,
1 skorcha and 1 rokkit launcha. 150 pts

Da Gunz Battery
3 Lobbas, Slaver and Squighound,
104 pts
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Interrogator-Chaplain Ezra

Master-crafted crozius arcanum, close
combat weapon and frag grenades. 97 pts

Command Squad Ezra
6 Space Marines, with plasma gun;
Apothecary, Techmarine and Standard
Bearer with plasma/bolter combi weapons;
Standard of Fortitude; Veteran Sergeant
with power weapon and frag grenade.

262 pts

REACTION FORCE ANGEL'S WRATH

et

Elites
Dreadnought Emarziel
Assault cannen, extra armour and

heavy flamer, 120 pts
Dreadnought Damiel
Assault cannon and extra armour. 110 pts

Troops "4
Tactical Squad Revenge

6 Space Marines with 1 plasma cannon and
1 plasma gun. 111 pts

Tactical Squad Reprise
6 Space Marines with 1 plasma cannon.
105 pts

Heavy Support
Vindicator Repentance
Hull-mounted demalisher cannon and

storm bolter, 120 pts
Whirlwind
Turret-mounted mutiple missile launcher.

75 pts
Total.....ccoviiisiiniimssaininnnnnnnss 1,000 points




l\* WARHAMMER 40,000 BATTLE REPORT — CARNAGE!

WORD BEARERS TURN 1

Matt: With my Daemons not available yet,
there wasn't much of my force on the table
to move. | started the game with the Fire
Frenzy roll for my Chaos Dreadnought
which turned out to be a 6. Unfortunately
he couldn’t see any enemy units and
luckily he couldn’t see any of my units
either as there was a jungle in the way.
Koraxis the Furious had obviously seen
something in the trees. It did mean he
couldn’t move though, effectively giving
him one less turn to reach the objective.
With my Chaos Dreadnought living up to
his name, | advanced Squads Nemesis
and Drexlar, led by Rhar'zut, towards the
objective building.

3 LD

The Night Fight rules for turn 1 didn’t prove
to be any problem as none of my units
were in range anyway!

ORKS TURN 1

Alex: | see a flaw in my plan. With a
desperate groan Gazbag's mega armour
seized up and he staggered a mighty 2"
forward. At this rate he’ll heroically arrive at
the objective around turn 12. | shouldn't
have scrimped on the mega boosta (idiot).

Ignoring his curses, the rest of the Boyz
were off towards the objective: Slugga
Boyz angling towards Matt's Word Bearers
on my right flank and the Killer Kans and
Cyborks towards Owen's Dark Angels on
my left flank.

*s - :r;‘: FER "-:'ﬁ L
nid W r and move forward as one. Yy

The only thing | could fire in the Shooting
phase was my Lobbas. For the lack of a
softer target (Phil was diagonally opposite
me) | fired at Owen’s Command squad
(someone said they were expensive)
killing three of them and, to add insult to
injury, a stray shell blew out the back of
his Vindicator. | felt so sorry for him but |
know there’ll be reprisals.

So far so good.

DARK ANGELS TURN 1

Owen: Curses! My Vindicator was dead
along with three Space Marines from
Command squad Ezra. A bad start to the
game for sure. A couple more turns like
that and | wouldn’t have an army to play
with. | decided to stick to my plan and
separate my troops a bit to stop future
bombardments doing quite as well.

| started by moving the Command squad
into the dense woodland separating Alex
and me. From here they would be ready to
make a move on the objective. | also
moved Damiel and Emarziel up into the
gap between the trees and the Tyranid
spore chimney. Next | moved Tactical
squads Revenge and Reprisal into better
firing positions since Phil had hidden most
of his Tyranids.

My shooting phase began with firing the
Whirlwind at the Ork Slugga Boyz. Alas, it
scattered a massive 12" thanks to the
Night Fight rules. Funnily enough though,
this meant it struck the lobbas, the very
unit which had caused so much damage
to my army. Talk about divine retribution.
This resulted in the shot destroying a
Lobba, killing two Grots and pinning the
unit. Have some of that!




Lastly | fired my Dreadnoughts at the
nearest Zoanthrope, but it simply shrugged
off the assault cannon rounds due to its
warp field.

Not a bad turn overall. What happens next
all depends on Phil. Hmmm, interesting...

TYRANIDS TURN 1

Phil: After what seemed like an eternity of
indecision as to where to place my
Genestealers due to their Infiltrate ability
(trust me, it was a jungle out there), | had
opted to keep my entire force tucked away
in the large wooded areas in my
deployment zones. It had paid off, as | had
sustained no casualties so far. | felt sure
that this had a lot to do with Alex
obliterating that nasty Vindicator, and made
a mental note to buy him a pint after the
game had finished.

The Tyranid monstrous creatures
spearhead moved forward out of the wood
toward the objective. | wanted them to get
into the bunker's cover as soon as possible
and it doesn't pay to dawdle with the big
lads as they only move a comparatively
sluggish 6" a turn. The Genestealers crept
along behind, hoping desperately no one
would notice them in the shadow of their
massive companions. The Zoanthropes
moved forward to adopt better firing
positions, | was hoping to annoy Owen with
them so he concentrated his fire upon
them rather than the monstrous creatures’.

| had deployed one squad of Pyrogaunts
and a Ravener as far left as possible so
they could race over and grab the bunker
in between me and Matt, both as a staging
point for a later push and also as a
deterrent to the Word Bearers’ advance.

A good Fleet of Claw roll for the
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One well placed shot was all it took fo destroy the Vindicator.

Pyrogaunts helped, most of the Gaunts first turn of the scenario, my Shooting
would enjoy a healthy 4+ cover save from phase was regrettably brief; even the lone
any incoming fire. If Matt got too close, I'd Zoanthrope who could make out the Dark
throw the unit down the throat of his army Angels over the other side of the board
and see how long it tied up his advance. missed its target with its Warp Blast. Your

As the Night Fighting rule is in place for the move, creep. ..



WORD BEARERS TURN 2

Matt: With my force totally intact | started
the rolls for my Daemonic units. With a
flurry of 4's | summoned the Bloodletters
from the Warp next to Squad Nemesis. On
the opposite side of the battleline the Flesh
Hounds also made an appearance, right
next to the icon of Squad Drexlar. After
some procrastination | decided to welcome
the Keeper of Secrets and after some help
from the Daemonic chains Ha'dkhufl made
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an appearance, possessing the
(un)fortunate Aspiring Champion of Squad
Drexlar, Restraining himself this turn |
moved Koraxis the Furious from behind the
jungle ready to target the vast horde of
Tyranids to the right. In anticipation of a
Tyranid assault Squad Nemesis moved
forward into the jungle where they could
support the rest of my force. The
Bloodletters moved up behind them, and
although they would probably be in
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shooting range of Alex's Orks next turn |
was confident that their armour would be
capable of shrugging off any shots that did
manage to hit them. With the phrase
‘charge or be charged’ ringing in my head |
moved the Flesh Hounds towards Phil's
Pyrogaunts which were getting a bit too
close for my liking. Accompanied by
Rhar'zut the now leaderless Squad Drexlar
continued their advance towards the
objective bunker.

Through a series of nods, winks and secret
hand signals I'd decided with Owen to
attack Phil. Although the Pyrogaunts would
have been a better target | just couldn’t
resist firing at the Genestealers. Koraxis
the Furious started the proceedings. With
gasps of “how many templates?”, the
Havoc launcher fired killing three of them,
a further three were gunned down by the
heavy bolters. This left only three of the
deadly power armour munching beasties
left, much to the relief of Owen and myself.
Realising the threat that the closest
Ravener posed, Squad Drexlar fired at it
but couldn’t wound it.

With the shooting done it was time for the
first assault of the game. The Flesh
Hounds charged the Pyrogaunts. As they
were in cover the Pyrogaunts struck first
and killed three Flesh Hounds, not good!
Biting back, three of the Pyrogaunts were
torn apart, leaving the combat a draw.
Losing the Moral High Ground roll the
Flesh Hounds were banished back to the
Warp after | failed my Instability check (the
roll was at -5 so it wasn't a surprise).
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The turn had finished poorly for me, the
Flesh Hounds losing meant that next turn
the Pyrogaunts could charge my force. If
only | could get Alex or Owen to fire at
them in their turns...

ORKS TURN 2

Alex: Unbelievable! | think | was being
optimistic about Gazbag reaching the
objective by turn 12, as this turn he only
moved a ridiculous 1"! He tripped on a tree
trunk or slipped on a banana skin or
something. I'm going to paint him red and
put go faster stripes on him (or maybe pay
10 points for that mega boosta). The rest
of the Boyz marched on regardless, not
waiting for him. Owen fired his Whirlwind at
my Slugga Boyz in the previous turn
missing them completely but destroying a
Lobba and pinning the rest, so this turn
there was no firing at all.

With a wooded area between myself and
Owen and Matt focusing all of his attention
on Phil, | felt | was in a good position for
overrunning the objective as long as
Gazbag got his act together.

DARK ANGELS TURN 2

Owen: Got away quite nicely without being
targeted this turn (so far). Time to get down
to business. Matt and Phil were duffing
each other up. However, Phil was doing his
classic, tie 'em up tactic on both of us by
sending in the 'Gaunts. So (with a knowing
exchange of sneaky nods with Matt) |
decided it was time to lend a hand.

§

| moved the Command squad further away
from the Killer Kans, the last thing | wanted
was to be charged by those tin cans, but
stayed safe within the woods. The
Dreadnoughts inched further forward to the
starting lines (I didn't want to get
tankbusta'd too early).

My Shooting phase began with the
Whirlwind firing at the Tankbustas. The
missiles were just about on target killing
two. Alex failed his pinning check and his
mob size check, meaning those
Tankbustas would be standing around next
turn. As a bonus, the ordnance also
stunned a Killer Kan. | was glad | brought
the Whirlwind now!

Next up was my main firing line. Phil had
placed the Zoanthropes tantalising close,
but | decided to ignore them in favour of
the bigger, more objective-threatening
monster, the Hive Tyrant. The last thing |
wanted was for both the Hive Tyrant and
the Carnifex being together on the
objective with a 4+ cover save. It also
helped Matt out immeasurably.

Damiel opened up with his assault cannon
and scored one wound apiece on the Hive
Tyrant and his bodyguard. Emarziel
achieved nothing. Squad Revenge fired
their bolters and plasma cannon inflicting
another wound on both and killing the
Tyrant Guard outright.

Squad Reprisal fired their plasma cannon
and plasma gun. Both hit, but tragically one
didn't wound, leaving the Hive Tyrant on
one wound and pretty much out of the
game. Now all | had to worry about now
was two Zoanthropes, three Killer Kans
and a Carnifex!

TYRANIDS TURN 2

Phil: Bah! Not good at all... Owen sensibly
ignored my Zoanthrope bait in favour of the
really big trophies and now my Hive Tyrant
was seriously wounded. This could spell
disaster for the 'Nids, and | cursed myself
for not bringing another Synapse Creature.
| was bold (or stupid) enough to hope that
one Synapse Creature with 4 Wounds, a
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The Whirnlwind finds a target truly worthy of its attention.

———————

2+ save and a bodyguard would be
enough. It looked like my mistake was
about to be made painfully clear; no way
was | expecting so much plasma weaponry
and it seemed Owen was intent on
showing me what it could do. For the time
being though, my force’s lynchpin was still
alive, scuttling into cover as quickly as it
could. The Carnifex moved right up to the
bunker, waiting for its moment to barrel
forward. No one else had really closed with
the objective, so if | was lucky and the
game ended soon, it would win the game.

Matt's Flesh Hounds had put in such a
dismal performance that my flanking force
was free to counter-attack on the left.
Reasoning there was no place safer than
in combat, and also that an early delay
could cripple Matt's chances of getting to
the objective, | sent the Pyrogaunts
bounding toward his lines with the Ravener
close behind.

Once more my Shooting phase was pretty
dismal. The Tyrant's venom cannon and
both the Zoanthropes' Warp Blasts missed
their Dark Angels targets and Owen's force
emerged unscathed. | really couldn't afford
this one-sided duel much longer, and
resolved to throw the other squad of
Pyrogaunts toward him to keep him busy.

The Assault phase was much more
encouraging, the 12" assault move of the
Pyrogaunts proved more than enough and
almost all of them got into combat with the
Chaos Space Marines. The Pyrogaunts
were determined to prove they meant
business and killed one of the Word
Bearers in return for no losses, whilst the
Ravener with them did even better, slicing
apart two more of the worshippers of the
Dark Gods with its scything talons. The
squad was Fearless due to the nearby
Dark Apostle’s Demagogue power; with
this paragon of Chaotic ideals acting as
cheerleader they were going nowhere. Not
a spectacular result, but one hell of a thorn
in Matt's side and hopefully enough to
distract him from the objective whilst the
spearhead advanced.
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WORD BEARERS TURN 3

Matt: As | had expected, Phil had charged
his Pyrogaunts into my force. If | could
destroy them this turn | could use the
Sweeping Advance rule to get nearer to the
objective and make the most of the
situation. With this plan in mind | moved
the still behaving Chaos Dreadnought to
where it could fire at Phil's Tyranids and
still assault the Pyrogaunts. Rhar'zut and
the Ha'dkhufl also moved into a position
where they could assault. The rest of my
force continued its advance.

The unholy partnership between Owen and
myself continued (perhaps someone
should tell him that these are Chaos Space
Marines). My Chaos Dreadnought started
the Shooting phase by blowing away a
Ravener in a blaze of bolter shells.
Rhar’zut attempted to single out the
Carnifex but was just out of range.

With the shooting over it was straight onto
the combat. Despite attacking the
Pyrogaunts with Rhar'zut and Koraxis the
Furious | only managed to kill 3 of the
"Gaunts. On a brighter note the Keeper of
Secrets did manage to splat the last
remaining Ravener. To confound the
problem Phil managed to pass his Morale
check despite needing to roll a 3 or less,
meaning that | would have to fight another
round of combat in Phil's turn.

Phil's tactic of holding me up with
Pyrogaunts was working a treat so far. It's
times like this where you've got to remain
focused on the mission and not just sit
back and blow away your nearest
opponent.
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Scatter, damn you! And some people call this work.

ORKS TURN 3

Alex: 2"l A pathetic 2" and yes | am talking
about Gazbag's Difficult Terrain test. Forget
the mega boosta, I'm buying him a Trukk.

However, the Killer Kans were closing in on
Owen’s position supported by the Cyborks.

The Tankbustas, being pinned last turn by
that blasted Whirlwind, could do nothing
but eat dirt. | was hoping that they would
be available to assist in the destruction of
Owen’s Dreadnoughts.

The Slugga Boyz kept heading towards the
objective while keeping an eye on the
Daemons that had turned up. I'd never
fought against Bloodletters before, so that
could be interesting, however Matt seems
to be totally ignoring me and that could be
a fatal mistake for him. Owen and Matt
seemed to be conspiring against Phil which
suited me just fine. The only thing
bothering me was Owen's Whirlwind.

My Shooting phase was next to useless; |
managed to kill only one Bloodletter with
the big shoota from my Warboss's retinue.
My Lobbas seemed to think that they had
done all that they needed to do this battle
and were just sitting back laughing at
Gazbag's attempts to walk.

| was itching to get into combat! Next turn |
would be there.

DARK ANGELS TURN 3

Owen: | have to say | was beginning to
feel really sorry for Boyd's Warboss. | fear
the Grot who didn’t oil his suit this morning!
Phil's targeting of my units last turn had

been pretty unlucky too in that everything
missed! This meant that my army had
continued to remain unscathed.

It was now turn 3, so the waiting was over,
it was time to strike. | boldly moved both
Damiel and Emarziel straight towards the
objective. | also attempted to do the same
with Ezra and his Command squad, but
they rolled a measly double 1 for
movement through the woods.

The Whirlwind launched another deadly
cargo, this time at the Cyborks. The
missiles were spot on and killed a
Tankbusta and a Cybork. Alex, curse him,
managed to pass his pinning test this time!

Tactical squad Revenge had line of sight to
the Hive Tyrant and decided to try and
finish what had been started earlier.
Unfortunately the super hot plasma simply
failed to wound the gigantic creature.
Tactical squad Reprisal fired at the
Zoanthrope nearby, but couldn't get
through the extremely thick carapace of its
prawn-like skull.

Now it was time for what | had been
waiting for: the assault cannons of the
Dreadnoughts against Alex’s Killer Kans.
Hundreds of rounds were unleashed,
barrels super heated to glow red with the
friction, but once the smoke had cleared
those Killa Kans still stood. All | had
managed to do was stun one. Typical luck!
Still, at least only one would be slamming
into me next turn and | wasn't too worried
as Space Marine Dreadnoughts are much
better than Killer Kans...

! muwmwmmnmmmmm'lmmammmmmuulmmrumamam;m\uw1w.tumummmmul||m\mm,uullmli\mﬂtmmnummmmi\u1m\mmtmmﬂmmmmlmmmnmmuammm-



T ST AR T T T T TR R T T TR U T T e T R R TR A

TYRANIDS TURN 3

Phil: Thanks to getting into cover last turn,
my Hive Tyrant was still alive to exert his
synapse control over the swarm. Even the
elements out of synapse range passed
their tests. Despite suffering heavy losses
on the left to Matt's counter-attack,
including both of the Raveners, pretty
much all of the Chaos forces bar the
Bloodletters were committed to
slaughtering Pyrogaunts and he was still
miles from the objective, whereas the
Carnifex was practically on top of it.

| just wished I'd been as successful in
hindering Owen, and frankly | now had a
healthy respect for the sheer amount of
firepower his force could put out. With this
in mind | sent the second group of
Pyrogaunts scuttling toward Squad
Reprisal and moved the Zoanthropes into a
position where they could take out Owen's
plasma cannon wielding Tactical squads. It
was time to pull the Dark Angels’ teeth.

The Shooting phase suddenly came into its
own, with the Zoanthrope hovering over
the woods finally hitting its target and
obliterating three of Squad Revenge,
including the plasma cannon and plasma
gunner poking cheekily around the side of
the spore chimney. Two down, two to go.
The other Zoanthrope missed, but the
Tyrant killed two from Squad Reprisal with
gobbets of explosive venom from its bio-
weapon. This made the second Pyrogaunt
brood's job a little easier in the Assault

phase, and although the Dark Angels killed
two Pyrogaunts with close-range shots, as
they leapt through the air the remainder
bowled into the Space Marines in a flurry
of frenzied stabbing, killing them all. The
Pyrogaunts swept forward into the
remainder of Squad Revenge, effectively
neutralising it. Suddenly the amount of
plasma death facing the Hive Tyrant didn’t
look so bad.

On the left flank, however, Matt's counter-
attack finally cut its way through the
Pyrogaunt brood blocking his advance.
Given the fact they had tied up a squad of
fearless Chaos Space Marines, a Chaos
Dreadnought. a Dark Apostle and even a
Greater Daemon of Slaanesh, | thought
they had done an admirable job.
Nonetheless, Matt had swept toward my
lines with all of his victorious units, and
looked intent on settling the score.

AT

The Keeper of Secrets leads the pursuit.




i

WORD BEARERS TURN 4

Matt: At last! Those pesky Pyrogaunts had
been eliminated. Time was running out fast
as the game could potentially end this turn
and with none of my units anywhere near
the objective. | would need the game to
last at least a couple more turns if | was to
have any chance of winning. On my right
the badly mauled Hive Tyrant was skulking
in the cover. Although | was out of charge
range this turn it still could pose a real
threat so it was time to finish off what
Owen had started. On my other flank the
Orks were getting dangerously close to me
and the objective.

In a bold move the Bloodletters moved to
within assault range of the nearest Slugga
Boyz mob. On the other flank Rhar’zut, the
Keeper of Secrets, Squad Drexlar and
Koraxis the Furious moved up ready to
unleash their firepower at the Hive Tyrant.
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The prospect of combat fills Gazbag with a sense of urgency.

Passing my psychic test the Keeper of
Secrets cast Wind of Chaos at the Hive
Tyrant. Needing only a 4+ to kill the
monstrous creature | naturally rolled a 3.
Rhar’zut fired next but failed to wound.
With rage slowly building Squad Drexlar
cooled the situation (or super heated it) by
finishing it off with their plasma gun. This
left Koraxis the Furious free to target his
old friends the Genestealers and promptly
killed two more of the unfortunate
creatures. As an afterthought Squad
Nemesis targeted the Carnifex standing
aloft on the objective, with only one bolter
in range it not only managed to hit, then
wound, but Phil also rolled a 1 for it's
saving throw! Get in there!

With muffled chants of “Blood for the Blood
God” (I'm a secret Khorne worshipper) the
Bloodletters charged the Slugga Boyz,
killing 6 of them for no loss. Luckily for Alex
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the Slugga Boyz passed their Mob Size
check and held firm.

ORKS TURN 4

Alex: Matt charged me with his
Bloodletters; action at last! He has the
strength and skill but | have the numbers.
He killed six for no loss but | get to move
all of the rest of my Boyz in for my turn.

The prospect of combat infused even
Gazbag with a sense of urgency. He
surged forwards a mighty 4". He'll probably
have to rest next turn.

The Killer Kans had moved into charge
range of Owen’s Dreadnoughts and my
Tankbustas had a line of sight. Things were
starting to get interesting...

My Shooting phase was fairly useless, the
Tankbustas failing to damage Owen’s
Dreadnought, plus only one Killer Kan was
capable of firing and he missed. The only
positive was taking a wound off Phil’s
Carnifex with a big shoota. Phil was having
real problems with his Armour saves, which
was a shame as everyone was firing
everything at him. The Assault phase went
well as the Killer Kans managed to destroy
one of Owen's Dreadnoughts and the
Slugga Boyz managed to kill a couple of
Matt’s Bloodletters.

DARK ANGELS TURN 4

Owen: Arrgghh; Tyranids in my
deployment zone — not good! Those
Hormagaunts really can motor and |
thought | might have another turn before
Squad Reprisal got it, How wrong | was.

This was it; | really did have to make my
move. Squad Revenge was looking like it
would be destroyed and the last thing |
wanted was Hormagaunts tying me up. |
had to hope squad Revenge could hold
the little critters.

Then there was the ‘Killer Kan problem’.
With Emarziel lying in ruins, | was lucky
Damiel hadn't been swept into (there was
an inch in it). | seemed unable to roll
anything higher than a one on the
penetrating hit chart.

For my movement | finally got the
Command squad out of cover with a pretty
good Difficult Terrain test, so it was up to
them now to capture the objective. | also
moved Damiel round to charge the Killer
Kans and hold them up while the
Command squad made their attack run.

My shooting went well. First off | landed a
Whirlwind barrage right in the middle of the
Cyborks, killing off three of the hardened
nutters. This caused an Ordnance Pinning
check which they duly failed. Hurrah! That
was one less thing to worry about. Next up
was Squad Revenge firing at the sweeping
Hormagaunts. Despite being pretty much
on target, no wounds were caused.

Then it was the Command squad’s turm.
After Phil had lost two wounds on the
Carnifex to small arms fire (hehe), all | had
to do was plaster it with my Command
squad's plasma coup de grace and stroll
on to the objective. The squad unfurled the



A titanic battle erupts as the Killer Kans engage the Dark Angels Dreadnoughts.

Standard of Fortitude and no less than five
plasma inflicted wounds found their way
onto the Camifex. Because the Carnifex
was on the bunker it benefited from a
chunky 4+ cover save. Phil rolled the dice
and saves all but one, doh! | fired all my
other units at the beast to try and finally put
it down, but Phil had discovered the joys of
passing Armour saves and the gribbly
refused to fall.

The Assault phase was also dramatic.
Squad Revenge survived the nine attacks
that came their way and killed two of the
Hormagaunts on bolter bayonets. Being
out of range of a Synapse creature, they
ran like the dogs they werel

Damiel was also deep in combat with the
Killer Kans. But once again the magical
‘Destroyed’ result was out of my grasp and
a mere immobilised result was inflicted.
Still, | wasn't destroyed either yet, and |
was holding them up.

Surveying the scene as it stood now, |
wasn't confident. Basically, | was in for it.
The Orks were closing and | only had a
few models left — the clock was now

ticking. | also had a Camifex staring at me
looking rather un-chuffed and ready to
muscle in like a bowling ball.

TYRANIDS TURN 4

Phil: By this point | was growing sure that
Matt and Owen had some kind of alliance;
perfectly appropriate behaviour in this
mission, it's half the fun, but the scoundrels
had done it on the sly (| knew there was
something up when | came back from
lunch and everyone stopped talking and
acted innocent...) and so | found myself
taking on both of them. As a result, my
Hive Tyrant was finally dead, the battered
remains of my Genestealer squad was
down to one gribbly, and to add insult to
injury my poor old Carnifex had taken two
wounds from small arms fire. Not that | can
really complain after Owen's daunting
plasma barrage from his Command squad
only caused one wound. Hey ho, | thought,
taking in the tattered remnants of my army,
may as well go for it. After all, it was turn 4,
the bloodied Carnifex was right on top of
the objective and if the random game
length roll turned out to be a 1 I'd have it in

the bag. The Pyrogaunts in the thick of the
Dark Angels’ quarter had other ideas,
failing their Synapse Control check and
legging it back to my lines. After blasting
apart three dressing-gown clad Dark
Angels from Squad Ezra with the
Zoanthropes, | threw caution to the wind
and assaulted the Killer Kans with my
Carnifex. | was still closest to the objective
by a vital inch or two, and | fancied causing
some damage on the way out. Two
penetrating hits resulted in an
immobilisation and a stun on the Kans, but
it was the next roll that really counted. The
guys let me roll the dice, Matt remarking
how this was a big mistake as I'd been
rolling 1's all game. The dice bounced to a
halt amongst the scrum of massive combat
monsters next to the objective, and as the
players held their breath the dice came up
a 2. Close, but no cigar; my gambit of
playing for an early win hadn't quite paid
off and it looked like | still had some work
to do. Nevertheless, if the Carnifex could
survive another round of combat with the
Killa Kans, it'd be party time when it came
round to my next turn...
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WORD BEARERS TURN 5

Matt: Luckily the game hadn’t ended so |
was still in it. All | could do was continue
my advance and hope that the game would
go on for another turn. With Owen and Phil

am

As time ticks away, each army moves within striking distance of the objective.
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duffing each other up on the objective all |
needed to do was arrive at just the right
time and mop up the survivors. The only
other thing | really needed to do was stop
the Orks arriving at the same time. Squad

Nemesis started the Shooting phase by
killing a single Tankbusta with its flamer.
Koraxis the Furious fared little better killing
only two more.

In the Assault phase the Bloodletters
continued their good work killing two more
Orks for no loss. Once again though the
Orks refused to run. The game had
entered a vital stage. | really needed it to
continue for at least a couple more turns.
So far Owen and | had pretty much
neutralised the threat from Phil's Tyranids,
but with Owen already on the objective he
was certainly getting the most out of this
special relationship.

ORKS TURN 5

Alex: Gazbag moves 3", it's a race against
the dice to get him into combat and the
sharp money's on the dice. The Cyborks
couldn't do anything this turn being pinned
by Owen's annoying Whirlwind; I'm
beginning to regret gloating so much at the
destruction of his Vindicator on turn 1. The
Grotz will be punished severely for using
their initiative.

The Tankbustas moved into the cover of
the central building where they would have




a good line of sight to Matt's Dreadnought
if the game was to go on longer | didn't
want to meet that thing on the objective.
One penetrating hit and one glancing hit,
and of course, the glancing hit destroyed
the monstrosity. The Assault phase went
really well, the Slugga Boyz finally sent the
last Bloodletter back to the Warp and
swept towards the objective. A Killer Kan in
a bad state after the charge of the Carnifex
managed somehow to take its last wound
as the beast ripped it to pieces, leaving
Owen in a good position if the game was to
end this turn. Thankfully the rest of my
army is now close enough to do some
damage next turn...

DARK ANGELS TURNS

Owen: | couldn’t believe victory was now
within my grasp, especially after last turn!
Phil's decision to charge the Killer Kans
was a crucial one, and had breathed new
life into my attempt on the objective. All |
had to do was get onto the objective and
hope the game ended this turn.

The only movement which | made was with
the Command squad which passed its
Difficult Terrain test with enough movement

to get right on to the objective. The squad
was looking a little depleted after the
Zoanthropes had blasted them, but there
was enough left to be effective. Everything
else was in combat or ready to fire.

The Shooting phase started with a barrage
from the Whirlwind at the Zoanthrope and
Genestealer which were threatening my
Command squad. Despite being spot on
target the abominable creatures came out
unscathed. | also fired the Command
Squad at the solitary Genestealer, but
these shots too failed to do anything. Lastly
squad Revenge fired on the retreating
Hormagaunts, killing another.

Would there be a turn 67 If there was, that
4+ cover save would come in useful and
my Chaplain would be earning his pay.
Fingers crossed...

TYRANIDS TURN 5

Phil: Despite the fact that the Tyranid
forces now consisted of two Zoanthropes,
one Genestealer and a squad of
Pyrogaunts intent on fleeing the battlefield,
there was still an outside chance of me
pulling off a victory. The Carnifex had lost
its last wound in the Godzilla-style combat

with the Killer Kans and the Dark Angels
Dreadnought, although he did take a Kan
with him with one glancing and two
penetrating hits that even Alex's armour
plates saving throw was hard pressed to
protect against. So, with the Zoanthropes
the only models that could really affect the
outcome of the game, | moved the last
remaining 'stealer and the two brain-bugs
toward the remnants of Owen's Command
squad. Two Strength 5 AP3 blast templates
could all but destroy the troublesome
squad; sadly my accuracy was true to form
and both the Zoanthropes missed. The
Dark Angels struck a pose, surely nothing
could stop them now. How right they were,
the Genestealer was just out of its 6"
assault range and the Zoanthrope's
unconvincing and desperate charge merely
provided the Interrogator-Chaplain with
something to repeatedly smack his crozius
into. As stringy webs of Tyranid brain
drifted to the ground, the fateful dice roll
was made, coming up a 2 which, on turn 5,
signalled the end of the game. Owen’s
Command squad were nearest the
objective by a Pyrogaunt's fang, and what
was an incredibly close game ended in a
Dark Angel victory.




Owen: | am quite
simply speechless, |
won! It was extremely
close and very good
fun to play. | consider
my victory quite a
humble one; it really
could've gone any way.

Owen Rees  |f Phil's Carnifex had
charged my Command squad instead of
Boyd's Killer Kans then things could
have been different. The Lion really did
look over me in that | was far enough
away so that Phil would lose if he
charged me and the game ended that
turn, but close enough to capture it at
the end.

Phil: What a blast! If it
weren't for those pesky
Dark Angels... no, I've
no right to grumble; the
things that let me down
shouldn't really have
come as much of a
surprise. After all,
Tyranid accuracy is
never to be relied upon. The aspects of
the game that went well really worked
out, especially my stalling tactic that the
Word Bearers never really recovered

Fhil Kelly
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game as each player
With every player aware o

THE LION WATCHES OVER ME

becomes more paranoid as to who has

The fact that | wasn't a close combat
army really helped out in this game. Phil
was scared silly of my firepower and
kept well at claws length and decided to
go for Matt’s jugular instead. Matt duly
obliged and between my shooting and
his Chaos Space Marines we pretty
much pounded Phil out of the game.
Anyone would've thought Matt and |
were working in league. As if Dark
Angels would ever fraternise with the
enemy (well ok, maybe we did a bit)!
Unfortunately for Matt this left him well
out of contention for the objective. With
mine and Alex's armies separated by
dense woodland, it meant | only had to
worry about one army at a time.

MONSTER MASH

from. Unfortunately it did have the nasty
side-effect of earning the attention of the
Word Bearers' firepower for a full turn,
costing me half of my Monstrous
Creatures. My Carnifex did his usual job
of wading up to the objective and
standing on top of it roaring defiantly, but
in the end my eagerness to take on two
opponents sealed Owen’s victory. That,
along with his unholy alliance with the
forces of Chaos (the Interrogator-
Chaplain should be ashamed of
himself!), proved my downfall, and

arranged a behind the scen
f each sly nod and wink, it's a scenario guaranteed to cause a few laughs.

es alliance with whom.

Man of the match goes to the Whirlwind.
This nifty piece of kit helped to pin down
a lot of Alex's forward units, which was
crucial at the end of the game. The fact
is | probably wouldn’t have fired at the
Orks every turn but they had so
infuriated me after the audacity of their
artillery that it would have been rude not
to retaliate!

Overall an excellent game with plenty of
back-stabbing and sneaky underhand
tricks. Despite an early setback, | stuck
with my plan which saw me through in
the end. The Dark Angels really shone
through today. They are the Emperor’s
Finest after all!

realistically | had no chance of fending
off both Matt and Owen for the majority
of the game. Furthermore, if Alex hadn’t
had such a bad run of Difficult Terrain
tests, I'm sure his virtually unmolested
Orks would have swarmed over that
objective like ants over a jam sandwich.
But as usual, my luck came through for
me and my ploy of playing for an early
end proved the right decision, even
though Owen made a ultimately better
job of it. Next time | think I'll take
another Carnifex or two...



WE CAN ALWAYS COME BACK FOR ANUVVER GO

Alex: Just as | was
getting close the game
ends. The game was
great fun. Matt and
| Owen’s conspiring

| against Phil (Word
Bearers and Dark

. Angels hand in hand
. ' fighting the Tyranid
Alex Boyd  menace — who would
have guessed it?) left my army pretty
much intact at the end of the game.

Well, the Killer Kans were in a bit of a
mess but thanks to Owen’s inability to
roll anything higher than a 2 on the
damage chart, two of them still lived.

Gazbag, his retinue and the Cyborks
were useless as they didn’t even get
close to getting into combat. Never rely

on mega armour when planning to move

your whole army forwards together. My
Tankbustas did great getting closest to
the objective and taking out a Chaos

Dreadnought. Apart from the initial fluke,

the Lobbas were next to useless, | forgot
to use them at all on turn 4, and | still
feel that they would have been useful
had | been closer to Phil.

In the end I'm not too disappointed.

| had a good laugh — mostly at Phil's
expense, thinking about it — | should be
offended that Matt and Owen thought |
was so little a threat as to ignore me, but
they were probably right. I'll show them
next time!

SO NEAR, YET SO FAR AWAY

Matt: Curses! The
game ended just too
soon. If this had been
the Oscars | probably
would have got best
supporting actor.
Allying with Owen
proved to be a wise
tactic, especially since

Matt Hutson

we were too far apart to be able to
attack each other anyway. In hindsight

over the wall of the bunker-

complex, wiping the steaming
remains of a Tyranid Zoanthrope from
his armour and calling for his squad to
sound off. Only three did so. The air
aropnd him echoed with the screams
and warcries of aliens and heretics, and
barely a handful of the Dark Angel
reaction force were left alive in the eye
of the storm. Nevertheless. victory was
within Ezra's grasp. Sheuting at the top
of his voice, he ordered the Whirlwind
and the remains of Squad Revenge to
withdraw over his vox-link; the bunker
complex was the only place that could
possibly survive what he planned to do.
Timing was crucial.

Ezra 1hankcd the Emperor that the
-massive Carnifex had charged straight
over the entrance fo the underground
silo in its haste to rend and tear, its
primitive brain unable to comprehend
the strategic importance of the location.
Racing up to the reinforced door
leading into the silo, the footsteps of
his squad clanging loudly across the
metal floor of the bunker behind him,
Ezra bellowed an oath of rage and
frustration. The door had been buckled
shut by one of the Carnifex’s hooves

Intcrrogamr-Chaplain Ezra vaulted

though | got to carried away shooting at

Phil's nastiest units. | should have
ignored the Genestealers and gone for
the Pyrogaunts instead; after all they
were probably more of a threat to
Owen’s Dark Angels. Alex’s Orks didn't
give me too many problems. But then
the game ended just as the action was
about to kick off between us. My best
unit was probably my Chaos
Dreadnought who after failing his Fire

as it had charged across the top of the
bunker.

Bracing his fcet against the opposite
wall. Ezra pushccl with all his might,
servomotors in his power armour
whining as they augmented his
formidable strength. Sweat poured into
his clenched-shut eyes as he whispered
a prayer to the Emperor, his comrades
~adding their strength to his. Bullets
ricocheted down the passageway,
breaking his concentration. Ezra felt as
if every blood vessel in his body was
about to burst, and time was running
out,

Suddenly, the door gave way with a
tormented squeal, pitching the Dark
Angels into the amber gloom of the
silo complex below. The Interrogator—
Chaplain motioned for Brother Edriel
to secure the door as best he could,
scarching frantically among the silo’s
dust-covered cogitator banks for the
control rumes that deployed its deadly
cargo.

“Brother Lemiticus, coordinates of this
position. and in the name of the
Emp:ror make it quick,” ordcrcd Ezra
in clipped, terse tones.

Frenzy on the first turn behaved himself
for the rest of the game. The Havoc
launcher proved to be an extremely
useful piece of kit and | now plan to
mount one of these on all of my
vehicles.

I'm not too disappointed that | didn’t win
as the game was great fun to play. My
only regret is that | didn’t get the chance
to stab anyone in the back.

Directly above the Dark Angels the
gantries of the upper bunker echoed to
the clash of battle and the screams of
the dying. Blood was leaking under the
twisted remains of the bunker door and
down the stairs toward them; first a
trickle, then a flood. Strips of :
fluorescent runc-lights winked on above
them as the cogitator banks finally
hummed into life, Ezra punching in the
silos’ coordinates with dangerous haste.
Slamming his fist into the override
rune, Ezra led his squad in prayer, the
four remaining Dark Angels knceling in
a rough circle. In the darkness of the

 silo, ancient pistons hissed as banks of

missiles ground into position.
“During our darkest hour, He watches
over us and guides our hand,” intoned

the Chaplain as the ground above the
launching mechanism rumbled open.

“His Will is ever strong, we cannot fail
in his sight,” answered the remainder of
his squad. Above them. the silo's
payload roared into the sky, arcing back
down almost immediately as their
machine spirits obeyed the Chaplain's

desperate command.

“The Emperor protects,” wfuspcﬂ:d

Ezra.
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BATTLE REPORT: CARNAGE!

Following on from the fantastic Warhammer 40,000 four-way Battle WARNAMMER
Report, we thought we would show you the models you need to R
recreate the core of all four armies and also some great components
that you can use to customise your troops. The models on this page
are available from Games Workshop stores, direct from Games
Workshop on 0115 9140000, on the internet at:
www.games-workshop.co.uk/storefront

and also from selected independent retailers.

All miniatures are shown at 50% actual size.

SPACE MARINES

Codex: Space Marines £8
Denmark.. Kr115.00

Space Marines Battle Force

This Battle Force contains 10 Zenmark. This 48 pages il
Space Marines, 5 Assault 2 - book contains o ess
Marines, 1 Space Marines S painting and

modelling guides, full rules and
backgraund for fielding a force
of Space Marines.

Rhino, 3 Space Marines Bikes
and Warhammer 40,000
Jungle Trees sprues.

Space Marines Command Squad £18

This boxed set contains 1 Space Marines Commander, 1 Space Marines  Jenmark......Ar 225.00
Vieteran Sergeant, 1 Space Marines Apothecary, 1 Space Marines Standard  Sweden . kr 270.00
Bearer and 1 Space Marines Techmarine. 317/ S L E30

Space Marines Tactical Squad
This boxed set contains 10 Space Marinas.

Space Marines Rhino

This boxed set contains 1 Space Marines Rhinp. £4

interrogator-Chaplain_ £7
This blister Danmar., A 80.00
contains 1 Dark  Sweden 1 Space Marines Sweden contains 1 Swaden . .k 90.00

Angels Standard Euro Dreadnought. Interrogator- Era .. 11
Bearer. Chaplain.

Dark Angels Siandard
This blister Denmark....

This boxed set contains Denmark. .

Other products for Space Marines:
Space Marines Predator

There are a multitude of componentis that you

could use to convert and customise all your ’f!"‘; i & =) )
Space Marine modals available from Games Ll £ 2 '"%‘ > =

Space Marines Bike Workshop. We've selecied a few parts here ‘]“Tg\.df‘u‘u‘
that will make your Space Marine models all e P"a‘“SMA %k'“ N&Eé‘:fgggr cog‘%}‘gg‘gﬂ"
the more unigue and individual. MASTER OF THE 10121177 b
RAVENWING

Space Marines Land Raider £30 SWORD ARM

ﬂ:ﬂ @ __1?" 010119602
4 £1
DARK ANGEL  RAVENWING  RAVENWING
SHOULDER PAD SHOULDER PAD  ANGEL

ot Gl 010119603 010119308 010119607 i
50p 50p 50p
smn::E WOLVES &
Space Marines Assault §guadﬂmm : : ; DREADNOLGHT \k
LIGHTNING CLAW
{ 010100414 -
Space Marines Combat Squad : FURIOSO
S oAl squat RAVENWING RAVENWING RAVENWING RAVENWING DREADNOUGHT DARK ANGELS.
ik BIKER BODY 1 BIKER BODY 2 BIKER BODY 3 BANNER LEFTARM DREADNOUGHT
i 010119302 010119303 010118301 010119307 010120602  BANNER POLE
£1 £1 £1 £1 £3 010100525

Space Marmas Devaslalor Squad £1,50

on the internet at www.games-workshop.com/storefront,

Available from wur lcu:nl Games Waorkshop store, in-store order point, independent stockist,
2 o e e 44 E O ADODO. Modals not chown at actual size.




CHAOS
SPACE MARINES

The Warhammer 40,000 Chaos Space Marine army has one of the widest
selections of troop types. Not only do Chaos commanders get to pick from
the heretical forces of the Chaos Space Marine Legions, but there are tons of
speciality troops including Chaos Space Marines Bikers, high-flying Raptors
- _ and the living weapons of the Chaos Obliterators. There are also cults within
& : A the Chaos Space Marines dedicated to the four major powers of Chaos

- . - (Khorne, Tzeentch, Nurgle and Slaanesh), such as the blood-soaked Khorne

~ Chaos Space Marines Battle Force  £50  Codex: Berzerkers and the ear-shattering Noise Marines.

This Battle Force contains  benmark,... aréaoo0  ONA0s Space Marines  £10
8 Ghaos Space Marlnes, 12 Swedan ...k 70000 This 8 pages ~ Denmark..,
Khorne Berzerkers, 3 Chags  £42:n €80 hpok containg  Sweden
Space Marines Bikes and modelling guides, ©°
1 Chaos Space Marines Rhina. full rules and background
for fielding & force of
Chaos Space Marines,

Chaos Space Marines Dreadnought £25 Keeper of Secrets

This boxed set contains 1 Chaos Depmark.........4r 30060 This boxed set contains 1
Space Marines Dreadnought, Swoden ... dr 35000  Kesper of Secrets.
EU e

Chaos Space Marines Squad

This boxed set contains 8 Chaos Space Marines. Denmark.
Sweden .
1]

Chaos Space Marines Lord  £7 Bloodletters
This blister contains 2 Bloodletters,

Flesh Hounds
This blister contains 2 Flesh Hounds, This blister contains Dénrmark.
1 Chaos Space Sweden .

Marinas Lord. EUD i,

There are a multitude of components that you > %ﬁﬁ !
could use to convert and customise all your . my W u g ik
Chaos Space Marine models available fram e y

Games Workshop. We've selected a few parts CLASSIC RAPTOR CLASSIC RAPTOR CLASSIC RAPTOR KHARN'S

here that will make your Chaos Space Marine = PLASMA GUN MELTAGUN FLAMER  PLASMA PISTO
models all tha more unigue and individual. 010205612 €1 010205613 £1 010205408 £1 010201403 £1

Chaos Space Marines Raptors
Dapmark....

Chaos Space Marines Havocs
Denmark
Swader..
Euro

Chaos Space Marines Predator
Danpark ...
Swedsn .

et il ] Z
LEFT SHOULDER POWER SCOURGE POWER CLAW THUNDER TWIN-LINKED
010200311 £2.50 010200312 £2 010200313 £2 HAMMER HEAVY BOLTER

00462/15 £2 00462/14 £3.00 Sweerr

A ° Ci% o £ ...
CHAOS SPACE Mﬁ* 4" g ! w Chaos Space Marines Bike
MARINE s 11 = : Dammark ...
SORCERER BODY 1 SORCERER BOLT i, Swaddin

Eirty .

Chaos Space Marines Terminator
Denmark ..
Sweden
LT

CHAOS LORD  CHAOS LORD PLASMA
PISTOL HAND
010205805 £1

010201301 £3 PISTOL ARM 1 wH
010201303 £1 SORCERER BACKPACK1  POWER AXE HAND
010201302 E1 . 010205804 £1

or by phoning direct on 0115 91 40000.

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




ORKS

The Orks aren’t the most organised race in the universe, but when they put
their minds to fighting, nothing can stand in their way! Using the sound tactic
of the biggest and toughest one being in charge, the Ork Warboss leads
massive mabs of troops forward, consuming the enemy in a sea of green fury.

Orks are excellent hand-to-hand fighters. Even the most basically equipped Ork
fights better in close combat then many races’ assault specialists, and a whole
mob of Orks can overrun most enemy units with ease. Better still, the Orks’
confidence in their own fighting abilities means that mobs have to be
decimated before they even think about retreating.

MIMATA DEGIY @0

As you may have guessed, the basic idea behind any Ork army is to gather the
Boyz and, when you think you've got enough, gather some more. Employ this
philosophy when putting your army together!

Ork *Ard Boyz

Ork Battle Force Codex: Orks

This Battle Force contains Denmark. This 48 pages  Dennark..

16 Ork Boyz, 5 Warbikes, Sitiriern book containg  Swedan .

1 Wartrukk, 1 Warbuggy EU0 painting and e

and 1 Barricade sprue. modelling guides, full fules and
background for fielding a

force of Orks.

£15

Ork Warhoss £8  Ork Killer Kan
This blister contains Denmark...........kr 10800 This blister contains Danmark...
1 Ork Warboss, Swarken 1 Ork Killer Kan. SWeden ...

Lo L Ewrr,

Ork Boyz with 'Eavy weapons

This boxed set cantains 8 Ork ‘Ard Boyz.

Denmark ....kr 185.00
Sweden ......kr 225.00
B v s €25

Ork Tankbustas £6 Ork Nobz ;
This blister containg Denmark This blister contains 2 Ork Denimark... This bowed set contains 5 Ork Nobz. Denmark.. ‘
2 Ork Tankbustas.  Sweden Boyz with ‘savy weapons. Swaden Sweden ..
EUG ..... B i EUTD i
Other products for Orks:
Ork Stormboyz
There are a multitude of components that - | Y a0
you could use to convert and customise all e i ah-‘&il_u‘ ,’t'" . o E
Ork Stikk Bommas your Ork models available from Games 3 el _— -
Workshop. We've selected a few MEGA ARMOUR MEGA ARMOUR MEGA ARMOUR MEGA ARMOUR
components so you can make your Ork JAW PLATE 2 JAW PLATE 3 JAW PLATE 3 HEAD SPRUE 1
models all the more unique and individual, 010307807 50p 010307808 50p 010307806 50p 010307803 £1.00
Ork Boyz » e ’
; 8 e
‘h—: * - &' -Fﬂlhﬂ_ﬂ‘a d
Ork Dreadnought iz e K A,
SPRUE |
POWER CLAW ARM CLAWS LEFT CHOPPA MEGA ARMOUR
0 K 010308210 £1 010308209 ARM 3 HEAD sm;us 3 010308505 £2
rk Warhike 010308212 010307805 £1
50p 50p % e e '@;
A MRs B R 2 dds
T AT
Ork Warirukk iy .
MEGA ARMOUR MEGA ARMOUR  LEFT SLUGGA ARM 1 MEGA ARMOUR 'ARD BOYZ
POWER CLAW  POWER CLAW BLADE 1 0102808206 HEAD SPRUE 2  SHOULDER SPRUE
010307813 £1.50 010307812 50p £1 010307804 £1 010308506 £2
Ork Wartrak

on the internet at www.game-workshop.::omlstoreirnnt,

Aunilahia frnm vear local Games Workshop store, in-store order point, independent stockist,
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TYRANIDS

The Tyranids are amongst the most powerful
armies in Warhammer 40,000, with a unigue
fighting style dictated by their use of
biotechnology to engineer fighting creatures.
The beasts of war available to the hive mind
range from the simple Ripper Swarms and
Spore Mines to the Dreadnought-sized
Carnifex and Hive Tyrant. Even Tyranid tanks
and Titans are bioengineered organisms;
everything in the army is a living creature

Tyranid Battle Force Codex: Tyranids £8 £7 }tr;ag :\'.rrfa:rksc;}. Uﬁéswls or flaps into battle under
This Battle Force contains This 48 pages  Owamark.......kr 115,00 Thls blister Denmark ...kt 80,00 P :

3 Tyranid Warriors, book containg  S#eden ......kr 140.00 ?ﬂTﬁlﬂi"Td Shoten sirr o0

12 Genestealers, 3 Ripper modelling guides, £ i anynrtar?rope

Swarms and 32 Gaunts, full rules and backgmund ;

for fielding a force of Tyranids.

Ravener Tyrant Guard Carnifex £18 Hive Tyrant £18
This blister confains  Demmark.. K 80, This blister contains 1 Denmark.. This toxed set contains ~ Denmark ....kr 225.00 This boxed set contains DMK, o KT 22500
1 Tyranid Ravener.  Sweden .. kT 90,00 Tyranid Tyrant Guard, Sweden ... 1 Tyranid Carnifex. Sweden ......kr 270.00 1 Tyranid Hive Tyrant. Sweden ...

Eurgr i L7111 S

Gaunts i 3 } il ; £15

This boxed sat containg 16 Tyramd Gaunts and 1 Tyranld Rlnper Swarm Denmark ....kr 185.00
Swedan ... .kr 225.00
EUMD .ipn i, £25

Other products for Tyranids:
Tyranid Genestealers

There are a multitude of components that you could use

to convert and customise all your Tyranid models o :lmmmmum- T — —
available from Games Workshop. We've included the &

Tyranid sprue so you can hiomorph your army 1o make it

more unlqua and lndlviduaf,

Tyranid Warriors

Tyranid Lictor

Tyranid Gargoyles

Tyranid Red Terror

1227 L E 5» -1 @ |
%..f ﬁ) % v | \ﬁl % a:u;tm )ﬁl

L TR mm;h\,ua\l.mmm sl

BIOMORPH SPRUE MONSTROUS ARM SPRUE
89380106003 £1.50 99380106004 £3

or by phoning direct on 0115 91 40000.

Available from your local Games Workshop store, in-store order point, independent stockist,
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Available from your Games Workshop in-store order point
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It took a lot of arm
twisting this month to
get Alessio to talk to us
about something other
than the next fantastic
installment of The Lord
of The Rings Film, The
Two Towers, but then again who can
blame him!

THE RINGBEARER
SPEAKS...

Alessio Cavatore discusses all things The Lord of The Rings

he year-long wait is finally over -
I this issue coincides with the

release of the second film in the
trilogy, The Two Towers! How many
times did you see The Fellowship of the
Ring at the cinema or in the comfort of
your own home on DVD or video? If
you're anything like me you'll know the
dialogue of every scene like the back of
your hand! I'm looking forward to
immersing myself totally into Peter
Jackson’s adaptation of the Tolkien books
once again — I can’t wait!

This issue of White Dwarf isn’t the first
to contain gaming material for our new
The Two Towers battle game — the game
was unleashed upon the gaming world in
WD275. The significant thing about this
issue is that there will be lots of
newcomers to the Games Workshop
hobby having been tantalised by the new
film and eager to re-fight the scenes from
the film on the tabletop. Will you be able
to strike a blow for the Free Peoples of
the West or maybe you're aiming to snuff
out the last remnants of resistance in the
name of the Dark Lord.

The Uruk-Hai finally occupy the ramparis of the Deeping wall.

To this end you’ll find not only new
gaming advice for gamers who have by
now played dozens of battles with the
new game but there is also a healthy
amount of advice for those newcomers to
our wonderful hobby.

One of the most important and exciting
additions to the The Lord of The Rings
game system is Siege warfare. As you
can see from the new releases on the next
few pages, this issue is packed full of
siege-related stuff, in particular ['m sure
you will appreciate the new model of
Helm's Deep gate and walls, created by
Dave Andrews — I'm sure this will prove
a very popular piece of terrain for anyone
who wants to recreate the epic battle of
Helm’s Deep.

Of course Helm's Deep isn’t just about
the battlements — there are ferocious
Uruk-Hai attackers and stalwart Rohirrim
defenders, plus the mighty heroes and
deadly adversaries with which to do
battle over this superb piece of terrain,
As I've said several times by now, the
skirmishing nature of our The Lord of
The Rings battle game makes it perfectly
suited to siege battles: it’s great not to
have to worry about keeping your units’
coherency as your models run up and
down ladders and from courtyards to
battlements and into towers!

There is only one major drawback about
the release of The Two Towers — the fact
that we have to wait another year for The
Return of The King! It seems such a long
agonising wait, but I'm more than
confident it’1l be as good, if not better
than, the first two instalments. The little
bits I've gauged about the third film
make me suspect that the siege of Minas
Tirith will make the assault on Helm’s
Deep look like a small border skirmish...
but we are going a bit too far ahead, let’s
now concentrate on this year's fantastic
film and game and enjoy them
thoroughly!

Alessio
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THIS MONTH’S RELEASES FOR THE LORD OF THE RINGS

Limited Edition Helm’s Deep

Denmark kr 600.00

Designed by Dave Andrews, this boxed set contains 2 Helm’s Deep wall sections Sweden kr 700.00
and 1 Helm’s Deep gate section. This model is supplied fully painted. Euro€ 80.00

Warriors of Rohan

Designed by Michael Perry and Alan Perry, this boxed
set contains 24 Warriors of Rohan on foot miniatures,
These models require assembly.

Denmark kr 125.00
Sweden kr 150.00
Euroe 17.50
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Uruk-Hai Seige Troops

Designed by Michael Perry, Alan Perry and Dave Andrews this
boxed set contains 2 Uruk-Hai Berserkers, 8 Uruk-Hai Siege
Troop models, 2 bombs and 4 ladders.

These models require assembly.

Denmark kr 125.00
Sweden kr 150.00
Euroe 17.50

Uruk-Hai with Crossbows »-
Designed by Michael Perry and
Alan Perry, this blister pack contains
3 Uruk-Hai with crossbows models.
These models require assembly.

Denmark kr 70.00
Sweden kr 80.00
Euro € 10.00

Urak-Hai Seige Ballista \/

Designed by Michael Perry and Dave Andrews, this boxed set
contains 3 Uruk-Hai Crew and 1 Seige Ballista.
These models require assembly.

Denmark kr 185.00
Sweden kr 225,00
Euroe 25.00




Uruk-Hai Berserkers »

Designed by Michael Perry and Alan Perry, this
blister pack contains 3 Uruk-Hai Berserker models.

Denmark kr 70.00
Sweden kr 80.00
Eurg e 10.00

<« Uruk-Hai Battering Ram

Designed by Alan Perry and Dave Andrews, this blister pack
contains 4 Uruk-Hai Crew and | Battering Ram.
This model requires assembly.

Denmark kr 125.00
Sweden kr 150.00
Euroe 17.50
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This month we have released everything you need to refight the battle of Helm's Deep.
:S 101
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The Two Towers game is one of
the most highly anticipated
games that Games Workshop
has released and is now
available to buy in the shops.
We take a look inside the box.

THE RULES MANUAL

This is 160 full-colour pages filled with
rules, painting guides and hobby tips fully
illustrated with stills from the film.

The Rules: As well as the basic rules you
will need to play the game. Rick Priestley,
Alessio Cavatore and their team of
dedicated helpers have further developed
The Lord of The Rings battle game to
incorporate rules for events that happen in
the second film. Each player usually
controls between ten and twenty models
but can play with many more. Whether
you have played The Fellowship of The
Ring or are a newcomer to the world of
wargaming, you will find the game system
easy to learn.

IN THE BOX

A detailed look inside the box of The Two Towers game

Advanced Rules: Once you
have got to grips with the
basics, you can soon master
the additional rules that give
the game an even more
characterful feel, such as the
rules for using Courage and
weapons, and details for how
to play with the heroic
characters which are such an
integral part of the game. This
section now includes the rules
for using cavalry and fighting
sieges, allowing you to recreate
the siege of Helm's Deep!

The Free Peoples: A full list of
character profiles and
background of the people who appear
in the second film, Included in this section
are the rules for using the characters from
the Fellowship, and other noteworthy
heroes such as Eomer and the mighty
Treebeard.

The Forces of Darkness: Brimming with
evil, this is a bestiary of the Evil races and
villains. Included in this section are the
rules for the Dark Lord Sauron, the power
hungry Saruman and their minions such as
the Orcs, Goblins and the fighting
Uruk-Hai.

Scenarios: Ten scenarios allowing you to
recreate the most exciting scenes from The
Two Towers film, from small-scale
skirmishes to full-size battles. Some of
these scenarios can also be linked to run as
a campaign. This section features a list of

the forces needed to play the scenarios,
plus special rules and maps. It also
includes ideas for designing your own
adventures in Middle-earth.

The Hobby Guide: The last section in the
manual covers many of the techniques that
you will need in order to paint the models
that come with the game. It includes a
variety of tips that our skilled team of
modellers and painters used to paint the
figures featured throughout the book. It
also instructs how fo set about the
relatively simple process of constructing
your own terrain for use in your battles.

THE MINIATURES

Of course, once you have finished flicking
through the book you will no doubt want
to rummage through the box to check out
the new range of miniatures.

Included in the set are four Riders of
Rohan armed with bows, four armed with
throwing spears and four armed with hand
weapons.

The forces of Evil get twenty Uruk-Hai, of
which ten are armed with pikes and ten
with sword and shields.

A plastic ruined building is also included
for you to start, or to add to your own
collection of scenery.

Alan Perry and Michael Perry were the
Miniature Designers responsible for
designing the figures that come in the box.




Uruk-Hai with pike

Rider of Rohan Rider of Rohan Rider of Rohan
with hand weapon with throwing spear with bow
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NEW LINE CINEMA e v ceovad it

@ 2000 NITW LINE PRODUCTIONS. INC THE LORD OF THE RINGS, THE [WO TOWERS AND THE CHARACTERS. EVENTS, ITEMS AND
PLACES THEREIN ARE TRADEMARKS OF THE SAUL ZAENTZ COMPANY D/B/A TOLKIEN ENFERIMRISES UNDER LICENSE TO
NEW LINETRODUCTIONS. INC. ALL RIGITTS RESERVELD
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WIN A SPECIAL EXTENDED EDITION OF
THE FELLOWSHIP OF THE RING

CREATED  BY DIRECTOR' PETER JACKSON, THIS. VERSION OF THE WORLDWIDE PHENOMENON FEATURES
APPROXIMATELY 30 MINUTES OF ADDITIONAL FOOTAGE AND SCENES, THOROUGHLY INTEGRATED INTO THE
ORIGINAL THEATRICALLY RELEASED VERSION ‘OF THE FILM, INCLUDING NEWLY-COMPOSED MUSIC FROM

ACADEMY AWARD W[NNING COMPOSER HOWARD SHORE.

* Entirely new cmematlc experience e A Expanded musical score
* Hours of previously unseen bonus footage * Packaging featuring conceptual sketches
» Additional wsual effects : " * 12-page companion booklet

DISCS | & 2: SPECIAL EXTENDED VERSION ‘OF THE FILM
» Dolby Digital EX 5.1 Surround, DTS ES 6.1 Surround Sound, Stereo Sound TO ENTER, ANSWER THE 3 QUESTIONS BELOW CORRECTLY:

= ol _ : : _ {. What was the name of lohn Blanche’s regular painting
= Four feature-length commentaries by the director and writers, the cast, 2 4
. column in White Dwarf?

the production and design teams.

DISC 3: THE APPENDICES PART ONE - FROM BOOK TO VISION 2. 1n which issue of White Dyarf did Ghazghkull Mag Uruk

= Six documentaries covering LRR. Tolkien, the process of planning the Thraka first appear?
film, adapting the book into a screenplay and building Middle-earth 3. Name the issue number and title of the second ever
* An interactive map of Middle-earth tracing the journey of the Fellowship : — festured in White Dwatf
DISC 4: THE APPENDICES PART TWO - FROM VISION TO REALITY Closing date: 315t January 2003

= || original documentaries covering the cast, principal photography,
visual effects, post-production, editing, music and sound
= Qalleries of behind-the-scenes photographs

Send entries to: Extended edition DVD competition, White Dwarf,
Games Workshop, Willow Road, Lenton, Nottingham NG7 2WS

& Winners will be notified by post by 28/2/03 Winners must confinm receipr of the prize notificarion and provide all derails
requested by the Promorer within | week of the above date, failing which the Promoter reserves the rght to draw
diemative winners.

1. By accepfing the prize, winners agree and glve their explicit consent (for the purposes of any daia pratection legislation)
~ umless othervise stated in writing - that the Promoter can use thelr nane and likeness for advertising and ¥

1. Oy residents of LIK and Eire aged 16 years or over are eligible for prizes, excluding employees of the Fromater, their
familics, agenis or any other persan connected with the adminkstration of this competition.

2 Entries are linited o' one per househald

3. Eligible enrries must be received not later than 31/ 1/03. The Promoter cannot accept responsibility for Tate, lost ar
misdiected entries. 2

4. 5 winners will be chosen ax the [udges sole discretion on 7/2/03 from the list of complere and comect enrries. promotional purposes:
5, The prlte consists of one copy ol the extended edition of The Fellowship of The Ring. Mo cash alternative. Limic | prive 8. The judges” decision i final and no comespondence will be cotered ino,
Pr entrant Entry indicates acoeprance: of the mwies as final and legally binding.

Proned:: GAMES WORKSHOR LID, Willow Rosd. Lenton, Notringham NGT 295
L1 2002 New Lne Productions. e All Righes Beserved The Loed of The Rings, The Frllowship of The Ring and e naimes of b chasserers, cvenis, lems and places theteii,
W LINE CINEMA are wademarks of The Saul Zarn Cospany d/hva Tollden Enmepries under Beense to New Line Productions, I
Warard o
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THE FTUD TOWERT

Following on from last months
) White Dwarf we can now present
the concluding part of our look at

how Dave Andrews and Mark Jones
built their incredible model of
Helm’s Deep.

The second and final part of bow Helm’s Deep was built.

look at how Dave Andrews and

Mark Jones started to create their model
of Helm’s Deep, the ancient fortress that the
Riders of Rohan retreat to in The Two
Towers. When we left them they had just
started adding some of the smaller details to
the basic model of the fortress.

ln last month’s White Dwarf we took a

P The tower of the Hornburg was possibly the
hardest part of Helm’s Deep to make. The
circular part of the tower was made from a
h large cardboard tube. However, the hard bit
was constructing the series of butiresses

that protrude from around the tower. These
were made from folded cardboard and then
attached to the tube.

A backboard and a baseboard were cut from
MDF (medium density fibreboard); this was
to add some stability to the vertical sections
of the terrain. The top of the backboard was
cut to follow the shape of a rock face.
Vertical formers were cut from foam and
the rough profile of the rock face could be
created by attaching these to the backboard.
Additional rocks were now added to the
baseboard to build up to the walls,

The wmpﬂ'c’ma‘ Hf!m s Dee;;r gmnmg board.

@ A causeway was added. Foam formers were used to create the shape of the rock face.
: -



Plaster impregnated bandage was layed over
the foam to make the rock face.

At this stage various major finishing details
were added to the model. Steps made from
foam board were added, leading up to the
hall, and the details on the front of the hall
were created using successive layers of thin
cardboard.

To finish off the rock face, screwed up
balls of newspaper were put into the voids
between the rock face spacers and bulked
out the gaps. Then, plaster-impregnated
bandage was draped over all the rocky
sections to create a realistic surface texture
and also a hard durable finish.

The intrepid duo then started to stick thin
individual bits of card to the flat surfaces of
the model, to represent the dressed stone
that would have been used to build Helm'’s
Deep. This process took absolutely ages as
they had to cover not just the walls but the
courtyard and the battlements as well!

As various pieces of Helm's Deep were
finished, they were then painted black. This
served two purposes, to undercoat the
model before painting could commence and
also to indicate that the section had indeed
been finished.

Of course all this now meant that it was
time to paint the fortress. Dave and Mark
finished off the undercoat by giving the
fortress another going over. Most of the
painting was accomplished using very
simple technigues such as drybrushing, just
on a much larger scale than normal.
Various shades of grey and brown were
chosen from the Citadel Colour paint range
and drybrushed on in stages.
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Inside the walls.

The Deeping Wall.
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Painting the models from the
boxed game is very

straightforward. With this step-
by-step guide on how to get
your models painted quickly
and easily, you’ll soon have
them ready for battle.
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PAINTING
WORKSHOP

Painting the plastics from your starter game

What you will need:

e A pair of clippers

e Some tissues

» A mixing palette (an old

' ceramic plate or tile is ideal)
o A jar of water

» Some sheets of newspaper

* Some PVA glue

» Modelling sand

(Keep the tray for paint storage)

ASSEMBLY
First clip the
miniatures from
the sprue using
clippers or a
modelling knife,
then assemble
the model.

PAINTING URUK-HAI

Chaos Black

Once you have assembled the model,
o the first stage is to apply an even
coat of Chaos Black all over. To do this
it's best to add a little water to the paint
on a palette.

Dark Flesh

Next, paint the legs, arms and face
o of the model using Dark Flesh.
Don't worry if you make a mistake as you

' can repaint over areas later on.

Tin Bitz

2 When this is dry, paint a basecoat of
e Tin Bitz on the sword, shield and any
armoured areas. This will help darken the
overall appearance of the model later on.

Bestial Brown

Now paint the gloves, loin cloth and
e any straps the model has with
Bestial Brown.

Mithril Silver

Using Mithril Silver, dip your brush
o in the paint and then wipe most of it
off on a tissue. Lightly brush over the Tin
Bitz picking out the detail on the raised
surfaces of the armour.

o

Skull White

Next, carefully paint the teeth with
o Skull White. Finally, paint the edge
of the base with Bestial Brown.
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PAINTING THE RIDERS OF ROHAN

Chaos Black

Once you have assembled the model,
o the first stage is to apply an even
coat of Chaos Black all over. To do this
it's best to add a little water to the paint
on a palette.

Scorched
Brown

Dark Flesh

Now paint the greaves, helmet sides
o and quiver with Dark Flesh. The
trousers, bow and upper sleeve should be
painted with Scorched Brown.

Mithril Silver

2 Using Mithril Silver, dip your brush in

o the paint and then wipe gently on a piece
of tissue, Gently paint the armour; the brush
will naturally avoid the recesses. At this stage,
paint the Rider’s sword and hatband silver.

Scorched
Brown

Shining Gold

The next stage is to add detail to the
e miniature. Paint the gold trim ar
around the sword, helmet, saddle, scabbard
and legs in Shining Gold. Finish with
Scorched Brown on the straps, scabbard and
armour surrounds.

Dark Angels
Green

3 Next, paint the cloak Dark Angels

o Green. Don’t worry if you make a
mistake, as you can correct any errors at a
later stage.

g
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The last stage is to paint the face.
« Paint the cheeks and nose in Dwarf
Flesh. leaving the eye socket areas
lack. Finally, paint the hair and beard
Vomit Brown.

g =

PAINTING HORSES

Chaos Black

The first stage is to paint your horse
e with a coat of Chaos Black. Then,
apply an even covering of Dark Flesh over

the horse’s skin and Scorched Brown to the

reins and harness.

O

Goblin Green

Mithril Silver

2 Paint the saddle undercloth Goblin
o Green. Carefully paint the metal
parts of the horse harness Mithril Silver.

Bleached Bone

To finish the horse, carefully paint his
o teeth with Bleached Bone. We have
based this miniature by firstly sticking a layer
of sand to the base with PVA glue. Once this
was dry, we painted it Scorched Brown and
lightly overbrushed it with Bleached Bone.

: 2




THE YWD TOWERS

With the new The Two Towers
0’ film showing in cinemas now,

recreating scenes from the film
on the tabletop. Here’s how to
start playing...

P zﬂm@g G

there will be lots of new readers
to White Dwarf enthused about

GETTING

STARTED

How to play The Lord of The Rings game

RIDER OF
ROHAN

CLOSE ENCOUNTER

In this example, a valorous Rider of Rohan has spoited an Uruk-Hai scouting
ahead of a raiding party. As the Uruk-Hai rushes towards him, the Rohirrim
carefully takes aim with his bow. Can the Uruk-Hai reach the Man and cut him
down before he gets shot?

Place a Rider of Rohan armed with sword and bow, and an Uruk-Hai armed with
sword and shield 12"/28cm apart, facing each other over a level table,

12"/28cm

URUK-HAI
WARRIOR

-
-5
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TURN 1

PRIORITY

At the beginning of each turn, the players
must roll a dice to determine who has
priority (ie, who is going first) in all three
phases of the turn. Winning this roll is
therefore very important. The Good side
always has priority on Turn 1, so in our
example the Rider of Rohan has priority.

MOVE PHASE

In this phase the models can move. The
Rider of Rohan moves first because the
Good side has priority this turn. He

decides not to move and remains
stationary, preparing to fire his bow at
the enemy.

Now it’s the Evil side’s turn to move, The
Uruk-Hai has a maximum move of
6"/14em, and decides to use all of his
move to rush towards the Man. Move the
Uruk-Hai 6"/14cm towards his opponent.

SHOOT PHASE

In this phase the models can shoot their
bows. The Rider of Rohan gets his chance
first because his side has priority. He takes
aim and shoots the Uruk-Hai as he runs

} enabling him to shoot in the Shooting phase.

towards him. The player rolls a dice,
needing a result of 4, 5 or 6 to hit the
target. He rolls a 2 and misses. In the Evil
side’s turn to shoot, the Uruk-Hai cannot
do anything because unfortunately he has
no bow to shoot!

FIGHT PHASE
Since no models are touching base-to-base,
there will be no Fight phase this turn.

TURN 2

PRIORITY

Both players roll a dice, the Good side’s
result is a 5 and the Evil side’s is a 3, The
Good side has scored the highest and will
therefore have the priority for Turn 2.

MOVE PHASE

The Rider of Rohan realises that the
Uruk-Hai is going to reach him and attack
him, so he cleverly decides to move back
half his normal move (5"/12cm). The
Uruk-Hai moves again at maximum speed
towards the Rider of Rohan, but because
the Man has moved back, he's still unable
to reach him and engage him in combat.
He ends his move 2.5"/6cm away from
the Rider of Rohan.

SHOOT PHASE

Models that have only moved up to half
of their maximum move distance can still
use their bows, so the Rider of Rohan can
shoot and this time his dice roll is a 6.
The Uruk-Hai has been hit! Now we must
determine whether the arrow kills the
wartior or is stopped by his armour or




L0

shield. To find out, the Good side’s player
rolls a second dice, needing a 6 to eliminate
the Uruk-Hai (he is very well armoured!).
The Rider of Rohan rolls a 5 and the Uruk-
Hai survives, the arrow has been stopped
by his armour or shield, or has caused only
a superficial wound — the battle continues.

FIGHT PHASE
As in Turn 1, there will be no Fight phase
this turn.

TURN 3
PRIORITY

Both players roll a dice again to determine
who will go first. This time they both roll a
2, a draw. Since the Good side has gone
first in the previous turn, a draw means a
change of priority, so the Evil side gets to
go first in Turn 3,

MOVE PHASE

The Uruk-Hai seizes his opportunity and
moves in contact with the Rider of Rohan,
engaging him in combat. As a consequence
of this, the Man loses his chance to move.
Models cannot move out of a combat once
they have been engaged.

SHOOT PHASE
This time the Rider of Rohan cannot use
his bow because he is too busy defending

[
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himself from the charge of the Uruk-Hai,
The Rider of Rohan therefore puts aside his
bow and draws his sword.

FIGHT PHASE

Both players roll a dice to determine which
model wins the fight and strikes its
opponent. The Man rolls a 3 and the
Uruk-Hai rolls a 4, winning the fight! The
defeated Man is struck and moved back
1"/2cm. Just as with shooting, the player
controlling the Uruk-Hai must roll another
dice to find out if his strike is going to
wound the Man.

The Uruk-Hai needs a 5 for his sword to go
through the thick armour of the Man and
eliminate him. He rolls a 1 and doesn’t
make it,

TURN 4
PRIORITY

Both players roll a dice again to determine
who will go first. The Evil side rolls higher
and gains priority once more,

MOVE PHASE

The Uruk-Hai once again charges into
combat against the Rider of Rohan,
stopping his opponent from moving when
its turn comes.

SHOOT PHASE

Again the models are locked in combat,
s0 there is no chance for the Man to use
his bow.

FIGHT PHASE

This time both players roll a 5. In case of a
draw, the model with the higher Fight value
wins the fight. The Uruk-Hai has a

Fight value of 4 and the Rider of Rohan has
a Fight value of 3. The Uruk-Hai wins the
fight and the Man is once again moved
back 1"/2em.

The Uruk-Hai also gets another chance at
rolling to wound his opponent. This time he
rolls a 6 and kills the Rider of Rohan. The
Rider of Rohan model is removed, leaving
the Uruk-Hai as the only survivor and
winner of the confrontation, Now you can
place the models back in their initial
positions and fight this one-on-one combat
again as many times as you like. The Rider
of Rohan might even get his revenge on the
Uruk-Hai!

After that. we suggest you read through the
rules manual to learn more about the
particular rules you have just used for this
Encounter.

The best way to continue learning the rules
is to play Scenario 1 — Scouring of the
Westfold (see page 94) and look up any
rules problems as you encounter them.

The Rohirrim fight valiantly to cleanse their land of the Uruk-Ha.

=
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With the release of the Heroes
of Helm’s Deep box set, sculpted
by Brian Nelson, it’s only right
we tell you how we painted
them. Seb Perbet and Tammy
Haye of our ‘Eavy Metal team

explain all...

All these models were given an undercoat of
Chaos Black spray, before any areas of poor
coverage were touched up with thinned
Chaos Black paint.

ARAGORN

Aragorn’s leather jerkin was painted with a
basecoat mix of equal parts Scorched Brown
and Chaos Black. This was highlighted by
mixing small amounts
of Fortress Grey to
this, until the mix was
il approximately 20%

| Fortress Grey to 80%
of the original mix. A
glaze of Chestnut Ink
that had been thinned
with equal parts water
was then applied.

A drybrush with Brazen

Brass, followed by a light
drybrush with Chainmail was

| used to paint the mail armour.

Aragorn’s trousers were
painted with a basecoat of
Chaos Black and highlighted
| by adding small quantities
of Bleached Bone to this.

Aragorn’s face was painted with an equal
parts mix of Scorched Brown and Bleached
Bone. Dwarf Flesh was added to this mix
whioch was equal parts Dwarf Flesh,
Scorched Brown and Bleached Bone. Dwarf
Flesh was added to this in successive coats
until only Dwarf Flesh was
being applied. A highlight of
equal parts Dwarf Flesh and
Elf Flesh was then applied
followed by a final highlight
of Elf Flesh.

The boots were painted with a mix of 45%
' Scorched Brown, 45% Chaos Black and 10%

PAINTING

MASTERCLASS

The Heroes of Helm’s Deep

Bestial Brown. Codex Grey
was then added to the mix
for each successive
highlight stage. A glaze of
equal parts Brown and
Black inks, thinned with an
equal quantity of water was
then applied.

A basecoat mix of 80% Chaos Black and 20%
Bleached Bone was applied to Aragorn’s
scabbard. More Bleached Bone was gradually
added to this for highlight
stages. The metal detail was
painted with a basecoat of
Boltgun Metal highlighted
with Mithril Silver, The gold
detail was painted with a
basecoat of Burnished Gold
and then given a wash with
Scorched Brown that had been
i thinned with four parts water.

The vest was painted with a
basecoat of 80% Scab Red
and 20% Codex Grey. This
was highlighted by adding
small amounts of Bleached
| Bone for each successive
highlight stage.

Aragorn’s arm braces were painted with a
basecoat mix of 50% Dark Flesh and 50%
(“haos Black, This was
| highlighted by mixing in
25% Bleached Bone to 75%
| of the basecoat mix, adding
more Bleached Bone for
successive highlight stages.
The Gondorian wings were
then given an extra
highlight stage.

A basecoat of 80% Boltgun Metal and 20%
Chaos Black was used to paint the sword.
Mithril Silver was then
added to this for each
successive highlight using
Mithril Silver on its own at
the tip and the edges.

An equal parts mix of Scorched Brown and
Chaos Black was applied as a basecoat for the
hair and beard. This was
highlighted with
Scorched Brown. The
very tips of the hair
were highlighted with
50%Scorched Brown
and 50% Chaos Black.

The hair and beard were then given a glaze
with Black Ink.

To paint the stubble Scorched Brown was
mixed with Chaos Black in equal quantities.
This mix was then thinned with 75% water to
25% paint. The thinned paint was stippled
onto the cheeks. Once
dry a second layer of
stubble was applied to
the jaw line.

THEODEN

A basecoat of Boltgun Metal was applied to
the scalemail. This was given a wash with
Black Ink
that had been
thinned with
| equal parts
water.

§ Chainmail
was used for
} the highlight
1 stage with

{ Burnished
Gold painted
i] onto scales
at the bottom
of the suit.

The main armour
was painted with
Shining Gold. The
leather sections
were then painted
over with

Chaos Black.

The undershirt was painted with a basecoat
mix of 50% Scorched Brown and 50% Red
Gore. A wash of Brown Ink thinned with
equal parts water was applied. This was then




&7 highlighted with

1 Red Gore followed
by a final highlight
mix of two parts
Red Gore to one
part Fiery Orange.

To paint the flesh a basecoat of Bestial
Brown was first applied. This was
highlighted with a mix of 509 Bestial
Brown and 50% Dwarf Flesh. Dwarf Flesh
was then
applied on its
own followed
by a final
highlight mix
of 50% Dwarf
Flesh and
50%EIlf Flesh.

The inner robe
was painted with a
basecoat mix of
two parts Dark
B Angels Green to
one part Chaos
Black. Bleached

I Bone was added
to this for the
highlight stage.

Bestial Brown was used for the basecoat for
Theoden’s hair, This was first given a wash
with Brown Ink that had been thinned with
equal parts water.
Vomit Brown was
used for the first
highlight stage
followed by a
final highlight of
509% Vomit
Brown and 50%
Bleached Bone.

The sword was painted with a basecoat of
Boltgun Metal. This was then given a thinned
Black Ink wash. Boltgun Metal was used to
highlight the blade again before further
highlights with Chainmail and Mithril Silver.
The hilt of the blade was painted with
Shining Gold. were applied and then given a
wash with Brown I[nk that had been thinned
with equal parts water. A mix of 50% Shining
Gold and 50% Mithril Silver was applied for
the highlight stage.

A basecoat mix of 50%
Chaos Black and 50%
Codex Grey was
applied over the gloves,
this was then
highlighted with Codex
Grey on its own.

The scabbard, belt, and boots were painted
with a basecoat mix of 509 Dark Flesh and
50% Chaos Black. Dark Flesh was applied

i for the first
il highlight
followed by
adding a small
amount of
Bleached Bone
for a final
highlight stage.

The pattern on his
darmour was
painted with a mix
of two parts Dark
g Flesh to one part
Bleached Bone.

HALDIR AND THE
STANDARD BEARER

Haldir had his own masterclass appear in
White Dwarf no.275. It also covered how to
paint Elven warriors. We recommend
following this painting guide for the Elven
Standard Bearer.

The standard was given a basecoat mix of
two parts Bestial Brown and one part Codex
Grey. This was highlighted by adding
Bleached Bone, The light green sections of
the banner were painted with a basecoat mix
of two parts Rotting Flesh to ons part
Bleached Bone with a small ameunt of Dark
Angels Green added. The dark patiern was
painted with a mix of 50% Dark Angels

Green and 50% Chaos Black. An equal
quantity of Dark Angels Green was added to
this mix for the first highlight followed by
adding a mix of 50% Dark Angels Green and
50% Bleached Bone to the original mix for a
further highlight stage. The blue section was
painted with a basecoat mix of 50% Codex
Grey and 50% Ice Blue. Equal parts
Bleached Bone was added to this mix for the
highlight stage.

GAMLING

Gamling’s cloak was painted with a mix of
50% Dark Angels Green and 50% Chaos
Black. Highlights were made by mixing in
small proportions of Goblin Green and
Codex Grey, The
decorative trim
was painted with
i Scorched Brown.
The patterning
was painted with
an equal parts
mix of Shining
Gold Bleached
Bone and
Burnished Gold,
to which a small
proportion of
Bestial Brown
was then added.

A drybrush of
Boltgun Metal was
applied to the
chainmail armour,
This was then given
a wash with an
equal parts mix of
Brown ink, Black
ink and water. The
armour was then
given a second
lighter drybrush
with Chainmail.

A mix of 90% Scorched Brown and 10%
Chaos Black was used for the basecoat of
Gamling’s trousers, This was highlighted by
adding Bestial
Brown to the mix
for three highlight
stages before
giving the trousers
a final highlight
with Bestial
Brown on it's own.
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A basecoat of
equal parts Red

to the vest, This
was highlighted
with Red Gore on
its own.

The armour was painted with a basecoat

Gore and Scorched
Brown was applied

Gamling's face was painted with a basecoat
of two parts Dwarf Flesh to a one part mix
of equal quantities Codex Grey and Bestial
Brown. This was highlighted by adding
stceessive amounts of
Dwarf Flesh to the
basecoat, followed by
a final highlight of
Dwarf Flesh on its
own. To finish, a

A basecoat of Scorched Brown was used to
paint the boots, gauntlets, belt and helmet.
Small amounts
of Bleached
Bone were
added for
suiccessive
highlight stage.
These parts of
the model were

mix of two parts Mithril Silver to one part
Boltgun Metal. The decoration and edging
to the armour were picked out with Chaos

small proportion of
Elf Flesh was then

given a wash
A .
| with an equal

: Y added to Dwarf Flesh, part mix of
Black, then painted with an equal parts S
mix of Scorched Brown and Dark Flesh. A basecoat of equal parts Bestial Brown, Provaand

The edge of the armour was picked out
with Snakebite Leather and Dark Flesh
and highlighted with Snakebite Leather on
b its own.

Scorched Brown and Codex Grey was used
for Gamling’s hair. This
was highlighted by
adding small amounts of
Bleached Bone to the mix
for each successive
highlight, before a wash
1 of Brown Ink thinned

| with equal parts water
was applied.

Black inks. The
gauntlets were
then re-
highlighted
with the
ariginal mix in
A Criss-Ccross
pattern.

The inner metallic
part of the axe was
painted with a
basecoat of Tin Bitz,
which was
highlighted with
Beaten Copper.

The sword was
painted with a
basecoat mix of
two parts Boltgun
Metal, to one part
Chaos Black. This

A basecoat of Bestial
Brown was used to paint
the flesh. This was
highlighted with Dwarf

was highlighted
with Boltgun

Chainmail and
finally Mithril
Silver. The hilt
was painted with

Burnished Gold
and 25% Chaos
Black and then

highlighted with
Burnished Gold.

The belt and straps were painted with a
basecoat of Scorched Brown to which a
small proportion of Chaos Black had been
added. This was highlighted by adding a
small amount of Bleached Bone to the mix.
v The decoration
; (( i"m was picked out
a with Chaos
LR Black before
being painted
with Shining
Gold to which
small amounts
of Bestial
Brown, Codex
Grey and
Bleached Bone

7

Metal followed by

a basecoat of 75%

had been added.

The red overcoat, glove fingers and weapon
shaft were painted with a basecoat mix of
50% Scab Red and 50% Scorched Brown.
Scab Red on its
own was used as
the first highlight
stage followed by
adding a small
amount of
Bleached Bone to
this for the final
highlight stage.
These sections
were then given a
wash with a mix of
equal parts water
and Brown and
Black inks.

The chainmail coat, axe blade and metal
sections of the helmet were painted with a
basecoat of
Boltgun Metal.
This was then
highlighted with
Chainmail, The
helmel sections
were then given a
wash with thinned
Black Ink.

Flesh, then given a wash
of 25% Chestnut Ink and
75% water. The final
highlight was a mix of
50% Dwarf Flesh and

1 50% EIf Flesh.

Gimli's beard was painted with a basecoat of
Scorched Brown. This was highlighted with
Dark Flesh before being given a wash with a
mix of equal parts
water and Black and
Brown inks. A second
highlight of Dark
Flesh was applied

| before finishing the
beard by painting a
highlight mix of 90%
# Dark Flesh and 10%

i Bleached Bone.

The cloak was
& painted with a

| basecoat mix of
509% Vomit
Brown and 50%
Chaos Black.
Small amounts
of Bleached
Bone were added
to the basecoat
mix for each
successive
highlight stage.




LEGOLAS

The cloak was painted with a mix of 50%
Chaos Black and 50% Goblin Green. An
equal quantity of Goblin Green was then
added to the mix for the first highlight
followed by addmg one part Codex Grey to
three parts basecoat
mix for each
successive highlight,
until the mix was
equal parts Codex
Grey and original
mix. 25% Fortress

| Grey to 75% of the
original mix was
applied for the final
highlight.

A mix of 50% Chaos Black and 50% Dark
Angels Green was used for the basecoat on
Legolas’s Jerkin, A
separate mix of
50% Goblin Green
and 50% Codex
Grey was then

{ gradually added to
this mix for each
successive
highlight stages.

The rock was painted with an equal parts
mix of Chaos Black, Codex Grey and Dark
Angels Green. This was then given a
drybrush with
Codex Grey
followed by a
second drybrush
of Fortress Grey.

Legolas’s trousers were given a basecoat
with a mix of 50% Dark Angels Green and
50% Chaos Black.
Bleached Bone was then
added to the mix for
each successive
highlight stage.

The flesh was painted with a mix of 50%
Scorched Brown and 50% Dwarf Flesh.
More Dwarf Flesh was added to the mix
before the face was then highlighted with
Dwarf Flesh on its own. An equal parts mix
of Dwarf Flesh and
Elf Flesh was applied
as a highlight, before
the face was finished
@\ with a final highlight
| of Elf Flesh.

The boots and arm
braces were painted
with a basecoat mix
of two parts Chaos
&1 Black to one part
Scorched Brown.
This was highlighted
by mixing Bleached
Bone to the basecoat
for successive
highlight stages.

A mix of 95% Shadow Grey and 5% Chaos
Black was used to paint the under robe. This
was given an initial highlight of Shadow
Grey with following
highlights applied by
adding Bleached Bone to
the mix for each
successive stage until the
mix was approximately
equal parts Shadow Grey
and Bleached Bone.

The quiver was painted with
a basecoat of Bestial Brown.
This was highlighted by
adding in small amounts of
Bleached Bone for each
successive highlight stage.

| The fine detail was picked
out with Burnished Gold.

The bow was painted with a mix of 50%
Bestial Brown and 50% Scorched Brown.
Snakebite Leather was then
added to this for successive
highlights before applying
Snakebite Leather on its
own. The metal decoration
was painted with an equal
parts mix of Burnished
Gold and Mithril Silver.

The skirt was painted
with a basecoat of
Shadow Grey. This
was highlight by
adding successive
amounts of Bleached
Bone until the mix
was approximately
two parts Bleached
Bone to one part
Shadow Grey.

To paint the flesh
a basecoat of
Bestial Brown
was first applied.
This was
highlighted with
an equal parts mix
of Bestial Brown
and Dwarf Flesh.
Dwarf Flesh was
then used on its
own followed by a
final highlight mix
of 50% Dwarf
Flesh and 50%
Elf Flesh.

A basecoat mix of three parts Chaos Black
to one part Scorched Brown was used to
paint the leather jerkin and boots. Bleached
Bone was then added to this mix for
highlight stages. The trim of the jerkin was
painted with Bestial
Brown and then
highlighted by adding
a mix of one part

y Codex Grey to two
parts Bleached Bone to
the basecoat.

The sword was
painted with a
basecoat of Boltgun
Metal. This was
then given a
thinned Black Ink
wash. Boltgun
Metal was used to
highlight the blade
again before further
highlights with
Chainmail and
Mithril Silver,

Eowyn’s hair was
painted with a
basecoat Bestial
Brown and highlighted
with Bubonic Brown.
The hair was then
given a glaze with
Yellow Ink. Once the
ink had dried a final
highlight of Bleached
Bone was applied.
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This action-packed The Two
Towers battle report is the first
of two covering the initial stages
of the Uruk-Hai assault on

is due to be published in next
month’s White Dwarf.

he siege of Helm’s Deep is one of
Tthe most evocative sequences in

the film of The Two Towers.
Saruman has launched his attack on the
lands of the Rohirrim and the Riders of
’ Rohan have retreated to their ancient
fastness of Helm's Deep in order to
prepare themselves for the coming
attack. There they are joined by Haldir
accompanied by a force of Elves. The
beleaguered band hold out against the
horde of Uruk-Hai (helped by an angry
Dwarf and his heroic friends!).

As this latest version of The Lord of
The Rings game includes rules for
fighting siege games this seemed to be

Helm’s Deep. The concluding part

ASSAULT ON THE
DEEPING WALL

A Battle Report for The Two Towers

the ideal opportunity for us to
demonstrate the new rules in their right
and proper environment.

There are a number of siege scenarios in
The Two Towers rules manual and we
chose to fight two of them, The Deeping
Wall and The Gateway. These are ideal,
as they can be linked to provide a two
part mini-campaign with the results of
the first game affecting who participates
in the second. The second part will be
published in next month’s White Dwarf.

We already had the fantastic Helm's
Deep board constructed by Dave
Andrews and Mark Jones available to
provide a stunning setting for the two

games and everybody was eager to see a
game played upon it.

We asked Rowland Cox to take
command of the Evil besieging forces.
Rowland last played as the Fellowship
in the Balin's Tomb battle report that we
published in WD265, so commanding
the Uruk-Hai should make a nice change
for him.

Matthew Ward is the new member of
Alessio’s The Lord of The Rings
development team and was eager to take
on the role of commanding the
defenders of the Deeping Wall,

Read on to see what happens...

The beleaguered defenders of Helm's Deep prepare for yet another assault.
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SCENARIO 5 — THE DEEPING WALL

MIGHT OF THE

WHITE HAND
Rowland Cox: This
scenario pitches the
forces of Saruman, in
this case his Uruk-Hai,
against a pitiful few
Rohirrim and Elves.
All that stands in
Saruman’s way is the old fort Helm's
Deep and a small band of Heroes. A
primitive black powder charge with an
Uruk-Hai fuse will take care of the walls,
but when it comes to the Heroes, well let’s
just hope there are enough Uruk-Hai. If
that wasn’t enough, any surviving heroes
will participate in the next scenario, The
Gateway, as we are playing them one after
another,

The Evil side consists of a well equipped
siege force. My personal favourite troop
choice is the ferocious Uruk-Hai
Berserker. The Berserkers form an
essential part of the siege assault force,
incredibly tough, unbreakable courage,
well armed and with 2 Attacks, if anyone
can get over the Deeping Wall it’s going to
be these guys.

In order to get my forces over the wall I
had to split up the Good Heroes. If I
concentrated my forces, then rest assured I
would be facing Aragorn, Gimli, Legolas
and Haldir together, and those powerful
Heroes would soon halt the Uruk-Hai
advance. So my plan was a simple one:
attack at the furthest points from where
the Heroes would start. I would split my
force so that the strongest part would
attack at the very end of the Deeping Wall,
the furthest point from the Heroes. This
force would contain all my Uruk-Hai
Captains; their store of Might was my best
chance of getting over the walls quickly. I

would back the Captains up with
Berserkers which together should be able
to capitalise on any early gains made on
the walls.

The other part would attack at the furthest
part of the main wall. Although not
supported by Captains, this force contained
an equal share of Berserkers, Matt would
have to assign some of his Heroes to stop
these deadly warriors, as even Elven troops
will be overpowered by their fearsome
charge. Six crossbowmen were deployed
centrally, so they could support both parts
of my assault. The other four would
advance on the main wall. filling out the
numbers. The siege engine was placed next
to the crossbowmen, again to support both
assaults. This ingenious contraption could
launch a siege ladder against a wall with
an Uruk-Hai attached. I was looking
forwarded to seeing Matthew's face when
a tide of Berserkers rode up against his
fortress walls! Last but not least, the
demolition teams. I consigned one team
per force, again keeping the Good side on
its toes, To ensure a successful detonation,
an Uruk-Hai Berserker is essential; they
automatically pass the Courage test to
detonate due to their Courage value of 8.
It's a great life being a Berserker —
running, fighting, and blowing yourself up!

As this game was being played back to
back with Scenario 6, The Gateway, I had
to be mindful of how many of the Good
Heroes I could kill or wear down. I might
win the battle by avoiding the Heroes, but
the war would be lost unless I could
diminish their store of Might and slim their
numbers. So in summary, I had to try and
win this game whilst not sabotaging my
chances in the next one!

DEFENDING

THE DEEPING
Matthew: Someone (I
forget who) once said
that to defeat a well-
sited defensive force
requires an attacking
force of at least three
times the size of that
of the defenders. Well, with arguably the
toughest fortress in Middle-earth, and
some of the toughest Heroes in Middle-
earth to defend it, I certainly had all the
best tools for the job. That said, even
counting my Heroes my defensive forces
still only numbered twenty. Against these
gallant souls would be matched — you
guessed it — exactly sixty Uruk-Hai armed
to the teeth with all manner of siege
equipment.

As far as strategy was concerned I was
dependant on reacting to Rowland’s plans,
but key to this was ensuring I would have
enough troops to hold any one area long
enough for reinforcements to arrive. With
this in mind I spread my forces evenly
across the walls, although [ anticipated
having to redeploy most, or even all of
them, over the first few turns depending
upon how many attacks Rowland put in,
and where. The most important thing was
to deny the ramparts to Rowland for as
long as possible — Uruk-Hai are so strong
and vicious that if I were to let them onto
the walls proper 1'd have a real fight on
my hands! Once my Heroes arrived from
the Hornburg I could then commit them to
wherever | thought they were needed
most, at which point it should become
much harder for those foul Uruk-Hai

to win through.



My main worry was the two Urnk-Hai
demolition teams which, if allowed
forward unopposed, could spell ruin for
my defences as my fortifications collapsed
around me. 1 would just have to try and
slow them down with archery before they
became a threat — hopefully this would
give my Heroes time to slay enough
Uruk-Hai to drive the res
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As in most scenarios, the Good side began
with priority. With the bulk of the Uruk-
Hai apparently deployed in preparation for
an assault on the outermost point on the
Deeping Wall, Matthew redeployed his
forces accordingly, leaving only two
Wood Elves and two Rohirrim to guard
the main wall,

With a bestial howl the Uruk-Hai horde
advanced in two groups; three Uruk-Hai
Captains led an advance on the Deeping
Wall, while a second group began the
longer journey to the now lightly defended
main fortress wall.

A demolition team laden with sorcerous
explosives accompanied each group and it
was at these that the Elves directed their
fire. Unfortunately, most of the missiles
flew wide and only a single Uruk-Hai
from the team headed towards the main
wall was slain.

TURN 2

Winning priority, Rowland’s Uruk-Hai
continued on towards their respective
targets with an Uruk-Hai warrior joining
the demolition team that had suffered a
casualty last turn.

Whilst the defenders continued to muster
on the Deeping Wall, a cheer went up as
Aragorn, Legolas, Gimli, and Haldir
arrived from the Hornburg. Aragorn and
Gimli ran towards the Deeping Wall whilst
Legolas and Haldir headed towards the
battlements to add their firepower to that
of their kinsmen there.

The Uruk-Hai crossbowmen targeted the
Rohirrim and Wood EIf in the Deeping
Wall turret in an attempt to thin the
defenders, but a combination of poor dice
rolls and the shelter of the turret kept them
safe.

Perhaps heartened by the presence of the
Heroes, the Elves’ return fire proved

slightly more effective, killing a member
of the demolition team headed for the
Deeping Wall.

TURN 3 ;

Stealing back priority, Matthew hurried his
heroes towards the endangered walls.
Legolas and Haldir reached the
battlements, but Aragorn and Gimli still
had a long way to go to their destination
on the Deeping Wall.

The Uruk-Hai advanced once more, with
the Deeping Wall assault force almost at
their destination. Deadly Elven bowfire
took its toll again this turn, felling two
more Uruk-Hai. The Uruk-Hai return fire
was less effective, plucking a single Wood
EIf from the Deeping Wall turret.

With one of his ladders within 6" of the
Deeping Wall, Rowland attempted to
grapple it up to the wall with his siege
engine, but the shot went wide.
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TURN 4

Priority passed back to the Evil side and
the assault began in earnest. With a cry of
triumph the Uruk-Hai threw three ladders
up against the Deeping Wall, although the
second force were foiled by the rough
ground and ended their move in the
shadow of the main wall.

As Aragorn and Gimli hurried down the
stairway to the Deeping Wall, the
defenders were able to cast two ladders

=

The defenders top

back down into the mass of Uruk-Hai that
swarmed at the base of the wall. The sight
of Aragorn proved to be too tempting for
Rowland and the Uruk-Hai crossbhowmen
targeted him with a volley. Unfortunately,
the sturdy parapets cheated the Uruk-Hai
of their target and Aragorn emerged
unscathed.

Rowland again attempted to use the siege
engine to grapple a ladder up to the wall,
aiming this time for the main wall, he
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“Forward my fighting Uruk-Hai!

ple the Uruk-Hai's ladder onto those waiting below.

scored a successful hit and a ladder was
whisked up the wall and propelled a gore-
covered Uruk-Hai Berserker into combat
with a single Wood EIf defender.

The Elven fire proved largely ineffective
as, even supported by the deadly skill of
Haldir and Legolas, only a single Uruk-
Hai from the Deeping Wall demolition
team was slain. Despairing at the Elves’
lack of success, Matthew's Rohirrim
hurled their throwing spears into the
seething throng of Uruk-Hai at the base of
the walls. The determined Rohirrim
proved to be more successful than their
Elvish allies, as three Uruk-Hai by the
Deeping Wall fell to the hail of spears, and
another of the foul creatures was killed at
the base of the main wall!

In the Combat phase Elven skill proved to
be superior. The Wood Elf calmly
defended the ramparts from the maddened
Berserker but unfortunately failed to
wound the Uruk-Hai who just managed to
keep his grip on the ladder.

TURN 5

Priority once more shifted back to the
Good side, allowing Matthew to redeploy
defenders to counter the imminent threat
of the Uruk-Hai assault ladders, while
Aragorn and Gimli redoubled their efforts
and continued their determined advance
towards the Deeping Wall. In addition, the
solitary EIf on the main wall was able to
heave away the ladder, causing the roaring
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Berserker to fall, unhurt, to the ground far
below.

However, the triumph of the defenders
was short-lived as the ladder was raised
once more, Even worse, four more ladders
were raised to the Deeping Wall whilst an
Uruk-Hai Captain scaled the established
ladder and with a savage cry, carried his
blade to challenge the defenders.

In an attempt to thin the attackers, the
Elves directed all their fire into the Uruk-
Hai at the base of the Deeping Wall, with
Haldir and two Archers each killing one
Uruk-Hai. The siege engine again missed
its target but Rowland was cheered as his
crossbowmen again loosed 4 volley at
Aragorn: one deadly missile piercing his
armour and causing a wound!

The only combat this turn proved to be
decisive as the Uruk-Hai Captain used his
two points of Might to kill the Rohirrim
that opposed him and, howling his
triumph, took the unfortunate man’s place
on the battlements.

Finally, with the demolition teams now in
position, Rowland elected to set off the
demolition charges. The charge at the
main wall exploded in clouds of smoke
and flame and, though shaken, the sturdy

EEnL

construction endured the force of the blast,
The sorcerous skill of Saruman proved to
be more effective on the Deeping Wall,
where the second charge blew a sizeable
hole, creating a clear passage through
which the Uruk-Hai could now swarm.

TURN 6

The Good side won priority once more and
Matthew began by determining whether or
not the breach in the Deeping Wall would
cause more of the wall to collapse. This
was critically important because on a roll
of a 6,a 6" section of wall would collapse,
allowing the Uruk-Hai an easy route into
the Fortress.

Fortunately for the defenders, the roll came
up a 4 and the wall held firm. In the Move
phase, the defenders successfully pushed a
single ladder away from both the Deeping
Wall and the main wall, whilst the
defenders of the Deeping Wall charged to
engage the two Uruk-Hai Captains that had
pierced the defences. Aragorn and Gimli
once more dashed towards the fight on the
Deeping Wall, Gimli along the battlements
and Aragorn dashing to an access ladder.
With insufficient move to fully descend the
ladder, Aragon released his grip on the
ladder and dropped the remaining distance

The Uruk-Hai manage to batter their way onto the baitlements.

to the ground without injury, ending his
move within sight of the breach.

In an attempt to seal the gap. a heroic
Rohirrim leapt off the back of the
battlement, but the fall proved to be too
great and the unfortunate man fell to his
death. An Uruk-Hai Captain and several
Berserkers began to advance through the

breach whilst other Uruk-Hai swarmed up

the ladders to take advantage of the space
the Captains had cleared last turn,

A roar of triumph came from the Uruk-
Hai at the base of the main wall as three
ladders were now thrown against the
ramparts in preparation for an assault next
turn. Redoubling their efforts, the Elves
took careful aim and slew six Uruk-Hai,
two slain by the lethal skill of Legolas!
This only seemed to enrage the attackers
further, for as the Uruk-Hai returned fire
three black-feathered bolts pierced
Haldir’s armour and each one caused a
deadly wound — with only two wounds
and a single fate point he was slain
instantly. The Uruk-Hai siege engine crew
could not mateh this skill and once more
failed to find a target but, as the turn
ended, the two Uruk-Hai Captains on the
Deeping Wall swept their opponents
before them.
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Q TURN 7

With the situation getting tense, priority
returned to the Evil side, the weakened
Deeping Wall once more holding firm.
Matthew declared that Aragorn would
make & Heroic Action before Rowland
could capitalise on his fortune. Realising
that this would allow Aragorn to single-
handedly block the breach in the Deeping
Wall, Rowland declared a Heroic Action
with the Uruk-Hai Captain behind the
wall. A dice roll was now required to
determine which Hero could act first, and
unfortunately for the Good side Rowland
won the roll and, screaming their war
cries, the Uruk-Hai Captain and a
Berserker were able to engage Aragormn
before he could react.

Now pinned, Aragorn was unable to move
as part of his Heroic Action although,
bellowing his own war cry, Gimli jumped
off the battlements, the sturdy Dwarf
easily shaking off the impact of the fall
and engaging two crazed Berserkers that
had followed the Captain through the
breach!

With the Heroic Actions resolved, the two
Uruk-Hai Captains on the Deeping Wall
charged into combat with the beleaguered
defenders, whilst yet more Uruk-Hai
swarmed up the ladders behind them.

Meanwhile the assault on the main wall
began in earnest as Uruk-Hai began to
swarm up the ladders. Seeing the danger,
Legolas drew his blade and ran to aid the
remaining defenders. Rowland again fired
the siege engine with the hope of getting a
ladder up to an undefended battlement, but

it missed yet again. The crossbowmen
were able to kill another Wood EIf on the
Deeping Wall and with all the remaining
defenders engaged in combat there was no
return fire.

On the main wall a determined defence by
Legolas and his fellow Elves slew two
Uruk-Hai, but the blood-fuelled frenzy of
a Berserker proved too much for a third
Elf whose broken body was hurled from
the battlements as the Uruk-Hai took his
place! On the Deeping Wall the strength of
men appeared to be wavering as one
Rohirrim was killed by an Uruk-Hai
Captain, and while a second Rohirrim won
his desperate struggle, his blade could not
find a weak spot in the Captain’s armour.

At the base of the wall the Heroes fared
better. Gimli and Aragorn each slaying a
Berserker, With the aid of a Might point,
Aragorn wounded the Uruk-Hai Captain,
but Fate was on the side of the foul
creature and the wound was saved.

TURN 8

At the start of Turn 8, things were starting
to look desperate for the Good side. With
eight Uruk-Hai on the battlements and
more vet to come, it looked certain that
Rowland would get ten Uruk-Hai onto the
battlements by the start of the next turn.
Matthew’s only chance was to kill half of
the Uruk-Hai force. The force had started
the game with sixty models, so Matthew
needed to kill off another six Uruk-Hai to
win the game. With that in mind, priority
became incredibly important, but with a
roll of 6 Mat managed to wrest priority
away from Rowland, and more
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importantly the Deeping Wall held firm
once more.

With a supreme effort the remaining two
Rohirrim on the main wall managed to
heave away one of the ladders, and two
Uruk-Hai fell to their deaths as they lost
their grip on the ladder!

Legolas and the remaining EIf moved to
cover the final two ladders but were
unable to push them away. On the
Deeping Wall the remaining defenders
drew upon their remaining reserves of
courage and once more charged the Uruk-
Hai Captains.

Behind the wall, Aragorn charged the
Uruk-Hai Captain and a Berserker, and
Gimli hurled himself at another Berserker.
Rowland’s luck with the Uruk-Hai siege
engine finally reversed, with a shot
striking home and propelling a Berserker
into combat with Legolas.

In the Combat phase both Aragorn and
Gimli called upon their inner reserves and
declared Heroic Actions, although even
using both remaining points of Might,
Aragorn was only able to kill the Captain
and so could not move to engage another
Uruk-Hai.

Dwarfish skill proved more equal to the
task at hand, as Gimli managed to cut
down his first opponent with the aid of a
Might point and then charged headlong
into two more Berserkers. With a supreme
effort Gimli hacked at his opponents with
all his strength and beat down both,
reducing the Uruk-Hai force to half
strength and winning the game!

Aragorn and Gimli’s heroic fight behind the Deeping Wall.
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AND MY AXE!
Matthew: That was
close! If it hadn’t
been for the last ditch
efforts of Aragorn
and Gimli, the Uruk-
Hai would have
spilled into the
Deeping and it would
have all been over. As it was, that was an
incredibly closely fought and enjoyable
battle. The new siege rules really capture
the feel of a few determined troops
fending off a far larger force and made
for some very tense moments.

As ever, with hindsight I can see I made
several careless mistakes, chief amongst
them (and much to my chagrin) was not
concentrating my fire. For example, if 1
had managed to kill both members of one
demolition team at any point it would
have delayed those explosives for a turn
as new Uruk-Hai picked up the device.
Instead I never killed more than one and
so the demolition charge was never
dropped. As a long-time wargamer 1
really should know better. That said, I
think that my overall strategy worked
pretty well although it did come right
down to the wire at the end, with the
defence really capturing the spirit of the
book and the film.

Without doubt though, the real star of this
battle was Gimli. Without his heroic leap
from the battlements and stalwart defence
of the breach, the game would have taken
a very different course. It just goes to
show that there is no defence that cannot
be made better by the simple measure of
adding a Dwarf!

FOILED BY
THE SILENT
MENACE OF
ROCK

AND WALL
Rowland Cox: This
was a tough scenario
to accomplish for the
Evil side; the walls of Helm's Deep are
resilient and determined, just like
Matthew’s defence. However, [ am very
pleased that the game was so incredibly
close. On reflection it looks like the Free
Peoples have found the perfect defence to
Saruman’s blasting fire: Gimli. In fact,
we affectionately referred to him as the
Gimli bomb. To light the fuse just add
Uruk-Hai. Toss him over a wall, retire to
a safe distance and watch him go!

The decision to split my forces worked
very well and T almost managed to
overwhelm the defenders of Helm's
Deep. Troops from both forces managed
1o scale the walls, and the Good Heroes
were divided between the Deeping Wall
and the main wall. However, it was the

demolition teams that really made the
difference. Whereas siege ladders can be
thrown back to the ground, once you
blast a great big hole in the wall, it's
there to stay! Much to my delight, Haldir

was cut down by a hail of crossbow bolts,

and the Uruk-Hai Captains and
Berserkers were cutting down the brave
sons of Rohan with merry abandon. So
where did it go wrong?

Two points spring to mind. Firstly,
committing all the Captains against the
Deeping Wall was a mistake. One
Captain should have gone against the
main wall, enabling earlier gains to be
better capitalised on. The Berserkers
alone, although effective, cannot take and
hold a wall against the likes of Legolas.
Secondly, I should have concentrated the
efforts of the siege engine onto one wall.
Again, I would have concentrated on the
main wall, as it was the least well
defended. In a close game. it is your
mistakes that cost you victory.

Aragorn and Gimli are perfect for this
scenario. Aragorn, with his fountain of
Might, can fight against frightening odds
and still prevail. Gimli. with his finely
crafted armour, can withstand almost any
punishment and dish out plenty of hurt.
Together they were a real problem for
me. To my credit I wounded Aragorn, and
drained him and Gimli of their store of
Might. Whilst this didn’t win me this
game, [ knew that in the next scenario it
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The Ringbearer takes time out to oversee the action.

would pay dividend, when the Heroes
would be relied on again to clear the
walls of Helm's Deep.

This scenario really canght the spirit of
the film; a desperate battle over an
ancient fortress, scores of Uruk-Hai
pouring over the walls, and plenty of
heroic fights. A special word of
appreciation must go out to

Dave Andrews and Mark Jones who built
the truly splendid Helm’s Deep terrain
board. It really makes a huge difference
playing on terrain like this, and I would
encourage anyone to have a go at
building a fort for their games. Better still
get your hands on the Helm's Deep
Fortress box set. Matthew and I really got
into this scenario, and found that the
siege rules worked masterfully. I look
forward to finishing off the defenders in
the next scenario, The Gateway. But
before I get too cocky I must remember
there are no demolition teams next time,
and plenty more Aragorn and Gimli to
come...

In next month’s White Dwarf we will
have the concluding part of this two-
part battle report. Our players are
going to take on the challenges of the
next scenario in The Two Towers rules
manual, Gimli and Aragorn are low on
Might and Haldir has fallen to the
Uruk-Hai crossbows. It should make
for an interesting encounter!
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TAKE PART IN THE ADVENTURE!

The Lord of The Rings: The Two Towers strategy battle game brings all the action of the film to your tabletop. Journey into Middle-earth and

lead Hordes of the Uruk-Hai as they assault the towering fortress of Helm’s Deep, or take control of the Riders of Rohan as they battle the
evil Sharku and his monstrous Wargs.

With The Lord of The Rings: The Two Towers strategy battle game, the choice is yours!

Warg Attack £20

The Warg Attack boxed set contains |
mounted Aragorn, 1 mounted
Theoden, Sharku mounted on a Warg
and 2 Warg Riders.

Aragorn Theoden

f Warg Rider Warg Rider Sharku
)

Gandalf on Shadowfax £é

Blister contains 1 Gandalf on Shadowfax model.

The Two Towers
Saruman £

Blister contains 1 Saruman model.




The Lord of The Rings: The Two Towers

£40 Fighting Uruk-Hai

£12

Riders of Rohan £i12

This boxed set contains a 160 pages full-colour manual, 12 Riders of Rohan,

20 Fighting Uruk-Hai, 1 Ruined Building and Dice.

37,

Heroes of Helm’s Deep

This boxed set contains 20 plastic
Fighting Uruk-Hai models.

{

This boxed set contains 6 plastic
Riders of Rohan models.

This boxed set contains Gimli, Legolas. Aragorn, Haldir, Theoden; Eowyn, Gamling and an Elven Standard Bearer.

Available from your local Games Workshop store, the in-store order
point, on the website at www.games-workshop.com/storefront or direct

by phoning 015 91 40000.

Description

The Two Towers (Battle Game)
The Two Towers Rules Manual

Heroes of Helm'’s Deep
Fighting Uruk-Hal

The Riders of Rohan

Warg Artack {5 figure boxed set)
The Fellowship of The Ring
Battle at Khazad-Ditm
Saurcn

Meria Goblins

Warrlors of the Last Alliance
The Two Towers Palnt Set
Uruk-Hai Paint Set

Cave Troll (I miniature)

Cave Troll with Spear (I miniature)
Elendil and Isildur (2 miniatures)
Elrond and Gil-Galad (2 miniatures)
Eomer (I mounted miniature)
Galadriel & Celeborn (2 miniatures)
Gandalf on Shadowfax

Gondorian Bowmen (3 miniatures)
Gondorian Spearmen (3 miniatures)
Haldir’s Elves with bows (3 miniatures)
Haldir’s Elves with swords (3 miniatures)
High EIf Spearmen (3 miniatures)
Lothlorien EIf Bowmen (3 minjatures)
Luriz (I miniature)

Merry, Pippin and Grishnakh

Moria Goblin Warriors (4 miniatures)
Moria Goblin Bowmen (4 miniatures)
Mounted Arwen (| minfature)
Mounted Boromir (i minfature)

UK Denmark
£40 kr 450
£20 ke 250
£25 kr250
£12 kr 125
£12 kr 125
£20 kr 250
£25 kr 250
£40 kr 400
£20 kr 250
£12 kr 125
£12 kr 125
£10 kr 125
£12 kr 125
£10 kr 125
£10 kr 125
£9 ke 115
£9 ke 15
£6 kr 70
£10 kr 125
£6 k70
£6 kr 70
£6 kr 70
£6 kr 70
£6 kr 70
£6 kr 70
£6 kr 70
£5 kr 55
£6 kr 70
£6 kr 70
£6 kr 70
£6 kr 70
£6 kr 70

Sweden

kr 550
kr 300

kr300
ker 150
kr 150
kr 300
kr 300
kr 500
kr 300
kr 150
ler 150
ker 150
kr 150

kr 150
kr 150
kr 140
kr 140
kr 80
kr 150
kr 80
kr 80
kr 80
kr 80
kr 80
kr 80
kr 80
kr 65
kr 80
kr 80
kr 80
kr 80
ki 80
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Euro

€ &0
€ 35

€35
17.50
17.50
€ 35
€35
€ 60
€35
17.50
17.50
€15
17.50

17.50
[7.50
€15
€15
€10
17.50
€10
€10
£ 10
€ 10
€10
€10
€ 10
€8
€10
€10
€10
€ 10
€10

Mounted Ringwraith (I miniature)
Orc Warrlors (3 minlatures)

Orc Bowmen (3 miniarures)
Ringwraith (I miniature)

Saruman (I miniature)

Uruk-Hai Warriors (3 miniarures)
Uruk-Hai Bowmen (3 miniatures)
Warg Rider (I miniature)

Forces of Good Dice

Forces of Evil Dice

£6

£6

£5
£6
£é
£5
£5
£5

kr 70
kr 70
kr 70
kr 55
kr 55
kr 70
kr 70
kr 55
kr- 55
kr 55

kr 80
kr 80
kr 80
kr 45
kr 65
kr 80
kr 8O
kr 65
kr 45
kr 65

€10
€10
€ 10
£8
e B
€10
€10
€8
€8
€8

The following are ONLY available from the in-store order point,
the website at www.games-workshop.com/storefront, or direct by

phoning 0115 91 40000.

Description
The Fellowship of The Ring Rules Manual

Grima Wormtongue

Amon-Hen Aragorn (I miniature)
Amon-Hen Gimll (I minfature)
Amon-Hen Legolas (1 miniature)
Amon-Hen Lurtz (I minfature)
Amon-Hen Merry & Pippin (2 miniatures)
Bilbo Baggins (I miniature)

Fellowship Aragorn (I miniarure)
Fellowship Beromir (1 miniature)
Fellowship Frodo & Sam (2 minlatures)
Fellowship Gandalf (I miniature)
Feflowship Gimli {I mini )

Fellowship Legolas (I miniature)
Fellowship Merry & Pippin (2 miniatures)
Khazad-Diim Gandalf (I miniature)
Orthanc Gandalf (I miniature)

Orthanc Saruman (1 miniature)
Weathertop Aragorn {1 miniature)
Weathertop Frodo & Sam (2 minlatures)

Weathertop Merry & Pippin (2 miniatures)

Weathertop Witch King (I minlature)

£20
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Models not shown at actual size.
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