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This month’s The Lord of The Rings
coverage, which starts'on page 7, features
a4 new scenarfo, a painting masterclass on
the mighty Treebeard, extra details for
your Helm's Deep model, and tactics for
steges, Plus the thrilling conclusion of our
‘Helm’s Deep battle report!




SUMMER SLAUGHTER...

“The Despoiler comes forth once
again, and he cannot be stopped
by force of arms alone. It Is his will
that the stars be stained red with
the blood of all who oppose him. A
numberless horde of fiends,
mutants and cacodaemons obey
his command, and his command is
to devour Cadia alive. But he will
not stop there.

If our faith in the Emperor and our
force of arms prove strong, the
forces of Chaos can be driven back
into hell. If we are found wanting,
Humanity will fall.”

Lord Inquisitor Hephaestos Grudd
of the Ordo Malleus

This summer will see carnage and
destruction on a scale unseen since
the Horus Heresy.

Now, that may seem like a pretty
bold statement but I'm confident it
will hold true. Why? Because this
summer we’ll be launching our
worldwide summer campaign: The
Eye of Terror. Unsurprisingly set
around the Eye of Terror, this will be
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Abaddon the Despoiler. Not the sort of chap you
want your daughter to bring home for tea...

the Chaos Warmaster Abaddon the
Despoiler’'s 13th Black Crusade and
could prove to be his most
devastating. Abaddon will be leading
the forces of Chaos against the
Imperium of Mankind once again but
a campaign of this magnitude will
inevitably draw in other races...

We'll be bringing you more details of
the campaign and how you can get
more involved over the next

couple of issues.

SUBMISSIONS All material submitted to us for publication is only
accepled on the assumption that the copyright in it is, by the very
act of submission, unconditionally assigned by the author as
beneficial owner and with full title guaranteed to Games Workshop
Limited. We also retain the right to edit and/or amend all material as
we see fit. So, if you do nol wish to assign copyright in this way,
please do not send us your submission. We're afraid we cannot
work in any other way!
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Games Workshop games and Citadel miniatures. All letters except

subscriptions and Mail Order should be addressed to: The White Dwarf,

Games Workshop, Willow Road, Lenton, Nottingham NG7 2WS.

Please mark your envelope clearly with the name of the game you are
writing to us about. If you want a reply you must enclose a self-
addressed stamped envelope (overseas readers should include I1RCs).
We receive an enormous amount of mail. We do read every letter but it
may take a little time for us to reply to you, so please be patient!

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

http:/f/www.games-workshop.com

EDITORIAL

BRACE FOR IMPACT!

In light of this hugely exciting
worldwide gaming event we're going
to be increasing support to our
game of spaceship conflict,
Battlefleet Gothic, in White Dwarf.
From next issue we'll be bringing
you new scenarios, updated fleet
listings, modelling projects,
conversion ideas and the odd battle
report or two. This will continue
through to the summer as the Eye
of Terror campaign will include a
healthy Battlefleet Gothic presence
as well as Warhammer 40,000.

If you're not familiar with Battlefleet
Gothic, check it out here:

http://www.games-workshop.com/40kuniverse/
battlefleetgothic/battlefleetgothic.htm

NURGLE

In my last editorial | mentioned that
Lure of the Gods — the series
following my growing Chaos army—
would be taking a brief hiatus from
issues 280 and 281 before returning
to the magazine as normal in 282.
This was due to me having to
spend some serious painting time
getting more troops done for my
Dwarf army ahead of an impending
battle report.

Unforunately, turning my back on
the Dark Powers led to Nurgle
himself teaching me the error of my
ways by striking me down with a
viral infection just in time for the
battle report itself. Brilliant. So, all
those Dwarfs were painted for
nothing — it's enough to make an
editor weep...

Paul Sawyer
Editor =
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LBLEET ADMIRALS! B4t
Rl PREPARE FOR WAR!  rriep

Every year we
publish the
best from the
Golden Demon
painting
championships
in an issue of
White Dwarf.
This year we
won't be
following that
tradition.

Don’t worry
though! Instead
we’ll be

N publishing
N = al them as a
Chaos incursions from the Eye c}f Terrordte. highly
increasing. The Imperial Navy have been deployedto ™~ B collectable
‘engage the enemy! Over the next fewNmonthSHEE : booklet that will
focusing on ‘Battlefleet Gothic’, our game systém iz WS come free with
to play out large-scale space fleet bttles, as'the 16 next issue!

attempt tq destroy their most hated enemy. We will b .
' scenarios, collecting tips, hobby and modelling prejects Had you going
o e Hic Aite at: : for a minute
Visit our Battlefleet Gothic site at: didn't we...

http:llwww.games-workshop.coml40kuﬁiverselba
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characters and us na
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Chaos Space Marnss
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his blister pack ¢

It is time to do battle in March and April as On the the 5th and 6th of April our eyes tum

Warhammer World in Nottingham plays to Middle-earth with a The Lord of The Rings
host to two great weekend events. Grand Tournament 2003 where, for the first

time, competitors will be able to build an
heroic battle force for both Good and Evil,
and challenge their opponents across six
battles to find out who is the UK Champion.

e e model | The 22nd and 23rd of March sees the
g sy ‘Mighty Empires’ campaign weekend — over
the two days you play in a series of linked
Warhammer battles where your success or

g failure in one battle influences the fate of To find out more about these events ring us
i | NIGHT LORDS HERO 506-00 not only your own forces, but that of your direct on 01159 14000 or check out our
Denmark kr 70.00 i " ’
i Swedi T8ten allies and team-mates. events web pages at:
Euro € 10.00

www.games-workshop.com/news/uk/events/events.htm

-
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THE LORD OF THE RINGS
HITS TV SCREENS!

Games Workshop is proud to
announce the we have given De
Agostini a licence to create ‘Battle
Games in Middle-earth’, a serialised
gaming supplement available in the
UK, based on our The Lord of The
Rings table-top strategy battle game.
‘Battle Games in Middle-earth' is a
great introduction to The Lord of The
Rings strategy game, however there
is plenty in it to excite and enthral the
experienced hobbyist too. Later

[ORD#RINGS

in Middle-earth

&

packs will include details on how to
set up and run campaigns, features
on detailed modelling projects as well
as introducing new painting styles
and technigues.

The product will not be sold through
Games Workshop stores or mail
order but you will be able to find it
in most high street newsagents.

Make sure you look out for the
television advert that accompanies
the launch!

To find out more visit the ‘Battle
Games in Middle-earth’ website:

www.the-ring.net

OUT THIS MONTH:

NIGHT LORDS
CHAOS SPACE MARINES
BOXED SET

The Night Lords are a Ghaos Space Marine legion of

Designed by Aly Morrison, this bexed set contains

These modeils require assembly,

enaugh parts to make 8 Night Lords Chaos Space Marines,

{:
7
BULLET POINTS

® Check out page 30 of this issue 1o find out
all about our new Battle Bunkers. Ths new
Shirewsbury, Ipswich and Bromley Bunkers
are now openl

Warhammer Worfd will be hosting a
preview evening on '19th February,
teaturing the mighty Grey Knights and the
Inguisition in all their splendour. Admission
price is £4.00, and you can pay on the day,
The first releases for the mysterious
Dasmen-purging Ordo Malieus ara now
avallable lo advance order. Initial releases
Inelicte Codex: Daemenhunters, Inquisitor
Lord Torguemada Coteaz and retinue and
the jaw-dropping new Grey Knights in pewer
armour boxed set. To ensure you are
amoengst the first te get your hands on this
fantastic new range, place your advance
order onling at:

Www.games-workshop.com/ukstore

or Direct on 0115 9140000.

SABERTOOTH
ISSUE WARCRY!

Sabertooth Games, makers of
the popular Warhammer
40,000 Collectible Card
Game, are pleased to
announce the release of WarCry, a mass-
combat CCG set in the immensely popular
Warhammer Fantasy world.

WarCry will debut in early spring of 2003,
Players can start their conquest by
purchasing either the Dark Alliance Starter
(Chaos, Dark Elves, and Orks & Goblins) or
the Forces of Light Starter (Empire, Elves,
and Dwarves),

“Ultimately, WarCry is about large-scale
warfare in a fantasy world," says Bob Watts,
CEQ of Sabertcoth Games. “Although fans of
the Warhammer world will immediately
recognise and enjoy the units, characters,
and 'feel’ of the game."

terrifying reputation, Well-versed in the tactics of

terror they are power armour-clad nightmares wha visit doom on all that oppose them. Night Lords Chaos
Space Marines are a Troops choice, with 5 to 20 models in a unit

NIGHT LORDS BOXED SET  £15.00

Denmark kr 185.00
Sweden kr 225,00
Euro £ 2500




Fanatic are constantly releasing new models to support their
Specialist Games Range. Their magazines provide new rules,

—E_ L _ 1AL _ IS 1

5

il campaign suggestions, tactics for using your armies, warbands and

f GAMES BANGGE reanfs. gnd fgr‘g more for each of the S,geyf:faﬁsf Games.

I

| Also available for

f Warmaster this month:

‘ Dark Elf Hero on Manticore £5

! Available for

Battlefleet Gothic this month:
Gorbag's Revenge Ork Ship £15
Ork Battleship Kroolboy £15
Ork Battleship Dethdeala £15
NEW: Warmaster Dragon Princes ol Caledor £6 NEW: Warmaster Dark EIf Corsairs £6 | Ork Baltleship Slambusta £15

This blister contains 3 hases of High EIf Dragon This blister cantains 3 bases of Dark Eif Corsairs.

Princes of Caledor,

OUT THIS MONTH:

SPACE MARINES RAZORBACK

The Razorback combines solid firepower
with a modest troop-carrying capacity.
While its guns blaze, it speeds into
position to deploy a combat squad into
the heart of the enemy army,

This boxed set confains 1 Space Marines
Razorback, designed by Tim Adcock.

This mode! requiras assembly.

SPACE MARINES RAZORBACK £18.00
Denmark kr 225.00
Sweden kr 270.00
Eurc € 30.00

g*m‘.‘:’-‘.’:‘l}'.‘—Ti_"- Sty
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This month will see the release of the
second series of our ‘Warriors of the
Imperium’ Warhammer 40,000
Collectibles by Sideshow
Collectibles, We have continued with
three of the most renowned chapters
- Space Wolves, Ultramarines and
Blood Angels expanding out from just
the normal Tactical Space Marine
with a Space Wolves heavy bolter,
Blood Angel Death Company Marine,
and Uliramarines Sergeant. The
fourth model is a Dark Angels
Tactical Space Marine,

WARHAMMER 40,000

COLLECTIBLES

WARRIORS OF THE IMPERIUM

— L
- o

Starting from £20 each model is
individually hand-painted and
numbered with only 5,000 of each
model produced. Each figure released
is individually named and has its own
character story and background.

You can take a look at these models
and read the stories behind them or
order now from the Sideshow Toy
website at:

www.sideshowcollectibles.com

Model shawn is not actual size,

PREPARE FOR  INTRODUCING THE DEFILER:

CLASSIC CHAOS

For all hoary-handed veterans who
remember the original Chaos source
books, ‘Slaves to Darkness' and ‘Lost and
the Damned', Bulldog have released their
Classic Chaos range. Old style Slaanash,
Khorne, Nurgle and Tzeentch Mega
badges are now available for direct order
from the Battlegear website. Keyrings and
pendants are likely to follow.

Bulldog is also offering limited edition
Chaos badges (only 50 of each in the
worid everl). These are the same classic
designs but have been hand-finished, cast
in a colour appropriate to that power and
presented in a display case with a
validation certificate.

See www.battlegear.co.uk for details.

=4

CIVIL WAR EXCLUSIVE PICTURES OF THE NEW CHAOS WALKER

Written by John Stallard, this book contains I i
details on collecting and painting an ECW g
amy. The book also includes army lists for
all the major participants of the English Civil
War, including Parliamentarian, Royalist and

Scottish armies. iﬂ’

Contact your local hobby retailer for order
details, or visit the official website: -

www.warhammer-historical.com

DAEMON

It’s one of the most eagerly awaited
releases for some time, and here we
give you a sneak preview of the
awesome Chaos Defiler.

A heavy support vehicle unique to the

many gamers have desired for some
time and, with the Defiler, those players
will have at their disposal cne of the
most breathtaking models ever to be
released by Games Workshop.

Work on the Defiler began back in

dark powers of Chaos is something that

Fa

;-" g;"“;‘-&*i -i :

February of this year, with Tim Adcock
lending his considerable experience to
the task in hand:

“Despite the Defiler being quite different
to the other tanks we've released, the
process from design through to
construction hasn't really differed to the
standard routine that we normally follow.

‘Wark on the Defiler has been really
enjoyable and the main reason behind
its construction was that another Chaos
tank was considered inappropriate.”
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i Swaden kr 225,001

Denmark Kr:50. go |- <Sweden kr §0.00

Denmark: kr 250.00 Sweden: kr-300.00,
Eura <€ 135,00 i EaThE e

V-TOMB KING SETTRA. LORD OF KHEMRI

In life it'was Settra’s mastery on the bardefield that 1llowed hm'l 10 conguer ¢Ll lrl
dedth, it is that same femarkable will and genius that moves' his lmd}mg grmy; In'
addition to his incantations, Settea also has a'special version 'of "My Will Be Done!
which affects all Chariot, Heayy Cavalry and: Tomb ‘Guard units in his army He may
use ‘My Will Be Done’ once on eachione of thg listed units per Magic ph.lb(.‘
regardless of range or number of sueh. units. He must do this before using any
incantations and remember that ‘Smiting’ and Urgency’ may only be used -
successfully once on a unit per. M'lgu. phaslr. :

T Y O T T AT T e Sy iy e

PR

This boxed ser contains, 1 Settra mnclel demgned bv Lulm Gr1v5011

This miodel reguitres assembiy,

il b e e
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" ammated ek-..iemn of a smglc creature, but 4 massive '

h{bunu» of migluy desert creatures; bnund lugetht:r w uh Tomb Swarms are a skirmishing, unit

and are very good at protecting the
flanks of your army. Tomb Swarms
do not have to be deployed at the
beginning of the game, and can use
the It Came From Below” speécial
rule. This allows the Tomb Swarm
unit to emerge from the ground
behind opposing lines and
- sometimes beneath the very feet of
LAn-enemy unit, giving enemy
generdls 4 very nasty surprise.
This blister pack contains 1 Tomb

Swarm model, designed by
Colin Dixon.

. Kings Chariots formitip in units: as, sur:h they also gain +1° ‘combat resolution for

g s ’;*.P"u’ AEAAE D P

vllvnp..ls

“The pride nf i lomh -Ksng s 'u‘my are hz.s t.h’Ll‘iOtt‘C‘-l“b Unf;l\e uthcr alfnllf:‘s, Tomb

“having 3"3tﬁ1f‘l(|slrd With D3 impact hits for each Chariot, units of Skeleton

! Charu)ts nlmnneouvre like fast mvalrv in the Movement phase and then

afich in.the Magic phase makmg thr:m aunit thata Tomb Kings army
8, Quld never be mthout

(,h':f:ots Lomplcn; wlth crew and C omm.md
group, designed by Colin Grayson
and Dave Antdrews,

These models reguire assembiy,




Matt Hutson has just started
collecting a Tomb Kings army and
he plans to make chariots a big
feature of it. Here he shows us
how he assembled and then
painted them.

he Chariot was assembled
Tfollowing the construction diagram

on the side of the box. At this stage
the wheels, crew, steeds and base were
left off to make painting the model
easier, When
assembling the
crew, it is worth
noting that to fit
them in they will
need to be
positioned
alongside each
other. With multi-
part kits; a dry
run is always a
good idea.

Chariot construction

10 MODELLING CHARIOTS

PAINTING

WORKSHOP

Matt Hutson’s Tomb I(ings Chariot

ASSEMBLING A TOMB
KINGS CHARIOT

COMMAND GROUPS

Tomb Kings chariots come in units and
so can include a Command group. The
best way to represent this is to change
the weapon combination of the second
Skeleton. In the case of the normal
Chariots in the unit, this second
Skeleton was simply armed with a one-
handed spear.

STANDARD BEARER

To make a Standard
Bearer, the standard was
used from the sprue. The
standard was then left
off the rest of the
Charicts in the unit. The
second crewman was armed
with the one-handed spear.

CHAMPION

To make a Champion model, the two-
handed spear was used as it looks more
impressive than the one-handed version.

MUSICIAN

A spare horn from the Tomb Kings
Skeleton regiment (you'll have plenty of
these spare) was swapped with the
spear arm on the second Skeleton.

MOUNTING A TOMB KING

A Tomb King or Tomb Prince can easily
be mounted in a Chariot by replacing the
two crew. To mark the Chariet out, two
standards have been stuck onto the
back of it.




To paint the gold on the Chariot and
standard, a basecoat of Shining Gold
was applied. Brown Wash was then
painted into all the recesses. To finish, a
highlight of Mithril Silver was applied
onto the edges.

COLOUR PALETTE The bone

areas were
given a
basecoat of
Bleached
Bone followed
by a wash of
Brown Ink.

" Bleached

Hawk Bleached i Bestial
Turquoise Bone Brown

Red
Gore

Skull Brazen

White Brass

Chaos Shining %% Flash

Black Gold Wash
Bl \Vomit Mithril  (¥%% Brown
[ |Brown Silver Ink

The leather areas on the weapons bags
were basecoated with Vomit Brown and
given a wash of Flesh Wash at the same
time as the wood areas. These areas
were then painted again with Vomit

All the parts were
given a Skull White
undercoat. The
first parts to be
painted were all
the blue areas on
the Chariot and the
weapons bags.

To do this a
basecoat of Hawk

Brown before being highlighted with
Bleached Bone and Skull White. Finally,
Chaos Black was painted around the
opening at the top.

Bone was then
painted onto
any high areas

* that the wash

had got anto.
Skull White
was used to
highlight the
bones, and at
this stage the
Steeds were
finished.

Turgueise was
applied with a

| Standard brush.
These areas were
then shaded with a
| 50/50 mix of Hawk
Turgucise and
Chaos Black.
Finally, a 50/50 mix
of Hawk Turquoise
and Skull White
was applied to the
edges of the
cracks to create
highlights.

Next ta be painted
were the wooden
areas on the
wheels, Chariot
floor, spears, pole
and yoke. To start
 with, these areas
were all given a
basecoat of Vomit
Brown and a wash
. of Flesh Wash was
then applied. Once
the wash had dried,
all the wooden
areas were
drybrushed, firstly
with Vomit Brown
and then with

. Bleached Bone.

All the blue areas on the

Skeletons' head-dresses and
tunics were painted using the
same colours as the Chariot.

| To paint the red areas on the
' head-dresses a basecoat of
Red Gore was applied.

1 The wooden spear shaft

| and whip grip were painted
| to match the wooden spear
| shafts on the Chariot.

| The leather straps and

The bronze edging on the Chariot, | bandages were painted

wheels and pole were first basecoated j_f_ exactly the same way as
with Brazen Brass and then highlighted [ S ="| the leather areas on the
with Mithril Silver, [ W weapons bags.

. | Gold and bronze areas were
also painted using the same
techniques and colours as on

|

... the Chariot,

PAINTING THE BASE

The base was first painted with
Bestial Brown then immediately
dipped into fine sand. The sand was
then flooded with a Brown Ink wash.
Once completely dry it was
drybrushed with Vomit Brown and
then Bleached Bone. The sides of the
base were painted with Bestial Brown.




Warhammer playtester
(and Tomb Kings guru)
Pete Scholey concludes his
two-part article on the
Tomb Kings, this time
discussing the tactics
involved in this Undead

army.
ollowing a

Ft:h;;[ with Paul

Sawyer about

Tomb Kings and all
things Warhammer
he asked me if I'd
like to put all the
things I'd been
banging on about
into a more
coherent format —
an article for White Dwarf ta be
precise, He seemed particularly
interested in how I get the most out
of a Tomb Kings army on the tabletop
and I have to say 1 was intrigued..,

So [ seratched my head and started
thinking about the best way to tackle
it. You see, there is no prescriptive
way to build a Khemri force, there are
certain rules you have to follow but

like most army lists in the Warhammer

World, the composition of your army
is only limited by your own
imagination.

Making youer general a Tomb King, rather than a Tombh Prince, means that Chariots become a Core choice, rather than a Special one,
5. & i,

TACTICA
TOMB KINGS

How to utilise the Undead legions.

Last issue I explained the development
of the Tomb Kings from an early White
Dwarl army list through to the new
Army book. What I'm going to do in
the following pages is take you through
my current 2,500 points army, tell you
why T picked it and try to show you
how I use it.

GETTING STARTED

The first decision 1 had to make was
whether to lead my army with a Tomb
King or a Tomb Prince. You see the
Khemri army is unique — it has to be led
by a Mummy General but must also
have a Liche Priest to act as the
Hierophant. The Hierophant is the
senior Priest and is responsible for
raising the army and keeping it
replenished but, if he dies, then the
army starts to crumble, having the same
effect as the death of a Vampire Lord in
a Vampire Counts army. Consequently it
is vitally important to protect the
Hierophant. I have found the best way

i _I AR ) -‘-

of doing this is to give him the Cloak of
the Dunes. This 20 points magical item
is priceless. It allows him to fly, he can
get out of the way of charging troops,
and at critical times can position himself
near to a unit to enable him 1o cast
incantations on them.

I decided to go with a Tomb King
General for a number of reasons - he is
the best fighter in the army and by
taking him Chariots become Core
choices and one unit of Skeleton
Warriors can take a magic standard.
However, it is his use of the magical ‘My
Will Be Done’ ability which allows him
to cast the two incantations: ‘Urgency’
and ‘Smiting’, either on his own unit
and/or another within 6" of him that
swung it for me,

On the other hand, taking a Tomb
Prince as your general only allows him
to cast one ol these incantations on
his own unit, thus Chariots remain
Special and the Warriors cannot take a
magic standard.

-
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- UNIT KEY GENERIC DEPLOYMENT
! Most peaple have 4 general idea of how they want to deploy

Heavy
‘Cavalry

A Sereaming Skull
Chukla i

Archers % Bone
“ Crisnt

Tomb Guard

—\.r"l

o
Carrion Tomb King
: Chariot Unit

Ushabui

Tomb Prince
Chariot Unit

their army. Place the units in such a way that they support
one another. This will then be modified by the army you are
playing and the terrain. This is my ideal set up...

The Tomb Swarm will either be deploved as a tunneller if
the enemy has war machines or placed in front of the
Screaming Skull Catapult to protect it from flyers. This set-
up gives me a hard-hitting centre, fast flank attack and
missile support to protect the advance from the enemy. The
Liche Priest will reside in the Tomb Guard unit, and the
Hierophant will start alongside the archers.

The Tomb Kings are very much a
magical army. Their magic is not
destructive or overpowering but subtle
and relentless. You can’'t go smashing
through ranks of heavily armoured
troops like Sauron at the beginning of
‘The Fellowship of The Rings’ film, but
if the army is to work well, then you
need to master its use.

I have already said that you need a
Hierophant, and 1 always take a second
Liche Priest to assist him. The Liche
Priests know all four of the
incantations and can cast one of them
in the Magic phase. You have the
option of taking a High Liche Priest,
but he is a Lord choice and in smaller
games will mean you have to lead your
army with a Tomb Prince — but the
High Liche Priest can cast two
incantations at a power level of 3D6.
The incantations of the Liche Priests
are cast automatically at a value equal
to the roll of 2D6. In fact, all magic in
the Tomb Kings army works
automatically, whether it be cast with a
1 or 18, it always works. And it is this
that makes them relentless.

In my army I have the Tomb King, a
Tomb Prince and two Liche Priests.
Combined with the Banner of the
Undying Legion, it means that I will
always cast six spells every turn. That's

not attempt to cast — BUT cast. It
doesn’t really matter what combination
of characters you take, you invariably
end up with at least four-five spells per
turn and you soon realise that after a

couple of Magic phases, your opponent

has no dispels and only a few dice to
try (o Stop you.

COMBINED ARMS

Don't fall into the trap of thinking that
you can sit there with a pile of dice
and run right over your opponent, you
can’t. You have to think about your
army, set it up right and try and get
vour best troops in the right position
to do the most damage, (and we all
know this is easier said than done).

[ don’t know about you, but I always
find the most enjoyable games are
those which end up being a draw (or
there about). If you turn up, roll a load
of dice and win in two turns then it
might leave you with an inner glow but
really, there is no fun in that. It's the
cut and thrust of two equally matched
armies playing cat and mouse that
makes Warhammer such a great game.

In my experience Khemri will give you
this excitement. They are an army that
has to work in combination. There isn't
any one unit that you can send off in

isolation that will steam roller across
your opponent's troops. They don't
stand up to the charge of hard-hitting
units very well either. But they are
Undead and so hang around for a
while whilst either reinforcements
arrive or your Liche Priests replenish
the units.

Once you have got the characters
sorted out you need an army to put
them in, You have a wide choice and
can tailor the army to meet your own
fighting style. | prefer the fast moving
approach, trying to deliver death on
my terms and that's why [ start with
two units of three Chariots, cach with a
Standard and Champion. The Khemri
Chariots are lighter and more
manoecuvrable than any other in the
game, they are Fast Cavalry but suffer
from reduced impact hits (only D3)
and ‘a poor Armour save (5+). But
never fear, put a Tomb King in ene unit
and a Prince in the other and suddenly
you have units capable of being 24"
away from a target, facing the wrong
direction at the start of your turn, and
still being able to charge.

I was playing a game verses Chaos
recently. It was my turn and my Tomb
King’s unit was about 20" from a unit
of Warriors, but facing completely the
wrong way. At the start of my
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MY WILL BE DONE

One bonus that the Tomb Kings Chariots give you (when combined with some
subtle incantations) is the fact that in essence, they have a 360 degree charge arc,
with a potential range of 32" As Fast Cavalry they enjoy a frée reform, then after
their Movement phase, dependent upon the number of Liche Priests in your army
(as well as the Tomb King/Prince) you will have up to five chances to ensure the
charging unit reaches its destination through ‘Mankara's Incantation of Urgency’.

Movement phase 1 turned the unit
around (Fast Cavalry get free reform) and
then moved the unit 8" towards the
unsuspecting Warriors. Then in the Magic
phase the Tomb King used his 'My Will
Be Done’ ability to charge the unit, This
can be devastating particularly as in this
case they hit the Warriors in the flank,
negating ranks and after all the fighting,
auto breaking them with an
outnumbering fear-causing unit,

I have found the magic item “The Tomb
Kings Crown' to be invaluable for the
King, It allows him to roll 2 dice when
casting ‘My Will' and pick the highest. It
might only make a 3 turn to a4 4 — but
that little bit extra might mean your
opponent has to roll 2 dice to dispel it,
making the rest of your Magic phase
casier. And of course the King gets two
attempts per turn to cast My Will'.

The rest of the fast attack comes in the
form of three Carrion, three Ushabu, a
unit of Heavy Cavalry and a Bone Giant.
The Ushabti and Giant are the hardest
hitting troops in the army but they also
act like missile magnets — because vour
opponent has read the book and knows
this too. But they are not the game
winners, that mantle remains with the
Chariots. What they do, and do very well,
is act as distractions for those missiles
and allow your Chariots to survive the
carly turns-and get into position. Yes |
know these are expensive troops but
don't forget, you get the chance to
restore their wounds in the Magic phase
and even bring back dead models.

Of course, what will really make a mess
of your Giant, and come to think of it,
the Chariots, is your enemy’s war
machines, and in particular the
dreaded cannons. Those Strength 7+
hits and multiple wounds really do

hurt and that's why I use the Carrion
to target such units.

Most armies with cannons will only take
one. They are a bit temperamental and
prone to blowing up, and at 100 points a
pop that's not an easy pill to swallow: So
I usually take my heart in my hand and
on turn 1 send the hirds on their
mission,

Yes, [ know you can't possibly charge a
cannon on the first turn if you are 24"
away, but let's not forget the Khemri

‘Magic phase which comes next. Push the

Carrion up the table, to a point within
20" of the cannon and still 12" from at
least one or both Liche Priests, and if you
are lucky, 6" from the King.

THE ORDER OF MAGIC

Before we go on, this is a good point to
explain how the Khemri Magic phase
works, If you remember I started by
telling you I had a Tomb King, Prince,
two Priests and a magic standard in my
army. Well the Khemri Magic phase is
based around rituals that have been
practised over millennia and are
performed strictly in order, something
known as ‘Hieratic Hierarchy'. So in my
army the bound item has to be used first,
then the ‘My Will” ability of the Prince
and then the King, and finally the
incantations from the Liche Priest and the
Hierophant. If you forget to use one of
your characters or items, then too bad,
you can not go back, the rituals don’t
allow it.

S in the example with the Carrion, the
Tomb King will have an opportunity to
cast ‘Urgency’ on them, twice if he wants
because the Carrion are a unit within 6"
of him. If your opponent dispels both
attempts then you still have the two

Liche Priests who can also use "Urgency’
to move the Carrion, only this time, they
cast with a power equal to 2DG6, So that
is four attempts to charge in one phase.
It is this type of thing which illustrates
the relentlessness of their magic, not that
it is overpowering but effective and
allows you to hit where you want.

However, you always need a back up
plan in case the wheels falls off, or in
this case, the magic doesn’t get off. And
my back up plan comes in the form of a
Scorpion Swarm. They might be small
but these tunnellers have a nasty habit
of biting in just the right places and
with 5 poisoned Attacks, it doesn’t
matter that they are only Strength 2,
they will wound the toughest target.
But they do have a knack of finding the
same tunnels that Mike Walkers® Miners
use in his WD 270 article on a Dwarl
army, in that they can get lost and never
appear. However, when all goes to plan
they pop up right behind the enemy's
war machines and can do just as much
damage as the Carrion,

When you continue to look through the
army list vou will come across an entry
detailing ‘Heavy Cavalry'. Of course a
unit of Heavy Cavalry will always pose
problems for the enemy but this Heavy
Cavalry is a bit of a misleading
description. W82 84 on the charge with a
4+ save isn't really heavy, Heavy is Chaos
Knights on the gallop, Heavy is Inner
Circle Empire Knights when they are just
about to smash into your newly painted
block of troops, No the ‘Heavy' in the
Khemri army relates to them being

slightly more impactive than the charge

of a deranged Goblin with a death wish.
But again they have a valuable role to
play if used correctly. You can send them
off down a flank and hopefully, by ahout
the third turn, they are in a position o
charge, because don't forget, Tomb Kings
cavalry cannot march and so get prone
to being left out on a limb. But you need
to use a reasonably large unit to take
account of the ‘Fear Factor',

I have a unit of twelve with full
command, generally in three ranks of
four and giving me a combat resolution
of 3, but if I can get the right targer, the
unit strength of 24 will generally cause
an automatic break. Let’s face it, most
blocks of foot troops are no bigger than
twenty, four ranks of five usually with a
full command. So if my cavalry charge
head on, they have gor to do some fair
wounding to win the combat. So again, if
I can, I will always try and get in a flank
charge to maximise my advantage, and
don't forget, they have an 8" move and
then in the Magic phase a possible
further 16" charge with the ‘Urgency’
incantation, But let's not be reliant on
the magic, and this brings me back to my
earlier point that to win with Khemri you
have to use the army in combination
with all its parts playing a role,
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The Chariots, Giant, Cavalry and Ushabti
will stride across the table in a

combined effort to reach the enemy
lines before they get shot to bits. The
Carrion and Swarm will try to pick off
the war machines, or pesky little units
that you always find your opponent
takes just to make you mad, such as
scouts, swarms and other flyers like
harpies and eagles that can threaten
your war machines and hide near

woods, just posing enough of a threat to
shoot @ stray character or charge a flank.
But whilst they are charging off into the
sunset it leaves behind your Archers,
Tomb Guard and Skull Chukka to hold
the army together from the rear. Well at
least it does in my army.

The great thing about a Khemri army iy
its flexibility. You can build it around
lots of magic and missile fire, big blocks
of foot troops, masses of fast moving
units or as 1 do, a combination of
everything. The majority of the time, 1
play tournament style games, pitched
pattle head to heads. So you never
know what you are gonna come up
against when you walk through the
door of the wargames club on a
Thursday night to find you are playing
an all cavalry Empire army or a massed
Skaven horde. So in order to cater for
every eventuality 1 try to pick a variety
of troops to leave my tactical options
gpen. That is why my last units on the
army list are those Archers, Tomb
Guard and a Skull Chukla.

FEAR FACTOR

In the normal course of a game when a comba: I.B fought you add up ail the

wounds, rank bonuses

:t]:e loser tak(:s a Bre:ak tﬁﬁt as per rmrmal

:psychnlogy) is that if thej-'wln the combat
their of do 'tirakﬂ Break rests to see if the unit Stands or

RAIN OF DEATH

The Archers are great. 1 use a unit of
sixteen with full command and try
to sneak a hill onto the table on
which to deploy them. The beauty of
Tomb Kings Archers, and this applies
to the crew of the Chariots, is that
they can move and fire and never
suffer any penalties, A long time ago
the Asp Goddess looked favourably
on the Archers of the Khemri army
and blessed them with a wonderous
ability. To make up for the fact that
generally they couldn't hit'a barn
door from ten feet away she allowed
them to benefit from her magical
powers and imbued upon them the
ability to always hit on a roll af 5,

So they can move, shoot at
skirmishers, troops in a wood or
behind a wall, it doesn’t matter, they
always hit on a 5, There isa
downside though, and that is that
they can't shoot at chargers and do
not get the +1 to hit when shooting

1€ great thing about fcat»cﬁﬁsing
use fear (or are immune o
d their unit strength is greater than

at large targets but [ have found this
unit very effective at protecting
flanks.

Generally your enemy will send
skirmishers or a unit of fast moving
troops down a flank to get rid of
your war machines or get into a
position to mount a flank charge
against one of your units. Usually 1
will form my Archers up in two
ranks of eight to maximise shooting,
but 1 still hayve the flexibility to
expand my ranks by two in the
movement phase and then shoot
with eight men before preparing to
receive a charge in my opponent’s
next turn, And he has got to be
pretty sure of winning before
charging in, because if you do get
your Archers on a hill, with a
standard and four ranks, then you
are on a +5 combat resolution
before you start, and a 6 if you
outnumber them.

The cavelry of the Tounh am‘[_,\ is most gffecnn’ in charging units from fbu side, particedarly when you constder their potential charge range of 24"t

—
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Musician (6) and Icon Gfokaph (40) ..
-I5___cm:i0].1-(72—_)-.".'.-...'...;;'...'. e e e
3 Ushabti (195) ...

'RARE

'Nms; The r :
Legion. The 1 :
start in tbe two, ﬁ: ) ,‘wx;t s depending on the type of army I am facing.

Yaur Archers and Screaming Skull Catapult can bave a devastating effect on the enemy from afar.

P-ETE"‘SéiiOLEY*'s TOMB KINGS ARMY

CHARACTERS

Tomb King (175) in a Chariot (45) with great weapon (6'},
Crown of Kings (40), Scorpion Armour (40) .. SOl et D 02 PLS

Tomb Prince (100) in a Chariot (45) with great weapon (4)'
light armour (2), Brooch of the Desert (25) ...

Hierophant (1 15) with Cloak of the Dunes _(2_0) and Hieratic Jar (25) ........ 160 pts
Liche Priest (115) with 2 Dispel SCtolls (50) .coovicoiciovenrvsicriorinrvcorernn. 165 pts

CORE

16 Archers (128) with Standard Bearer (10) and Champion {10) .. ... 148 pts
12 Heavy Cavalry (192) with Champion (14) Stsandard Bearer (14)

and Musician (7) War Bannet {25) ...252 pts
‘3 Chariots (120) with Standard Bearer (20) and Champbon (20)
Banner of Undying Legion (25} ...... SIS ATe A e L i i M RS B SIS
3 Chariots (120) with Standard Bearer (20) and Champion (20) ................. .-160 pts

; SPECIAL

20 Tomb Guard (249} with Champion (12) Standard Bearer (12}, _
i +..310 pts

72 pts
S P T P T e o S pepr P ..195 ptﬁ

finenr- 110 pts

fe Chariol unit with the Banner of !Jndying
the-other Chariot regiment. The Priests will probably.

(220 pts.

On the face of it, Tomb Kings
Archers are not the most fearsome
of troops, but if used correctly they
do form an extremely versatile
defensive block that has an uncanny
ability to be very accurate when
shooting. And don’t forget, back to
the Magic phase, your Liche Priest,
or the Tomb King can use the
‘Smiting’ incantation to allow them
to shoot, and suddenly that's 32
shots per turn, now that really is
magic!

The model alone would make me
pick a Screaming Skull Catapult every
time. A huge imposing machine able
to drop skulls on the enemy from
almost any point on the table. But
give it the Heads of the Foe and
suddenly every time you wound vour
target, they need to take a Panic test
at -1 to their Leadership. Yes, the
Screaming Skull Catapult hasn’t really
changed, it still acts like a stone
thrower and, if accurate, can destroy
anything your enemy has. But the
Heads of the Foe is the real bonus.
These are the skulls of your enemy
that you have kept from previous
battles, and now you are sending
them back to remind them of the fate
that awaits them, Many a game 1 have
sent a pile of Empire skulls erashing
into a unit of Knights Panther only to
see them roll more than a 7 on their
Leadership and flee straight off the
table. And now, with magic you can
fire the Chukka in the Magic phase
and repair any damage or replace
fallen crew.

16 TACTICA TOMB KINGS



The final unit in my current army
was the one that I deliberated most
over and that's the Tomb Guard. I
wanted a solid block of foot troops
to hold the centre of the army
together and it was a toss up
between these or a bigger unit of
Skeleton Warriors. But for 3 points
more the Tomb Guard gives you
better Strength and Toughness,
better WS and the Killing Blow
ability. However, the real coup de
grace is the fact that they have
access to a 50 points magic standard
- and the one I use is the Icon of
Rakaph. This allows the unit to
make a free reform at the start of its
turn and then charge. This
effectively gives the unit a 360
degree 8" charge every turn. Pur this
unit in the middle of your army and
it can deal with threats from
anywhere. And once again don't
farget, vou can reform, move and
then charge in the Magic phase, so
this suddenly becomes a 12"
charging unit...

MAGIC ITEMS

There are so many good magic items in
the Tomb Kings army list that you are
literally spoilt for choice. In games of
2,500 points T have found it beneficial to
have more magic defence and this is
where you are in luck with the Tomb
Kings. My Liche Priests already have
items | consider necessary and essential,
Two Dispell scrolls, the Cloak of Dunes
and the Hieratic Jar. However, The
Broach of the Desert has come in useful
on a number of occasions, It is

In the Tomb Kings turn, the Bone Giant and the Ushabti cannot charge the
flanks of the Knights even if they can reach it, because they are in the front
aspect of the unit and thercfore have to charge there. However, the Chariots
frontage completely covers this, so it would seém that the Tomb Kings have
reached an impasse.

There is, of course, a way round this. In the Movement phase, the Bone Giant
and the Ushabti move towards (and turn towards the flank of) the Knights. The
Hierophant flies (using the Cloak of Dunes) from his position within the Archers
and joins the Liche Priest within the unit of Tomb Guard.

In the resulting Magic phase, the Tomb King has two attempts to 'Urgency’ the
Bone Giant and the Ushabti into the flanks of the Knights. If this doesn’t waork,
then you have the Liche Priest's attempt, and finally the Hierophant.

GETTING OUT OF
TROUBLE

In the example to the left, you can see
what happens when you are not
decisive with a unit. The unit of Carrion
residing directly in front of your army’s
general is a prime target for the
opposition = a successtul round of
combat for your opponent could result
in the loss of vour flying unit and an
overrun straight into your Chariors,

One way to guard against this is shown
below. The close proximity of your
Hierophant enables vou to, if not guard
against, at least ensure that your losses
are minimal.

essentially a Dispel seroll but with one
very important distinction, it is an
Enchanted item and can therefore be
used by a 'non-wizard’. 1 give this item
to my Tomb Prince. It’s great to see your
opponents mouth drop a few inches
when he casts that spell with a roll of
14, knowing you have used vour
obligatory 2 scrolls, and with only 2
Dispel dice left he thinks he has you.

No, just get out the Broach and wipe the
smile off his face...

Well there it is, my current 2,500 points
army. It doesn’t always win, but it fights
very well. It took me a while to master
but it has been great fun. This is a
unique army that is like no other in the
Warhammer world, coupled with the
fantastic new miniatures 1 am sure it is
one you will want to collect.

-—.I_’_—-P
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“the coinur 91 bluntl :
" '--’Ihm: are the poiiehed bi.lck Volt:'lmc
' Pyramid of: Nagash, red and purple

_ eined stones favoured by many. Tomb
E- - Ky s for their pyramids; green veined
St

s :s.used for statues of crocodiles and
L pillags catved to resemble palm trees,
ang

of ki

n,'és and gods.

REPRESENTING R_OCKS
AND RUBBLE '

All this rubble can be maal\: ttpl‘twnltd
in model seenery; uamg sand, gravel;

small stones and pebbles and chunks of -
“cork, polystyrene or balsa wood. A fot of

beach it the garden or by breaking up
pa::kagmg material. The rest can be

or even pet shops. Some of these
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to resemble more exotic stones.

In the terrain making methods described
in this article, we refer to painting the

i e et

or just ‘brown drybrushed with yellow-

g e

like us to be more specific as to which

confusion of the Studio; where pots of

E paint often run out in the middle of 4

+  projectand the new supply arrives after
£ thejob is finished, Mark will just use any
L old colour that ¢omes to hand as long as
L it's more or less Fight! Often Mark will

i change colouss like this in the middle of a
| terrain picce and so this is why we are

L nottoo precise about the colour, ]Jei._au:,c

it docsn L mllfv m.!.[tLr

e

18 THE .SPRAWLI NG NECROPOLIS

* stones like! rhme used o build the Black |

yllow quartzite favoured for statues.

these materials can be found free, on thr: i

found in garden centres, hardware bmm\;"? i

materials will already be the right colour,
others can be painted or stained with ink -

features ‘desert colours’ or ‘stone colours'
white”. We know that many people wou]cl _

Citadel colours to use, Well actually, in the -
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 DESIGNING THE
" KHEMRIAN BATTLEFIELD

Below are some ideas with which to
“add to a collection of Khemyri

terrain, with hints and tips on how

. 'to create the ideal setting Eor the

Tomb Kings.

g Wadi (ravine)

Simply make two river qectmm and bé

" liberal in your use of sand, gravel and
-'rpuk along the banks. Do not paint the

imerior gully 45 water, but instead
cover with sand! Paint brown and ..

drybrush with sand colout for effeet. ;
One section could have a tapering end.

Difficult Ground . . g

representedjust by h aving-to. I_'langé ]

with: protruding: craggy h:t:, will look
'nmst affe:crlw:. A

box of stones, pahhles, rock chips (:rr
coarse sand to scatter in small patclies.
A more permanent feature can be made

by gluing these materials to an 1rregular

base of card or MDF h(}ard

Jebel (rocky crag)
‘Quite a common and useful feature,
- easily made from two or three Idyursl

-~ of cardboard or polystyrene packaging

ar tile. The edges can be rough o
look like exposed rock. or smoothed
over with plaster and covered with PVA
and sand. Paint brown and drybrush
with sand colour. Irregular \h'lpu-

o the énclosurewalls of tomb complexes.
Some walls are so thick as to he i
Aorteess walls and if you want to use '

'l:erhf:.ps consider fighting a scenario

due to their rumuj state.
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the foundations of ruined temples or 4

these in your battle, then you should

from WAI‘qunmer'Sie;,c Lesser walls
are l'l'l‘leC of re &,ul.ir stone blocks, and
will *G“'lr} in height up to three or four
C(.‘I'Ul‘it"i of stone, with plenty of gaps
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i The standarc! was again used
from a large-scale version of the
Tomb Kings plastic sprues, and
finally, Mark cut away some skeleton
heads from the sprues to decorate
“around the temple,

R )
s !
COLUMN BASE
Mark!s main reasoning -behind the

column hases was to createhills that were
ométhing more than ‘a mound of sand’.

2op of ope another that have been cur
inte with a craft knife to represent

»- ancient, weathered stone. This was then |
; -'a:mply dnbmthd with Blcach:,d Borm
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We take a look at how we painted the
most powerful and impressive model

- from the Tomb Kings army; Settra the

Imperishable, Ruler of Nehekhara
riding within his chariot of the gods
drawn by four Skeletal Steeds.

SETTRA THE IMPERISHABLE

ASSEMBLING THE MODEL

The whole model was first assembled in
adry run to work out how the
components fitted together. The main
chassis of the chariot was then put
together leaving the wheels and haft
section to be painted separately. Settra,
and each of the horses, were then
glued. Settra and the chariot sections
were given an undercoat with Chaos
Black spray, going over any sections of
poor coverage with a thinned Chaos
Black paint. The horses were all given
an undercoat with Skull White.

PAINTING THE MODEL

The main body of the chariot was
painted with a basecoat of two parts
Chaos Black to one part Codex Grey.
Mare Codex Grey was then added to
this so that the
next highlight
stage was two
parts Codex Grey
to one part Chaos
Black. Codex
Grey on its own
was then used for
{ the next stage,
followed by a final
highlight with
Fortress Grey.
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The gold sections (Settra's armour, the
chariot's wheels, frame and the icons on
the banner and weaponry) were painted
with a basecoat of Shining Gold.

These areas were then given a wash
with Flesh Wash that had been thinned
three parts ink to one part water.

This was then highlighted with Shining
Gold, followed by Burnished Gold.
Mithril Silver was then added to
Burnished Gold in equal parts, before a
final highlight of Mithril Silver on its own
was applied.

To paint the
Turquoise
sections on both
the chariot and
Settra, a basecoat
of Hawk Turquoise
was applied. Skull
White was then
added to this for
each successive
highlight stage.

The wooden fioor of the chariot, the
leather bindings and Settra's robe
were all painted with a basecoat of
Scorched Brown. Equal parts Bleach:
Bone were then added to this for the f
highlight stage, followed by adding mo
Bleached Bone for each successive
highlight,

The axle of the chariot
g the staff of Settra's

weapon, the standard

pDIe and the yoke, wer

all painted with a simp
basecoat of Scab Red

A wash with a mix of two parts Brown
Ink to one part water was applied to th
horses. They were then painted with
Bleached Bone, leaving the Brown Ink
wash showing in the joint sections, Ski
== White was
1 then added
Bleached
Bone in equ
quantities as
5 a highlight,
followed by
S Skull White
L on its own,

FINE DETAIL
Settra's flesh was painted with a
basecoat mix of equal parts Snakebite
Leather and Chaos Black. An equal
quantity of Bleached Bone was then
added to this for the first highlight stage
This was then given a wash with Flesh
: Wash that had
been thinned
with four parts
water. An equal
quantity of Skull
White was then
added to the
highlight mix for
v the final highligh
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| A basecoat of Brazen Brass
was used to paint the blades
of Settra's weapon and the
seythes on the chariot. Equal
. parts of Mithril Silver were
| added to this for each
| successive highlight stage, A
| wash of Chestnut Ink, thinned
a4 | with three parts water, was
l then applied to the bases of
t ! the blades and scythes.

To paint Settra’s cloak, a basecoat mix
of Snakebite Leather, to which one part
in five of Chaos Black had been added,
was applied. This was highlighted with
Bleached Bone.
The whole cloak
was then given a
wash with a Brown
Ink that had been
thinned with three
parts water and
Bleached Bone
@ was then applied

© once more.

The scarabs on the cloak and inside
Setira’s ribcage were painted with a
basecoat of Chaos Black which was

then highlighted with Regal Blue. An

. equal amount of
Skull White was
added to the Regal
Blue, followed by a
final highlight with
Shadow Grey.

The skulls and bone sections
on Settra and the chariot
were first painted with a
basecoat of Snakebite
Leather. This was then given
a wash with Brown Ink that had been
thinned two parts ink to one part water.
Bubonic Brown was then applied,
followed by Bleached Bone. These
sections were then given a wash with
Flesh Wash that had been watered
down with three parts water, before a

final highlight of Skull White was applied.

FINISHING TOUCHES
A basecoat of Snakebite Leather was

used to paint the scrolls. This was

highlighted with
Bubonic Brown,
followed by a final
highlight of
Bleached Bone.
Small lines of
writing were then
painted onto this.

Settra’s internal
organs were painted
* with a basecoat of
¢ Scab Red. This was
highlighted with an
t2 equal parts mix of

. Dwarf Flesh to which
Bleached Bone was
then added for the
final highlight stages.

The gemstones were painted with a
basecoat of Red Gore. This was
highlighted with Blood Red, followed by
a small line of equal parts Fiery Orange
and Blood Red on the bottom. Fiery
Orange on its own was then used for the
= final line of
highlights,
o followed by
small dot of
Skull White.

The turquoise gemstones were painted
in exactly the same manner as the other
turquoise sections of the model.

The chariot base, and the cavalry bases,
were glued onto a template of plasticard
that had been cut to size. The base was
then covered with PVA glue and sand
was applied over this, The sand was
painted with a basecoat of Snakebite
Leather and then given a drybrush
highlight with Bubonic Brown, followed
by a drybrush of Bleached Bone.

Settra the Almighty, Lord of Nehekhara, Ffu{er of the Sam:fs Hofy Eagfe of !ne Desert.
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Many would argue that an Ork army
(either Warhammer or Warhammer
40,000) offers great scope for
customising your models. Guy Haley is
certainly one such gamer who likes to
ensure his army is unique. Introducing,
Waaagh Duffsnik!

Guy: Looking at these pictures, you
won't be surprised to learn that my
house Is full of Orks. | suppose my
girlfriend could blame my dad.

He's the chap who got me into all this
wargaming business in the first place.
It's only natural | suppose, he is a toy
soldier dealer. But he's into that genuine
military stuff, and that is not my cup of
tea. Or fungus beer, | should say. It was
only when the very first edition of
Warhammer came out (we're talking 20
years ago, easy) that | found my niche.
Now | could play those big battles I'd
drooled over when | read The Lord of
The Rings for the first timel

When you're young everyone wants to
be the good guys. More than a few
these days start off with Space Marines
— |'ve seen you, getting in the way of
my zimmer frame when | pop into the

GUY HALEY'S SPEED FREEKS ARMY

local Games Workshop store! | wat
different. When | was knee high fo
Grot everyone wanted to be Elves.
me — | wanted to be the bad guys.
Orks | bought and Orks | still play,
both their Warhammer and
Warhammer 40,000 guises.

Warhammer 40,000 Orks are the cle
antagonists — they'll fight anybody. E
each other. All they care about is
fighting. Not philosophy, not town
planning, not poetry, Just fighting. W
big guns.

It wasn't until the new plastic warbike
came out that my imagination really
caught fire, the roar of a thousand

engines echoing in my not so little e
What's cooler that an Ork? An Ork o
maotorbike! Or maybe 'Ard Boys in a
or a Warboss with his own battle wa
After two footslogging forces, my thir
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Clockwise from top left;

1. The Ork Slaver drives his Grots on as the tank fines up the Leman Russ.

2. Ork Warlord gh Duffsnik and his No
3. One of Guy's warbikes with a custom-b i

4. Guy's unit of Choppa Boyz, supported by his unique battle

edition Ork horde is mounted all in or on
something huge, wheeled noisy and
unsubtle, No waiting for the bus for these
Greenskins. They're at the forefront of
every invasion, Always the first in the
scrap, often the first to get creamed. But
hey — who cares about winning when
you're having so much fun?

I'm an Ork player. It's the fighting that
counts. My Warboss ‘Razgrod Duffsnik’
has been panned by Hive fleet
Leviathan so many times he's developed
entemoophobia, but he's always back
for morel He has every bionik bit the
Meks can make and the Doks can fit.
We don't play campaigns often, but
putting together and modifying your
army in light of recent games really tells
a story. Like the Tyranid Warrior head
added to my trukk, in my regular
opponent’s colours of course, after the
string of defeats turned to a string of
victories. Even an Ork can learn! Or
maybe it's his shiny new tin head that's
making him smarter.

Ork armies are extremely characterful, a
modeller's delight. You can really

a
. altempt to overrun the Black Templars,

customise Orks, so a huge bits box
comes in very handy (you may notice an
original battle wagon amongst the
horde). With Freeks though you have
the added benefits of speed and the fact
that they can actually shoot straight
thanks to a lot of twin-linked weapons.
What more could any self-respecting
Greenskin ask for?

Now you'll have to excuse me. | have a
bug swarm to squash. ;
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30 BUNKER ASSAULT!

In several of our stores, gamers are
disappearing through back doors
clutching figure cases and army lists
only to be seen hours later telling
stories of great victory or humiliating
defeat! Games Workshop Battle
Bunkers are here and more are
planned for the future...

IPSWICH

Report by Chris Bone

With hindsight | should have been issued

with a two-way radio for the Ipswich battle
bunker, as | got lost several times trying to
find the Gent's! The place is like the inside
of Dr Who's Tardis.

What a great place to come along and
have a battle with your mates or get some
hot tips on scenery making, which is just

{| what loads of hobbyists did on the official

opening day.

So, who was the dangerous looking bloke
in the corner with a selection of deadly
craft knives and a fully loaded semi-
automnatic glue gun? Me, of course! There |
was munching on a slice of most excellent
fruit cake (provided by George the key-
timer's mum, especially for the occasion)
and enlightening the curious in the art of
scratch building an Empire 32-gun ‘ship of

Ipswich Manager Rab Clarke oversees the celebrati

i

ASSAULT!

A look at Games Workshop's new Battle Bunkers

the line’, His Imperial Majesty's vessel
Unicomn, a veritable floating fortress for
Warhammer. | also made a start on the
crew which will form a 2,000 points army
for daring shore raids and boarding
actions, a great opportunity for plenty of
conversions for a really characterful
fighting force. See White Dwarf 269 page
92 for my inspiration — it's all

Tim Eagling's fault.

Meanwhile, a small blizzard of expanded
polystyrene had started blowing from the
table opposite me. Tom Harland and
Richard Cooper (both from aur Hemel
Hempstead store) were butchering blocks
of polystyrene for their demonstration on
how to make Warhammer 40,000 bunkers.
They used card templates pinned to the
polystyrene blocks to act as a guide for the
hot wire cutters, which made for a clean
straight line. It made the whole process a
lot simpler and you also got to take away
the piece of scenery you had worked on.

Py

- Gamers botf old and new battle it out as the lpswich Baltle Bunke

—_—

Upstairs in the bunker, fierce batties w
raging. The bunker has space for

a total of ten gaming tables — more the
enough for a mini tournament. The
gaming boards themselves looked gre
and are available all the time for you 1
use. There are even rooms for both
Warhammer 40,000 and Warhammer
gaming. This is how gaming was mear
be, a duel of tabletop generals! You co
hear the whir of the participants’ brains
they tried to outsmart one another and
litany of filth, | mean faith, as they rolle
those 1s and 2s. So, lots of stuff going
all day and this was only the first week
opening.

Finally, after all the cake had gone, |
downed tools with only a modicum of
superglue on my fingers. What a. gres
day! What are you waiting for? Get
down there for a face full of hobby!

ons at the opening of lpswich Battle Bunker!



The clash of swords and the din of war...

BROMLEY

Report by Mark Chambers

Battle bunkers are an extension of our
In-store Clubs scheme. The bunkers
themselves are custom-made gaming
rooms, equipped with all the things you
would expect from Games Workshop —
club-gaming tables, painting area and tea
and coffee making area (plus toilets —
which are useful for shedding a private
tear when your carefully prepared force is
thrashed in battle!).

| arrived at the Bromley store, was
welcomed by the staff and after a quick
chat was ushered into the upstairs
battle bunker.

Not really knowing what to expect | was
surprised to hear the place buzzing with
the all too familiar sound of gaming,
Twenty hobbyists from the Bromiey and
Croydon store were already embarking
on a day of tournament gaming.

The bunker has been furnished with ten
gaming tables complete with chairs
(essential for an aging gamer like myself)
and the first feeling | got was that this
was a friendly environment, faces
creased in concentration turning into
smiles and nads of greeting.

The first person | met there was

Paul Reed, the Bromley store manager,
and a very interesting man he is indeed!
He has a master degree in psychology
and has worked for Games Workshop for
nearly three years. | asked him what
battle bunkers are all about:

“It's simple really, all you need to do to

use the ‘bunker’ is to register for the
in-store club card, This means you need
to be over 16 and have a basic knowledge
of how to game. The ‘bunker’ is open all
day during our trading hours and all you
have to do is boak a time slot with one of
our staff members. Along with the general
gaming side of things, we will be putting

on regular events such as 'Bunker Assault’

a normal Saturday morning in Bromiey Battle Bunicer!

tournaments and weekend events where
you can play enormous games on a 30'
table (you can leave your figures over
night as these games are going to take
several hours!).

“The way | see it is that in the store we
will be teaching people to collect, paint
and game, and upstairs is the perfect
place to battle opponents in a very
friendly atmosphere.

Today we are running a 1,000 points
fournament where you play three
scenarios — Cleanse, Recon and then
Take & Hold. This is quite a challenge as
you have to pick just the right force to do
the job."

This seemed very true as players who
did very well in the Cleanse mission
began to struggle during Recon.

| spoke to Danny Rattigon from the
Croydon store, he's been playing
for over seven years, plays most
Games Workshop games and was
last year's ‘Winter War' champion.
| asked him what he thought of the
new battle bunker:

“I'm here to represent the Croydon
store and it's all about pride for me,

if we don’t win this... well, we'll struggle
to live it down, The good thing about
the place is that is has a good
environment, there's no distractions,
everyone has a good knowledge of the
rules and all you need to do is book a
time to play".

Another highlight on the day was the
appearance of Dan Abnett. He had
found out about the opening and come
along to see what it was all about.

He even did a session of book signing
{on the proviso that we bought him
coffee all day!), which went down welll

The day was full of good natured
gaming, and | saw saome very exciting
battle tactics. On one table, the Space
Wolves of Jason Grimwood took the
assault to Simon Mathews' Tyranids,
slaughtering them to an alien.

On another table, | watched as a
Dark Elf player held his head in his
hands as his general's Cold Ones unit
fled two turns on the trot with a roll of
12 on the dice. As | know all too well
being a Dark Elf and Chaos general
myself... them'’s the dice!!l

There are now six battle bunkers in

the United Kingdom; Middlesbrough,
Shrewsbury, Newport, Bromley, Ipswich
and Carlisle. With more stores to
come, why not pop in and see what's
going on?

_.b; ; mwr- = '1!..
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Black Library author Dan Abnett signs copies of his novels for visitors.



This year’s tournament heats
have given us plenty of
opportunity to view a whole host

of splendid gamers’ armies.

participated in the Warhammer

tournament 1st heat with his T -
Engineer themed Empire army. Roger Smith’s Empire Army
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Roger Smith has been plaving Warhammer
for five years, he admits though that this
was six months after his now not so

young sons insisted he played.

This army started with the Empire
models from the boxed set. His favourite
part of the army is his Steam Tank which
he believes has great all round ability.,

Roger's most memorable moment in the
tournament came when he rolled six
misfires in a row while fighting against a
Khorne army!
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Games for the Dedicated Hobbylst

Jervis Jobnson
beads the
Fanatic studio -
a team that
develops
Games
Workshop's
Specialist
Games
range.
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NEW ORK
BATTLESHIPS

Specialist Games news from the Fanatic stud

ell, it's the dawn of another new
Wyear. a time when one takes stock
of the past twelve months and
looks forward to the next twelve. Not
being one to buck tradition | have decided
to start this month's Fanatic News with a
short Fanatic year end review. 2002
proved to be an eventful year for the
Fanatic team, and one in which we set
the foundations needed to provide proper
ongoeing support of the Specialist Games
range. Perhaps the most exciting event of
the last year was the re-release of
I Bloodbowl in the stores, giving old and
new playersa chance to catch this
. superb game. Amongst our other releases
| last year were the Vampire Counts and
| Dark Elves-armies for Warmaster, an
Amazon warband for Mordheim, a Dark
| Eldar fleet for BFG and the stunning Eldar
'| Ranger for Inquisitor. I'm sure you'll agree
that all are welcome additions to Fanatic’s

PR R R R AT A,

:.i NEW RELEASES

range of figures. To say I'm proud of just
how far we've managed to come in the
last year would be an understatement.
Looking forward | can see the results of
these labours starting to bear fruit, and |
sincerely believe that 2003 is going to be
a great year for fans of the Specialist
Games range. We're starting off the year

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.

|| Item Game Release Date
. Exterminatus Magazine 5 Inquisitor December
| || Purestrain Genestealer Inquisitor December
Il Genestealer Magus Conversion Pack® Inquisitor December
|| Genestealer Hybrid Conversion Pack® Inquisitor December
! | Space Marine Helmet Booster Pack* Inguisitor December
. TownGrner2s Mordheim December
| Amazon Warband boxed set Mordheim
| | Amazons blister pack Mordheim
|| Amazon Champion blister pack: Mordheim
| | Amazon Priestess blister pack Mordheim ecember
| Amazon Totem Warriors blister pack Mordheim December
I | Blood Bowl Magazine 5 Blood Bowl December
| || Nurgle's Rotters Boxed Set Blood Bowl December
II Nurgle’s Rotter Booster Pack Blood Bowl December
. Necromunda Magazine 11 Necromunda December
| | Warmaster Magazine 15 Warmaster January

|| Dragon Princes Of Caledor Warmaster January

I Dark EIf Hero On Manticore Warmaster January
i © Dark Elf Corsairs ~ Warmaster January
|| | Battlefleel Gothic Magazine 13 BFG January
. Deathdeala Ork Battleship BFG January
.| Slamblasta Ork Battleship: BFG nuary
| Gorbags Revenge Ork Battleship BFG

. Kroolboy Ork Battleship. BFG
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Ork Battleship,
sculpted by John Mander:

with some superb new releases for
Warmaster and Battlefleet Gothic, wit
plenty more new releases every mon
and by the end of the year the
Necromunda Redux and Epic
Armageddon projects will mean that
seven of the games in the Specialist
Games range will be back in print. |, f
one, can hardly wait...

But enough self congratulatory back-
slapping, and onto what's actually cor
out this menth, Well, for a start there .
three fantastic new units for all the
Warmaster generals out there, Mark
Bedford, Fanatic's in-house miniature
designer, just gets better and better a
making Warmaster units, as his Dragc
Princes of Caledor prove. Not to be
outdone, freelance designer Steve Bu
has produced a very nice unit of Dark
Caorsairs, while veteran putty-pusher E
Naismith has come up with a really lo
Dark Elf Hero on Manticore to lead the
Corsairs into battle. Background and
notes on how to use the new units car
found in Warmaster Magazine 15.

Also out this month is a major release
Battlefleet Gothic in the form of not on
not two, not even three, but four, new
Battleships! For a long time budding C
fleet Kommanders have been frustrate
by the lack of some really big ships wi
which to take on the battleships of the
Imperial and Chaos fleets. We didn't 1
this was very fair either, so commissio
ace BFG miniatures designer John
Manders to come up with an Ork
Battleship. John came back with a mo
with so many interchangeable bits and
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QUESTION OF THE MONTH
Every month a message is plucked from
the dozens sent to us and answered in
the newsletter. This month's message
was sent to the Fanatic Customer
Services e-mail address:

Q. Will any of the Specialist Games
aver be covered by Games Workshop
rather than Fanatic?

A It's a common misconception that
Fanatic is a separate company from
Games Workshop. This isn't actually
the case; Fanatic js part of Games
Workshop and the Specialist Games
range is part of the Games Workshop
range. If you think of us as being simply

pieces that we couldn't fit them all in one
box, and have ended up making four
different named ships instead, What's
more, thanks to John's cunning design
work, bits from any of the four ships can
be swapped round with other ships in the
range, allowing Ork players to make
literally hundreds of different looking ships
if they want, Meanwhile, in Battlefleet
Gothic Magazine 13 we're starting a

major series of articles about the space
battles taking place around the besieged
Imperial planet of Armageddon. The first
of these articles will describe the four new
Ork battleships complete with rules and
their exploits in the Armageddon Wars,

LIFE IN THE FANATIC BUNKER
Some highlights of life down here at
Fanatic over the last manth;

« At the time of writing (back in October)
the first copies of the Inquisitor Annual
have just arrived in the office. | must say
it looks great, and is jam-packed full of
useful stuff for Inquisitor players, including
a rules review that lays to rest a few
nigaly little rules issues. Hats off to editor
Andy Hall for a great piece of work, and if
you haven't checked out the Inquisitor
Annual yet | recommend you do so as
s00n as possible.

« At the moment, the main buzz in the
Fanatic office has been about
Necromunda Redux. We've had some
preliminary meetings about the new
Necromunda rulebook, and have just
started commissioning the new artwork
for the book in October. Our aim is to
bring the artwork in line with the rather
gritfier style used in more recent GW
publications like Inquisitor and the most
recent WH army books and 40K
Codexes. To help us with this we
approached Karl and Stefan Kopinski,

Contact Us! We welcome feedback on the magazines and Experimental rules we
publish. We also have letters pages that need filling so don't hesitate to get in
touch! We can be contacted via e-mail at: fanatic@games-workshop.co.uk or by
post at: Fanatic, Games Workshop, Willow Road, Lenton, Nottingham, NG7
2WS. (Note, if you have a sales or purchasing issue then you should contact your
local Mail Order, as they will be able to help you much better than we can!).
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a much smaller version of the Studio ';j
then you won't be going to far wrong. |
Or to put it another way, Fanatic Is a il
separate depariment within Games
Workshop, rather than a separate
company all together.

T

e

This means that just as the Studio
produces material for Warhammer, 40K
and LOTHA, we produce material for the
Specialist Games range. The things
Fanatic make are then manufactured
and made available by Games
Workshop. Although availability of
Specialist Games range material is still
a bit of an issue, it is improving all the
time, and soon the whole range will be
readily available worldwide.

s
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many other fine pieces of work, and they
have agreed to work with us on the new
cover for Necromunda. It really is a very
exciting project, to say the least!

¢ The other big news in the Fanatic office
has been the re-release of BFG in the
USA. Our colleagues at GW USA have
not only made the game fully available
again (including all of the ships released
by Fanatic previously unavailable in the
States), but have also provided many
stores with purpose-made BFG gaming
tables and fleets so they can run
introductory games, and a special
supplementary booklet called ‘Invasion’
that contains new BFG scenarios and
rules for running linked BFG/40K
campaigns. The guys at GW USA have
very kindly allowed us to reuse the
material from ‘Invasicn’ in Battleflegt
Gothic Magazine and on our website so
that BFG players everywhere can get
hold of the material. A similar re-release
of BFG is planned for the UK later this
year. Details will be available soon.

CONCLUSION

And that is all for this issue of Fanatic
News. Please don't hesitate to get in
touch with us at fanatic@games-
workshop.co.uk or write to us at
Fanatic, Games Workshop Ltd,
Willow Road, Lenton, Nottingham,
NG7 2WS UK, if you have any
comments, questions or suggestions
about anything you've read. We'd love to
hear from you!

S P

s Jervis Johnson

Head Fanatic

Dark EIf Hera
on Manticare,
sculpted by
Bob Naismith.

High Eif Dragon Princes,

sculpted by Mark Bedford. |
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Dark EIf Corsairs,
_ sculpted by Steve Buddle. |

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 I
www.Warmaster.co.uk
www.BattlefleetGothic.com
www.Exterminatus.com [
www.Specialist-Games.com _L:
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 maore
details.

Jervis writes a free electronic
newsletter every month for news of
the Specialist Games range. You can
subseribe to the newsletter at the
Specialist Games web page at
www.specialist-games.com.
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Games for the Dedicatad Hobibyist

The 2002 Blood Bowl
tournament was held at
Warhammer World in
Nottingham last year. In
this report coaches
Gareth Hamilton and
Chet Zeshonski tell us all
about it.

Gareth: In comparison
to many Blood Bowl
fanartics that I ralk o
and hear about, [ am
prabably a fairly
recent convert to this
wonderful game. I was
first introduced to it
by a Games Workshop
Store manager just 4s
its 3rd edition was about to be
withdrawn from the stores to make way
for, | believe, Man 'O War (now there
wils a great game). From my first game |
was hooked and have loved the game
ever since. With my love for the game
and my self, contessed addiction to
events and tournaments, once 1 heard
about the Blood Bowl event | was
straight on the phone to book my ticket.

Gareth Hamitlton

Once my ticket arrived, along with the
rules pack, | had to make the decision as
to what team to take. 1 have recently
been plaving with an Ogre team which,
despite not having yet won a game, is
great fun to use. However, currently this
is not an official team and the event only
allowed ‘official” sanctioned teams so |
had o atend with one of my other
teams. Currently, 1 have Chaos, Orc,
Goblin, Chaos Dwarf and Skaven team
(like so many Blood Bowl fans itis a
dream of mine to have a painted team
for each race). The best painted by far
was my Skaven team so that is the one
that got picked.

The evening before the event arrives and
I sat down to pick a team to take to the
event. After much anguish and
indecision 1 plumped for a Thrower, 2
Storm Vermin, 6 Line-Rats, 2 Gurtter
Runners and a Rat Ogre. The team name
as always for my Skaven is ‘Ratarsed
Revellers’. Confident in the invincibility
of my team, it's an early night for me as

I need to be up early in the morning to
get to the venue in time.

I arrived at Warhammer World in plenty
of time to make good use of the free
colfee offered to all entrants. Milling

it

The prressure mounts as (he games Progress. .,

The Oalkeland Warriors take on Venomous Breath,

i

around and talking to the other
competitors it's clear that all the real
Blood Bowl nuts are here, several 1
recognise from other Blood Bowl events
I have attended. To me the social side of
tournaments is as important, if not more
s0 than plaving the games. T have spent
many a pleasant hour discussing the
finer points of Warhammer, 40K or, in
this case, Blood Bowl with other equally
enthusiastic fanatics. Before I have even
scratched the surface on the topic of Rar
Ogres and how bad Wild Animal is,
Jervis interrupts to announce that a free
limited edition Blood Bowl figure will
be awarded to all the coaches that finish
all four games planned for the day. This
raises a4 cheer and round of applause
and puts all the coaches in a pleasant
mood as we file into the gaming hall to
play the first match.

No draw is required for the first game,
vou just find an opponent, sit down and
start playing. At the far end of the hall 1
spy a likely looking victim for my first
victory and 1 move in and introduce
mysell, The guy is called Chert and it
turns out he has flown all the way over
from America to play in the event, Wow!
Now that is dedication and fanaticism o
a grand scale, It also sends a few alarm
bells ringing, He can't be all that bad if
he has flown thousands of miles to play
Blood Bowl, Sure enough the next two
hours see Chet's Amazons slap my rats
about the pitch and T am given a real
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lesson in how Blood Bowl is plaved by
someone who really knows what they
are doing. Result 3:0 to “The
Manhandlers” and 3:0 in casualties oo,

Fortunately, the rules for the
rournament have you start each game
with a fully restored team, so the
casualties I suffered would not have an
effect in my next game. Also the
tournament system meant that I would
play my next game against someone
who also lost big time! Not only that,
one player from your team could be
given a skill, This proved to be a very
difficult choice. Normally, SPPs decide
who gets the skill, which makes the
choice of what skill to award a lot easier,
Now | had the whole ream to choose
from. Finally, I decided (on Chet’s
advice, and he seems the sort to know
what he is talking about) to give Block
to my Rat Ogre big guy.

After a spot of lunch it's time for game
two, My fellow big-time loser from
round one, and next opponent, is Geoff
Gibbs who is playing a Goblin team
appropriately called ‘Da Loozers', The
result was a big turn-around in my
fortunes and [ pulled off a 5:1 win, Well,
they are Goblins after all!

A quick break and we head straight into
game three, The good thing with the
SWISS' tournament SYstem we were
playing is that it puts people on similar
scores against cach other, so after the
initial few rounds you can be pretty sure
you will be playing against someone of
equal skill and luck, So I was surprised
that my next opponent James Brown
(not the singer, so | was reliably
informed) was fielding Halflings “The
Kasehurg Gastronomiacs’, which are
probably on a par with Goblins.
Unfortunately for me his Treeman
decided to turn up at the start and his
Master Chef robbed me of my re-rolls.
Fortunately, 1 had chosen to give a
Storm Vermin the Tackle skill after my
last game, In the end, the result was a
hard fought 2:2 draw with me just
cdging the casualti¢s at 4.3

Blood Bowl fatigue was now heginning
to set in but we still had another game
to fit in, After a short break it was on o
game tour. This time my opponent was
Sean Hassey who had a Lizardmen team
‘Sotek’s Pyramids’, 1 always find
Lizardmen a tough team to play against
and this proved no different. My Rat
Ogre spent most of the time on the

* % % Did you know...

Following the awards ceremony for the 2502 Blood Bowl Championship
it was discovered that Skaven team, the Blight Crusaders, could have
won the championship. Unfortunately their head coach, Nthn Skum,
had filled in his post-match ‘How We Wuz Robbed' card incorrectly. If
he'd done it right then the winners, the Lizardman team Venomous
Breath, could have been deprived of their win on a technicality, as the
pom-poms used by their hulking Saurus cheerleaders were almost
double regulation size! Nthn was informed of his mistake at the press
conference after the awards, where he had just enough time to say
“Whoops” before being ripped apart by angry Blight Crusaders fans...

ground faking a bit of concussion on
instruction from the coach so he would
not go wild against a Kroxigor!

In the end it was a 1:1 draw and 2:2 on
casualties, although on the last turn of
the match I did have a4 One in a Million
shot of pulling off a win, but as always
seems the case with these last gasp
scoring attempts it failed at the first
hurdle,

With the games over everyone
congregated back in Bugman's Bar and

Jervis gave a quick Question and Answer

session whilst the event organisers
warked out the winners. After the
awards ceremony, our free limited
edition miniature (for Blood Bowl
attendees only) was handed out, and
what do you know it wis a Skaven
lineman! A perfeet end to an excellent
Blood Bowl event. I am already looking
forward to next year's Blood Bowl Cup
event, promised to be a two day fixture,

I wonder if I'll be able to use my Ogres
at this event — the miserable bunch of
boneheads!

BLOOD BOWL
MAGAZINE
Gareth and Cher’s
[ournament reports
originally appearcd
in Blood Bowl
Magazine, This fine |
32 pages magazine §
is published
bimonthly and is
jam-packed full of all kinds
- of Blood Bowl material that no
iserious Blood Bowl coach can really
afford to be without. Conract your
local Mail Order department to find
out how to order the latest issue or to
take our a subscription.




Chet: On Thursday,
March l4th, I went to
Buffalo International
| Airport for my first
trip outside North
America. The targer?
Nottingham,
England, site of this
year's ‘unfriendly’
Chet Zeshonski Blood Bowl
tournament. I had never been to a GW
tournament, and [ looked forward to
meeting several people T had known
only through e-mail. The 100 tickets for
the event had all been sold, T could
hardly imagine seeing so many coaches
gathered in the same place, at the same
time, for the same event, Nuffle was
certain to smile on us!

‘Remember the Titans’ was playing on
the plane trip from Washington D.C., to
Heathrow. What better on the way to a
Blood Bowl tournament than a football
movie? During practices, the high school
kids in the movie would chant: ‘Mohile!
Agile! Hostile!" It seemed perfect for my
Amazons.

I stayed in London on Friday night and
met John Lewis and Anthony Wartts at
the train station the next morning, John
is a fellow Blood Bowl Rules Commitee
member from the States and Anthony
Watts helps run the ‘Toronto Blood Bowl
Federation in Canada. We chatted about
the game during the 90-minute ride to
Nottingham, where Andy Hall picked us
up.

Now a little aside is in order. Like many
of you, I play in 2 league with about 6-
10 coaches init. If | want to talk Blood
Bowl outside of this circle, I go on-line.
The Internet is a faceless medium, but
it's also a voiceless medium, and if 1
gained one thing from this trip, it was to
hear these people in their own voices.
That alone was worth the trip.

!

The top three codches were (left to right:)

2nd Del Hiscocks, 1st Simon Merton, 3rd Geoff Porritt.

So 1 heard John Lewis, who was much
friendlier than he seemed when I was
reading him with my own voice!
Anthony Watts sounds a lot like a few
friends I've had over the years, so it was
easy to talk sports and Blood Bowl, my
two favourite topics, with him. And |
heard the stentorian diction — quick, run
for your dictionaries — of ‘Father Blood
Bowl" himself, Jervis Johnson, [t was
quite the kick!

And so I'll say this for Andy Hall: he
sounds as wonky as he looks! My brand
of nasal noise is nothing to write home
about, however, so I'll add that Andy is a
great chap. Jervis and Andy gave us a
tour of GW HQ. All I can say is... WOW!
It was like waking up and finding
yourself in Middle-earth. Gorgeous!
Once the tour was complete, we went
downtown to check out a few gaming

=,

inning patnted team, Norse Svenska Storim Hemmers,

and comic shops. Imagine the scene:
you're walking around the upstairs of
this place, standing next to Jervis
Johnson, 15 minutes from GW HQ), anc
what do you see? An original red hox
Blood Bowl First Edition set! Surreal.

After dinner, John and 1 checked into a
small bed & breakfast establishment,
Onece we were settled into our
respective rooms, we took a cab back t
GW HQ for a Saturday night pre-tourne
coaches’ gathering,

It was great! We had a turnout of 30-40
coaches, They had a great time playing
Andy Hall's “Who Wants To Be A Blood
Bowl Millionaire’ game, drinking at
Bugman's Bar, and arranging a few
scrimmages besides. (Anthony’s Norse
wisely decided to let my Amazons win,
2-0).
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The tournament started early Sunday TR =
morning. What a day! I heard more
voices, more noises. Cheers, moans, and
clattering dice were common.,

My first game was against Gareth
H-..amilmn. Skaven schemer

extraordinaire. Gareth's team was
painted and flocked brilliantly — in fact,
it was one of three selected as a finalist
for the Best Painted Team award.
Unfortunately for Gareth, his team
proved unable to slow down the
Amazon's 'H' formation (imagine an X
with two of the sides filled in and you'll
geta better picture of i), Things went
south in a hurry on the next drive when
his Thrower died trying to push himself
upficld for a quicker pass! I went into
half time with a 2-0 lead, and a riot to
start the second half minimized the
damage for Gareth’s rats. My
Manhandlers walked away with a 3-0
victory.

Afier the first game, we took a break for
funch and reviewed the three finalists
for the painting award, Gareth's team

Top left: Andy Vulling, winner of the most travelled coach awerd, came all the way

|
i ctrcalici i ; A, !

WS Siﬂt‘ctklcular, but so was Anthony's Srom Australia to play at Resurrvection.
Norse squad. The third team, a mighty Top right: Most sporting coach Geaoff Porvitt, ’
e stdc, was al'“;) very impressive, In | Above left: The Blood Bow! Resurrection Troply i
the end, 1 voted for Anthony’s team. His |

outstanding conversion work tipped the |_ Above rigbf- J‘he hest pwnte’d tecim w zrmcr by Canadian coach Anthony Wam

eales. He had fashioned his Ogre's

bearskin cap and pelt out of Green Stuff] . . ! - S - g
b kis cm‘fvened W down trying to extract himself from the for some 700 fans, and it lent an epic air
putstanding, not to mention his St. maze of Amazons. He was promptly put oot it

fernard ‘apothecary’ with a beer keg out of my misery, and my team rolled to Unfortunately for Geoff, the third

strapped around its neck! another 3-0 victory. gorgeous spectacle was a pair of five-
man Pitch Invasions. | won them both.
Geoff played a great game, but Nuffle
clearly had it in for him. Score another
3-0 victory for the Manhandlers!

In the final game, I faced Geoff Porritt’s
Skaven team, the Blight Crusaders. 1 was
treated to three gorgeous spectacles
during this game. The first was Geoft's

In the second game, 1 played against
John. His Orc team was built for power,
but it was only 11 deep. I managed to
score on my opening drive, aided in no

small part by an extra player I had customized magnetic dugout, which Playing four games in a day was a bit
sceidentally placed on the field! | folded out to reveal a diorama that overwhelming, but the entire experience
pointed this out to John in the third looked like a cross between a rat- was a blast, Those who made it through
wirn, He took it in his stride, and we infested sewer and a scene from all four games received a limited edition
worked out a quick compromise - John Frankenstein. The second was the Skaven Gutter Runner model as a
randomly rolled up a player, and one of custom stadium on table one. Made by bonus. I'm already looking forward to
mv Blitzers had to sit it out for the rest GW staff members, it had enough room next year's tournament!

of the drive. The game was very tense,

and 1 was helped out again when one of 2003 BLOOD BOWL TOURNAMENT

's Blitzers took himself out of the 3 el 3 ; : : p e B =
Jg{i:i trving to dodge or go for it, 1 ‘The 2003 Blood Bowl tournament will be held in Warhammer World on the 1st and
forget which! A blitz in the second half 2nd of March. This year the Blood Bowl will be a two day event, allowing us to fit
helped me secure my second in extra rounds, and also to have a grand final to determine which team wins the
consecutive 3-0 victory against 4 very championship! In addition to the tournament itself we’ll be running a pub quiz and
good foel other competitions on Saturday night, and the Fanatic team will be in artendance to

answer any quéstions you may have about the future of Blood Bowl.

In the third round, 1 played against a
Human team (I can’t remember the
coach’s name!) that featured Griff
Oberwald, a Blitzer with Tackle, and a
Lineman with Dirty Player. | started with
the ball and prq‘m ed for the inevitable
Oberwald assault. Griff was feeling

mighty jittery, though. He blew a Go for DETA]LS

If you fancy taking part in the 2003 Blm}d Bcrw] Tournament — and what serious
Blood Bowl coach wouldn't? - then you should get in touch with Games Workshop
Mail Order on (0115) 91 40000 and find out how to reserve your place. Tickets will
be strictly limited and sold on a first come first served basis, so we recommend
booking your place soon: We look forward to seeing you there!

It roll trying to wedge himself into my Date: 1-2 March 2003

cage and promptly fell over. We traded Venue:  Warhammer World

fouls, after which our Dirty Players Times: _Satureiay Registration 8am, Start 10am, Finish 11pm
iipped themselves up trying to get at Sunday - Start 10am, Finish 5-6pm

Ticket:  £40.00 inclusive of tournament, evening entertainment, Saturday lunch &

sach other! Finally, Griff made a play fc
each other! Finally, Griff made a play for evening el and Sunday h.mchl

the ball and retrieved it, but again fell

e — e e
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It next month’s White Dwarf we will

be vevealing the seeretive division of
the Tiiquisition, the Ordo Malleus.
Known as Daemouthunters, these
exceptional individuals fiave been
:wz};r’ug a covert war for
Humanity's survival over the last
ten n‘-imu';zud‘ymr.f.

~ This new Codex will affow you to
fietd an army of fearfess

Daemonfumters including

Grey Knight Space Marines as
well as other diverse troop types.
Alsernatively they can be taken as
allies in an existing Imperial
Guard or Space Marine armty.
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GAMES WORKSHOP

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

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

-

FREE GAMING AND TACTICS ADVICE

WHAT’S
IN STORE
FOR YOU:

A Games Workshop store is
more than just a shop...

| A
L

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 yi
living!). They can give you sound tactical advice and help you build 30 minutes with ene of our members of staff yvou will see t+
battle-winning armies and clear up most of your rules gueries, improved and might find out something you never knew!

FULL RANGE OF PRODUCTS
All our stores stock a full range of Warhammer, Warhammer 40.000

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

IN-STORE ORDER POINT
All of our stores are fitted with an in-store order point whic
can use to get your hands on all of our Specialist Games
plus componerits and classic models to customise your a



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
ogpponent's battleline or lead a squad of Space Marines into battle, all
yau need to do is come alongl 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.

VETERANS" NIGHTS
Many Garnes Workshop stores run evenings for veteran gamers.
They are aimed at older gamers with plenty of experience.on the
battlefield. You can play games against equally experienced
gpponents, share ideas about all aspects of your hobby and also play
(semes Workshop's more specialised gaming systems. Most of these
siores stay open late to enable these players to play well into the
ayEning.

fames Workshop products are sold by a large number of shops spread
fhrmughout the UK. What follows below is a compiete listing of all the stores
fhat sell Games Workshop.products. Altermatively, you can find a list of all our
ralall outlets on our website at www.games-workshop.com

e alsa have Games Workshop stores in 16 different countries across the
\orkd (and independent stoekists in even more), Call 0115 9140000 to find
ouf where they are. Most Games Workshop stores are open seven days a

THURSDAY'S 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 1o talk about the hobby, particularly for those
who have just graduated from the Beginners' Programme.

A0S
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STORE CLUBS
A development of Veterans' evenings run by some stores (marked
withr a red dot on the store list below), are special Stare Clubs.
These are evenings where the store closes to the publie, and only
club members (age 16+ only) are allowed to come in and play.
They are a great way to meet new people and expand your
knowledge of the hobby.

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. All stores in a |vellow box | are
brand new stockists. If you'ra still unsure as to where yaur nearest stockist is
located, why not give us:a'call on 0115 916 8200.
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CHESHIRE
GW ALTRINCHAM: Unit 1, 17 Grafton Street
Tel: 0161 920 9896
® GW CHESTER: 112 Foregate
Tel: 01244 811 967
. ®GW STOCKPORT: 32 Mersay Square.
o Tel: 0161 474 1427
ABC MODEL SPORT: Crewe,
Tel: 01270 505048
DEANS TOYS & CYCLES: Congelton
Tel: 01260 273277
WEAVER MODELS: MNantwich. Tel: 01270 626962
FUNFAYRE LTD: Nantwich.
Tel: 01691 670646
LEVEL 1: Northwich, Tel: 01606 45053
R G MARSH LTD / THE HOBBY SHOP: Huncom
Tel: 01928 673614
GOSLINGS TOYMASTER: Stockport
Tel 01681 4272089
R G MARSH LTD: Widnas. Tel: 01514 241847

reet

CLEVELAND
@ GW MIDDLESBROUGH: Un
39 Dundas Tel: 016
ILLUSIONS: Hartlepool. T
THE COMMAND POST: Radcar
Tel: 01642 473247
CORNWALL
GW TRURO: Unit 1, Bridge House,
Mew Bridge Street. Tel: 01872 320 047
BRICKNELLS: Bodmin, Tal: 01202 277088
WONDERLAND FALMOUTH: Falmouth
Tel:01326 312571
BLEWETTS OF HAYLE: Hayls
Tel: 01736 753012
EDDY & SON: Helston. Tel: 01326 572787
PLANET HOBBYWOOD: Mewquay
Tel: 01637 858941
MAD FOR MINATURES: St Austall
Tel: 01726 72259
COUNTY DURHAM
GW DARLINGTON: 78 Skinnergate.
Tel: 01325 282 463
WINDSOCK MODELS: Bishop's Auckiand.
Tel: 01388 608 766
LAMB'S: Darlington. Tel: 01325 466042
TOY SHOP: Teesdale. Tel: 01823 637306
. CUMBRIA
& ®GW CARLISLE: Unit 2, Earls Lane
Tel: 01228 598 216
HEATHS: Barrow in Fumess.
Tel: 01229 820 435
ERNEST ATKINSON & SONS LTD:
Bowness-On-Windermare. Tel: 01536 443047
THE TOY SHOP: Cockermouth
Tek 01900 825855
O'LOUGHLINS'S: Kendal. Tel: 01539 723264
J B DIXON LIMITED: Keswick. Tel: 01768 772 381
HARPERS CYCLES: Penith. Tel: 01768 864475
ROBINSON'S MODEL SHOP: Whitehaven.
Tel: 01946 66525
TOYMASTER: Workington. Tel: 01900 873322
DERBYSHIRE
GW DERBY: 42 Sadler Gate. Tel: 01332 371 657
FREARSONS LTD: Belper. Tel: 01773 823 244
D&E KNOWLES & SONS: Buxion
Tel. 01208 24203
HARDCASTLES: Glossop. Tel: 01457 BG9980
ILKESTON CO-OP LTD: likeston.
Tel: 01159 327777
SHAWES: Matlock. Tel: 01620 582482

TOYMASTER KINGDOM: Derby. Tel 01352 366836]

DEVON
® GW EXETER: 12 Paris Streel. Tel: 01392 490 305
GW PLYMOUTH: 84 Cornwall Streel,
Tel: 01752 254 121
® GW TORQUAY: 12 Market Street
Tel: 01803 201 036
THE BATTLEZONE: Bamstable
Tel: 01271 321344
W.G PILLAR & CO: Dartrouth.
Ti 1803 832132
GAMEZONE MODELS: Exmouth.
Tel: 01395 267733
HONITON TOY SHOP: Honiton. Tel: 01404 43741
THE TRADING POST: Kingsbridga
Tel: 01548 852 923
n Abbot. Tel: 01626 333444
ntan. Tel: 01803 553355
Tel: 01752 221 851

BATTLE-SCAR: Bournemouth. Tel: 01202 258194
ROBERTS TOYS & GAMES: Bournemouth.

Tel: 01202 482031

MERVYN'S TOYS & MODELS: Gillingham

Tel 01747 823 888

HARDINGS: Shaftsbury. Tel: 01747 852156
PURSUITS: Sherbome

Tel: 01935 816072

RAZZAMATAZ: Weymoulh

Tel: 01305 780601
ESSEX
@GW CHELMSFORD: Unit 4C, Phase 2,
The Meadows Centre. Tel: 01245 4390 048
GW COLCHESTER: 2 Short Wyre Street.
Tel: 01206 767 279
@GW SOUTHEND: 12 Southchurch Road.
Tel: 01702 461 251
GW THURROCK: Unil 415B, Level 8,
Lakeside Shopping Centre. Tel: 01708 867 133
B&M CYCLES: Erar
Tel: 01277 214342
TOYMASTER KINGDOM: Chelmsford.
Tel: 01245 483355
TOYMASTER KINGDOM: Colchester.
Tel: 01206 544344
MARQUEE MODELS: Harlow.
Tel: 01279 423334
CALIVER BOOKS: Leigh on Sea
Tel: 01702 473988
COLIN BLISS MODELS: Maldon
Tel: 01621 851327
TOYS N TUCK: Rayleigh. Tel: 01268 775501
GAME ON: Saffron Walden
Tel: 01799 506 070
TOYMASTER KINGDOM: Southend on Tee
Tel: 01702 343464
YESTERDAY TODAY TOMORROW:
Walton-on-the-N Tel: 01702 343464
GLOUCESTERSHIRE
®GW CHELTENHAM: 18 Pittville Street
Tal: 01242 228 419
GW GLOUCESTER: 35 Clarence Street.
Tel: 01452 505 033
BOURTON MODEL RAILWAY:
Bourton on the Water. Tel: 01451 820686
CYBERDYNE: Stroud. Tel: 01453 767722
ANTICS: Stroud. Tel: 01453 764487
TOY ZONE: 7 High St, Tewkesbury.
Tel: 01684 295 778
HAMPSHIRE
GW BASINGSTOKE: 3 Potters Walk,
Wote Street. Tel: 01256 466 050
©GW PORTSMOUTH: 34 Arundel Street.
Tel: 02392 876 266
o GW SOUTHAMPTON: 23 East Street.
Tel: 02380 331 962
GW WINCHESTER: 6 St Georges Street
Tel: 01962 860 199
ESDEVIUM GAMES LTD: Aldershot.
Tel: 01420 89300
ALTON MODEL CENTRE: Alton
Tel: 01420 542244
HOGGOSAURUS TOYSTORE: Andover.
Tel: 01380 723 841
FAREHAM TOYS AND HOBBIES: Farcham
Tel: 01329 282183
DARKSTAR: Farnborough. Tel: 01252 376050
FLEET TOYS: Fleat. Tel: 01252 613848
CORNUCOPIA: Gosport. Tel: 02392 503 241
TOYS OF NEW MILTON: New Milton.
Tel: 01425 617805
FOLLY MODELS: Pstersfield. Tel: 01730 267 932
WICOR MODELS: Porichester, Tel: 02392 351160
TOYS OF RINGWOOD: Ringwood
Tel: 01425 479444
ROUNDABOUT: Romsey. Tal. 01794 512145
SOUTHSEA MODELS: Southsea
Tel: 01705 733208
PAUL'S HOBBY SHOP: Waterlooville.
Tel: 01705 259186
HEREFORDSHIRE
MARTIN'S MODELS & CRAFTS: Leominster.
Tel: 01568 613 782
REVOLUTIONS: Ross on Wye,
Tel: 01989 562 639
HEREFORD MODEL SHOP: Union Street.
Tel: 01432 3526809
HERTFORDSHIRE
o GW HEMEL HEMPSTEAD: 16 Bridge Sireet.
Tal: 01442 249 752
GW ST ALBANS: 18 Heritage Close, off High
Street. Tel: 01727 861 193
MURRAY & BRAND: Barnet. Tel: 0208 4490827
HAMLINS: Berkhamsted. Tel: 01684 591 117
BOARDMANS: Bishop's Stortford.
Tal: 01279 654 033
CHORLEYWOOD MODELS: Chorleywood.
Tel 01923 284 313
FELICITATIONS: Harpenden. Tel: 01582 767811
TOYMASTER KINGDOM: Hemel Hempsted
Tel: 01442 253691
MARQUEE MODELS: Hertford.Tel; 01892 504718
MAINLY MODELS: Hit Tel: 01462
COMICS UNLIMITED: L
TOYSHOP: Royston. Tal: 0

ood

K S MODELS: Stevenage. Tel 01438 746616
TOYS TOYS TOYS: Welwyn Garden City.
Tel: 01707 391319
ISLE OF MAN
DOUGLAS: Douglas. Tel: 01624 622154
ISLE OF WIGHT
TOY & MODELS: Newport. Tel: 01983 528258
WIGHT WORLD OF WARGAMES: Newport.
Tel: 01983 530200
THE SPORTS & MODEL SHOP: Ryde.
Tel: 01983 862454
FUN, FACT AND FANTASY: Ryde
Tel: 01983 617323
KENT

GW BLUEWATER: Unit 052B,
Upper Thames Walk, Bluewatar, Greenhithe, Kent
Tel: 01322 427 880

® GW CANTERBURY: Unit 5, lron Bar Lane.

Tel: 01227 452 880

®GW MAIDSTONE: 7a Pudding Lane.

Tel: 01622 677 435
GW TUNBRIDGE WELLS: 4A Camden Road.
Tel: 01892 525 783
HAMMICKS BOOKSHOP: Ashiord
Tel: 01233 667450
GZ COMPUTERS LTD: Ashicrd
Tel: 01233 663936
KIT KRAZY: Boxley Heath, Tel: 0208 298 7177
TIME & SPACE: Broadstairs. Tel: 01843 BE6006
WHITES: Cranbrook. Tel: 01580 713298
DEAL PRAMS: Deal. Tel: 01304 366 080
TURNERS MODELS: Dover. Tel: 01304 203711
THE STAMP CENTRE: Gravesend
Tel 01474 534166
TOYWORLD: Sandhurst. Tel: 01252 873350
J. H. LORIMER LTD: Sevenoaks.
Tel: 01732 452840
MANKLOWS: Sevenocaks. Tel 01732 454952
A.J. BLUNDELL & SON: Sittingbourne
Tak 01795 424 371
KIDS STUFF: Tonbridge. Tel: 01732 353 186
YOUNG FOLK TOYS: West Wickham
Tel: 0208 7772251
LANCASHIRE
GW BLACKPOOL: 8 Birley Street.
Tel: 01253 7562 056
GW BOLTON: Unit 13, The Gate Centre.
Tel: 01204 382 131

@ GW PRESTON: 15 Miller Arcade.

Tel: 01772 821 855

TWIN SUNS: Aceringlon. Tel: 01254 386665
MERCER & SONS: Blackburn. Tel: 01254 58700
ARTHUR BENN: Bumntay. Tel: G1282 422 546
CONWAYS: Bury. Tel: 0161 761 6208

A & B GAMES: Chorley. Tel: 01257 261833
HAMPSONS TOYS & NURSERY WORLD:
Chaorley. Tel: 01257 263045

COWGILLS OF CLITHEROE LTD:

Clitheroe. Tel: 01200 423587
LAWSONS TOYMASTER: Laic
Tel: 01524 64518
TOYMASTER: Leigh. Tel: 01942 671116
RICHARD LANCASTER: Morecambe.

Tel: 01524 410 304

HAMMICKS BOOKSHOP: Oidham

Tel: 0161 6206543

MICROSHACK: Rochdale, Tel. 01706 715238
ROSSENDALE MODELS: Rossendale

Tel: 01706 250007

WIGAN MODEL CTR: Wigan. Tel: 01942 245 683

LEICESTERSHIRE

5T

®GW LEICESTER: Unit 2,16/20 Silver Street.

Tel: 0116 253 0510

GW LOUGHBOROUGH: 22 Biggin Street.

Tel: 01509 238 107

STEVE'S MODELS: Ashby-de-la-Zouch.

Tel: 01530 416827

GEOFFS TOYMASTER: Coalville

Tel: 01530 832795

PUNCTILIO MODEL SPOT LTD:

Hinckley. Tel: 01455 230952

GEOFFS TOYS: Loughborough. 01530 832795
GEOFF'S TOYS: Tamworth. Tel: 01530 832785

LINCOLNSHIRE AREA
GW GRIMSBY: 9 West 5t Mary's Gate
Tel: 01472 347 757
GW LINCOLN: Unit SUA, Saltergate (on outside of
Watarside Centra). Tel: 01522 548 027
G.T. COLLECTABLE CARDS: Boume.
Tel: 01778 422639
TOYMASTER: Gainsborough, Tel: 01427 676000
ARBON & WATTS: Grantham.
Tel: 01664 855030
PORTPRINCE MODELS & HOBBIES:
Grantham. Tel: 01476 592 001
ACCESS MODELS: Grantham
Tel: 01476 582001
CASTALINE: Louth. Tel: 01507 602149
M. 8. STURGESS: Quadring. Tel: 01775 821967
SHERMANS MODEL SHOP: Scunthorpa
Tal: 01724 842 439
THE MODEL SHOP: Skogness. Tel: 01754 763429
WESTGATE DEPARTMENT STORE: Spalding. _
Tel: 01775 713424 *

YNNI STORES & INDEPENDENT STOCKISTS

MASON'S MODELS: Spalding
Tel: 01775 722456
HAWLEYS: Stamford. Tel: 01780 762125
TOYS2SAVE COLLECTABLES: Thornton- Clevelys
Tol: 01253 856905
MANCHESTER AREA
®GW MANCHESTER (CENTRAL): Unit R35,
Mardsen Way South, Arndale Centre
Tel: 0161 834 6871
GW MANCHESTER (TRAFFORD CENTRE):
Unit H2, Festival Village, The Trafford Centre,
Trafford Park. Tel: 0161 747 2121
TOYMASTER: Leigh. Tel: 01942 671116
STEVE WEBB MODELS & HOBBIES: Warrington.
Tel: 01928 735225
MERSEYSIDE AREA
@ GW LIVERPOOL: 47 Lord Strest.
Tel: 0151 258 1404
GW SOUTHPORT: Unit K2, Marble Place Shopping
Gentre. Tel: 01704 501 255
® GW WARRINGTON: Unit 20, Time Square
(near Currys), Tel: 01925 651 984
HAMMICKS BOOKSHOP: Birkenhead.
Tel 0151 848 1620
FIRESIDE MINIATURES: Wallasey.
Tel: 0151 691 1683
RS MODELS: Wirral. Tel: 0161 345 4363
MIDDLESEX
JENNINGS STORES LTD: Enfield
Tel: 0208 8041804
A BOVILL WRIGHT LTD: Uxbridge.
Tel: 01895 450 304
MILTON KEYNES
GW MILTON KEYNES: Unit 2, Wast End Extension
504 Silbury Boulevard, Milten Keynas Shopping
Centre. Tel: 01908 630 477
NORFOLK
@ GW NORWICH: 12-14 Exchange Street.
Tel: 01603 767 656
MEDLAND TOYS: Cromer. Tel: 01283 512177
TOY BOX TOYS: Diss. Tel: 01379 640003
TOYMASTER: Diss. Tel: 01279 641743
WESTGATE DEPARTMENT STORE: Diss
Tel: 01379 G52 248
YOUNGSTERS WORLD:
Tel: 01788 562 372
TOYMASTER: Gorlaston. Tel: 01483 443097
HUNSTANTON MODELS: Hunstanton.
Tel: 01485 533324 / BI4466
STARLINGS-TOYMASTER: Hoit,
Tel: 01263 713101
TOYMASTER KINGDOM: ipswich.
Tel: 01473 253045
WESTGATE DEPARTMENT STORE: Kings Lynn.
Tel: 01553 760981
EMPIRE: Kings Lynn. Tel: 01553 765 174

TOYMASTER KINGDOM: Kings Lynn.
Tel: 01553 681 771 .

KERRISCNS: Norwich. Tel: 01603 494 008
BLACKFISH GAMES: North Waisham
Tel: 01692 403 372
STARLINGS -TOYMASTER: Sheringham
Tal: 01263 822368
AUTO LOCO: Sheringham. Tel: 01263 821777
THE TOY LOFT: Wymondham Tel: 01853 607 730
NORTHAMPTONSHIRE
GW NORTHAMPTON: 38 Princess Walk,
Grosvenor Centre. Tel: 01604 636 687
WESTGATE DEPARTMENT STORE: Corby.
Tel: 01536 203525
TOYMASTER KINGDOM: Ketiering.
Tel: 01536 512507
GREEN ANGEL CARDS & GAMES:Kettering.
Tel: 01536 359 248
TOYMASTER: Narthampton. Tel: 01604 620 320
OSBORNE SPORTS & TOYS: Rushden.
Tel: 01933 312415
NORTHUMBERLAND
WOODYS COMPUTER AND VIDEO GAME:
Alnwick. Tel: 01665 606351
FAIRPLAY: Hexharm
Tel: 01434 606678
T.G. ALLAN LTD: Morpeth.
Tel: 01670 515136
NOTTINGHAMSHIRE
®GW NOTTINGHAM (CENTRAL): 34a Friar Lane.
Tal: 0115 948 0651
©GW WARHAMMER WORLD: Willow Road, Lenton
Tel: 0115 216 8410
CHESTERFIELD DEPT STORE: Chestarfield
Tel: 01246220200
BRIDGE STREET MODEL SHOP: Mansfield
Tel: 01623 22215
ACCESS MODELS: Newark.
Tel. 01636 673116
TOYMASTER: Newark. Tel: 01636 611211
TOYMASTER: Retford. Tel: 01777 700330
PUZZLES PLUS: Retford. Tel: 01777 708628
PUZZLES PLUS: Retford. Tel: 01777 708628
SUTTON MODELS AND HOBBIES:
Sutton In Ashfield. Tel: 01623 557812
- TOYMASTER: Worksap. Tel: 01909 431330
MODEL BASE: Warksop. Tel: 01809 501 752

st Dereham,
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OXFORDSHIRE

W OXFORD: 1A Bush House, New Inn,
) Street, Tel: 01865 242 182 :
INDER BROS: Banbury. Tet 01298 262 $16
LES SPORTS: Carlerton. Tel: 01993 842396
ENTONS: Didcot. Tel: 01235 816566
JSWELLS TOYMASTER: Cuxford.
01865 241244
NAMPY'S: Oxford. Tel: 01235 770755
ED PEDALLER: Thame. Tel: 01844 260022
=TTITS OF WALLINGFORD: Wallingford.
01491 835253
ENTONS: Witney. Tel: 01993 704 979
SOMERSET
N BATH: 30 Upper Borough Walls
£ 01225 314 414
AMES MART: Bridgewater. Tel: 01278 433677
W. HURLEY: Butnham On Sea.
01278 789281
IST FOR FUN TOYMASTER: Clevedon.
01275 341818
] TOYS: Clevadon. Tel: 01275 341819
{E ELLENBRAY PRESS: Frome.
01373 462139
DALERS: Glastonbury. Tel: 01458 834562
IACKERS: Taunton. Tel: 01823 335057
IUFFINS GAMES: Weston Super-Mare.
t 01934 429799
ELLS MODELS: Welis. Tel: 01748 675 262
OVIL COLLECTORS CENTRE: Yeovil.
01935 433739
SHROPSHIRE
¥ SHREWSBURY: & Market Street.
01743 382 007
)BBY HORSE: Bridgenorth. Tel: 01746 766 659
DDEL MANIA LTD: Newport. Tel: 01952 810827
INFAYRE LTD: Oswestry. lel: 01691 670 646
INFAYRE LTD: Shewsbury. Tel: 01743 233647
\NDA GAMES: Telford. Tel: 01952 676722
JESTING KNIGHT GAMES: Telfard.
: 01952 417747
STAFFORDSHIRE
¥ STOKE: 27 Stafford Street.
- 01782 205 287
IRIT GAMES: Burton On Trent
: 01283 511283 .

)YYMASTER KINGDOM: Burton On Tre
- 01283 544 BEO

[EATION MODELS: Cannock. Tel: 07940 7868647
W, BAGNALL: Stafforg. Tel: 01785 223349
0 FAT GOBLINZ: Stafford. Tel: 01785 244499
E OLD BELL: Tamworth. Tel: 01827 310 320
E TOYBOX: Uttoxeter. Tel: 01889 565 357,
SUFFOLK
¥ IPSWICH: 42 Bulter Markat
: 01473 210 031
Y BOX: Beccles. Tal: 01502 712785
JDEL JUNCTION: Bury 5t Edmunds.
01284 753 456
YMASTER KINGDOM: Bury Si. Edmunds.
01284 761846
ESY & EMPIRE: Felixsiows
01384 275555
RESEY & EMPIRE: Felixstows.
01394 276555
LESWORTH TOY SHOP: Halesworth
01986 874270
BY CONNEXION: Haverhil
01440 706292
YWORLD: Ipswich. Tel: 01473 728535
YMASTER KINGDOM: Lowestoft
01502 565688
TGATE DEPARTMENT STORE: | owersioft,
01502 512444
YONS TOYLAND: Newmarket,
01638 663147
IPSON & SONS: Stowmarket
01449 612914
YMASTER KINGDOM: Sudbury
11787 372238
¥ CONNEXION: Sudbury. Tel: 01787 888002
YTOWN: Woodbridge. Tel: 01384 383170
SURREY
f GUILDFORD: Unit 1, 9/12 Tunsgate.
£1483 451 793
{ WOKING: Unit 3 Cleary Court.
01483 771 675
YLORS TOYS & SPORTS: Coulsden.
£208 660 0710
RKING MODELS: Dorking. Tel: 01308 881747
MMICKS BOOKSHOP: Epsom
01372 742533
ISTERS OF EPSOM: Epsom.
1737 356373
PHICKS LIMITED: Farnham. Tel: 01252 716222
E TOY SHOP: Reigate. Tel: 01737 245300
MMICKS BOOKSHOP: Redhill.
SI737 770334
SEEM: Walton on Thames, Tel: 01932 252560
SUSSEX AREA
I BRIGHTON: 7 Nile Street,
73 203 333
| CRAWLEY: 11 Broadway. Tel: 01203 552 072
| EASTBOURNE: 13 Terminus Road.
£1523 641 423
4MS MODELS AND HOBBIES:
wr Regls, Tel: 01243 864727
S STUFF: Burgess Hill.
0244 257 724
MCHESTER TOYS: Chichester.
$1243 788055

JADE MARTIAL ARTS: Hastings.
Tel: 01424 720 330

. HEATH MODELS & TOYS: Haywards Heath.
Tek 01444 459785
GENTLE GALLERY: Horsham.
Tel: 01403 258587

HAMMICKS BOOKSHOP: Horsham,
Tel: 01403 268088

THE HOBBY SHOP: Lewes. Tel: 01273 472344
RICHARD GREEN LTD: Midhurst
Tel: 01730 814133
BIG KIDS TOY SHOP: Seaford.
Tel: 01323 890099
GENTLE GALLERY: Steynmag, Tel: 01803 812933
IDEAL FOR KIDS: Warthing. Tel: 01503 208203
K C'S GAMES SHOP: Worthing.
Telk 01903 237983
TYNE AND WEAR AREA
®GW NEWCASTLE (CENTRAL): 63 Clayton
Street. Tel: 0191 232 2418
GW NEWCASTLE (METRO CENTRE):
Unit B14, First Floor (near the Mediterranean
Village). Tel: 0191 461 0950
TOYMASTER: Gatoshoad
Tel: 0191 460 2200
S.R. GLADSTONE & SON: North Shields.
Tal: 0191 257 0335
COATS MODELS: South Shields.
Tel: 0191 427 7644
THE TOY & COMPUTER SHOP: Sunderiand
Tel: 0191 5655196
JOPLINGS LTD: Sunderland, Tel: 0191 5102105
WILTSHIRE
®GW SALISBURY: 1B Winchester Streat.
Tel: 01722 330 955
@ GW SWINDON: 50 Fleet Straet,
Tel: 01793 436 036

CYBERDYNE: Trowbridge. Tel: 0125 775 9800

H DUCK: Mariborough. Tel: 01672 512170

HOGGOSAURUS TOYSTORE: Davizos.

Tel: 01380 723 841

RAW MODELS: Warminster, Tel: 01985 215418

WARWICKSHIRE

GW COVENTRY: Unit 39, Upper Level, Cathedral

Lanes Shopping Gentre. Tel: 02476 227 311

GW LEAMINGTON SPA: 22 Park Street.

Tel: 01826 435 771

ABACRAFT ARTS & PICTURES: Kenilworin

Tel: 01926 511294

NUNEATON BOOKSHOP: Nuneaton.

Tek: 02476 342000

WAR GAME WAREHOUSE: Nunzaton

Tel: 02476 388883

JOTO RAILWAYS & MODELS: Fugby.

Tel: 01788 562 372
WORCESTERSHIRE

GW WORCESTER: 4 Charles Strest.

Tel: 01905 616 707

THE GENERALS STORE:

Tel: 01386 45875

T.P ACTIVITY TOYS: Stourport on Savam,

Tel: 01299 872600

HOGGOSAURUS TOYMASTER: Reddiich. |

sham

Tel: 01380 724 140
ELECTRONIC DUNGEON: Worcesier.
Tel: 01684 891619
YORKSHIRE AREA
GW BRADFORD: 4 Piccadilly, Bradiord.
Tel: 01274 739 430
GW DONCASTER: Unit 10, The Colonnades.
Tel: 01302 320 535
GW HARROGATE: 29 Beulah Street.
Tel: 01423 564 310
®GW HULL: 30 Paragon Street.
Tel 01482 589 576
©GW LEEDS (CENTRAL): 12-16 Central 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 918, High Street, Upper Mall (next to
entrance near Bools). Tel: 0114 256 9836
®GW YORK: 13A Lendal. Tel: 01804 623 014
KITCRAFT: Barnsley. Tel: 01226 206080
TOYMASTER: DBradiord. Tel: 01274 724733
A M BRATHWAITE: Eridiington.
Tel: 01262 677727
MAGAZINE WORLD: Halifax, Tel: 01422 330547
HALIFAX MODELLERS WORLD: Halifax
Tel: 01422 349157
TOYMASTER: Harrogata. Tel: 01423 654 335
TOYMASTER: Hudderslield. Tel: 01484 534664
MAYFAIR TOYMASTER: Hull. Tel: 01482 862 777
SPACE MYTH & MAGIC: Scarbarough.
Tel: 01723 501821
TOYMASTER: Scunthorpe. Tel: 01724 271020
TOYMASTER: Shefiield. Tel: 0114 247 5749
TOYMASTER: Sheflield. Tal: 0114 256 5979
TOYMASTER: Shefiield Tel: 0114 278 1960
SHERMANS MODEL SHOP: South Humbersida.
Tel: 01724 842439
WESTGATE DEPARTMENT STORE:
South Humberside. Tel: 01724 281888
MODEL & CRAFT CENTRE: Wakefizll
Tel: 01924 374097
SOFTWARE SELLER: Wellingborough
Tel: 01933 440861
JOHN ANDERSON - TOYMASTER: Whithy
Tel: 01847 602213

LONDON
GW BRENT CROSS: Unit F8, Lower Mall
(near Fenwicks), Brent Cross Shopping Centre.
Tal 0208 202 4979
® GW BROMLEY: Unit 24, The Mali, Bromiey.
Tek: 0208 466 0678
GW CROYDON: Unit 35, Drummond Gentre
{outside the back of the centre), Keeley Road.
Tel: 0208 680 4600
®GW EALING: 52D St Saviours Mall, Ealing
Broadway Centre, Tel; 0208 840 0171
®GW ENFIELD: 3/5 Genotin Road.
Tel: 0208 363 3238
GW HAMMERSMITH: 161 King Streat
Tel: 0208 8486 9744
GW HARROW: 296 Station Street.
Tel: 0208 861 2350
GW KENSINGTON: Shop 7, Lancer Square,
Kensington Church Street. Tel: 0207 837 7011
®GW KINGSTON ON THAMES: 33 Fife Road.
Tel: 0208 549 5224
GW LONDON (OXFORD ST): Unit F10,
The Plaza Shopping Centre, 1st floor,
116-128 Oxford Street. Tel: 0207 436 0839
GW RICHMOND: Unit 8, Westminster House,
Kew Road. Tel: 0208 9548 6122
GW ROMFORD: 12 Quadrant Arcade
Tel: 01708 742 140
GW STAINES: 52D Elmsleigh Centra
(at back of M&S). Tel: 01784 460 675
GW SUTTON: Unit 24, Times Square
Shopping Centre. Tel: 0208 770 8454
GW-WATFORD: Unit Q, 1A Queen Street.
Harlequin Centre. Tel: 01923 245 388
TOYSTOP: Clapham Junction. Tel: 0207 2280079
ROSSIS OF LONDON: Chingford.
Tel: 0207 529 1920
TOYSTOP: East Sheen. Tel: 0208 B76 5229
ELTHAM MODELS: Eitharn, Tel: 0208 850 4324
LEISURE GAMES: Finchley. Tel: 0208 346 2327
HAPPY RETURNS: Hampstead.
Tel: D207 435 2431
FREDERICK BECK LTD: Isiington.
Tal: 0207 226 3403
HARRODS: Knightsbridge. Tel: 0207 730 1234
JOHN SANDERS: Ruislip. Tel: 01895 634848

TOY WONDERLAND: Swiss Colage.
Tel: 0207 722 9821

HAMMICKS BOOKSHOP: Walthamstow.
Tel: 0207 722 9821
WESTGATE DEPARTMENT STORE: Watford.
Tel: 01923 222233
ELYS: Wimbledon, Tek 0208 946 9191
TOY CITY: Wood Green Shopping Centre.
Tel: 0208 8810770
TOY CITY LTD: Wood Green. Tel: 0208 8810770
WALES
GW CARDIFF: 31 High Street. Tel: 02820 644 917
®GW NEWPORT: 25 Skinner Streal.
Tel: 01633 256 295
@ GW SWANSEA: 45 Princass Way.
Tel: 01792 463 969
RICHARDS OF ABERGAVENNY: Abergavenny
Tel: 01873 B52466
ALBATROSS: Abaryshwyth, Tel: 01970 617836
ACME COMPUTERS: Bangor. Tei: 01248 371457
J. CLARK TOYS & GIFTS: Brecon.
Tel: 01874 622 865
NOLTON TOYS & HOBBIES LTD: Sridgend
Tel: 01656 661816
ARTISTS CORNER: Chepstow.
Tel: 01281 627 393
HARDINGS: Camarthan. Tel: 01656 660044
CLARICE TOYS: Dyfed, Tel: 01834 843493
MERLIN MODELS: Haverfordwas!.
Tel: 01437 762633
BRITE IDEAS: Liandudno Tel: 01978 758451
LOMAXS: Lampeter, Tel: 01570 422539
RAINBOW PLAZA: Liantwit Major
Tel: 01446 794118
LIGHTFOOT MODELS & TOYS: Rhyl
Tel: 01745 331 564
COMIX SHOPPE: Swansea. Tel: 01782 642097
BRITE IDEAS: Wrexham, Tel: 01878 758451
SCOTLAND
o GW ABERDEEN: Unit 1, 30/40 Upper Kirkgate.
Tel: 01224 621 261
GW AYR: 10 Arran Mall. Tel: 01292 610 673
GW BRAEHEAD: 115 Brashead Shopping
Centre, King inch Road, Tel: 0141 B85 9440
®GW DUNDEE: 110 Commercial Streat.
Tel: 01382 202 382
GW EDINBURGH: 1386 High Street.
Tel: 0131 220 6540
GW EAST KILBRIDE: 4 Righead Gate,
{at the back of M&S). Tek 01355 224 680
GW FALKIRK: 12 Cow Wynd
Tel: 01324 624 553
GW GLASGOW: 198/200 Hope Street.
Tel: 0141 332 5588
J. YULE & SONS LTD: Angus. Tel: 01241 872185
GARDINERS: Angus. Tel: 01356 622265
JUNNER'S TOYMASTER: Elgin.
Tal 0143 542 492
MARIONVILLE MODELS: Edinburgh.
Tel: 01313 177010
STATIC GAMES: Glasgow. Tal: 0141 2265414
SPORTS AND MODEL SHOP: Highland.
Tel: 01349 862346
INVERNESS TOYS: lnvermess.
Tel: 01463 222235
THE HOPE CHEST: Kinross. Tel: 01577 862516
THE HOPE CHEST: Kircaldy. Tel: 01582 260116

Tel: 0097 14 3493326

HARRYS DEPT STORE: Shatland

Tel: 01595 683097

TOYTOWN STRATHCLYDE: Sirathclyde

Tel: 0141 887 2395

J. ALLAN: Thurso. Tel: 01847 893255

TOY WORKS: West Lothian, Tel: 01506 432200

CHANNEL ISLANDS

ALADINS CAVE LTD: Jorsey. Tel: 01481 728469

THE LITTLE SHOP: St. Helier. Tel: 01534 732187

CAROUSEL: St. Poters Port. Tel: 01481 721721
NORTHERN IRELAND

GW BELFAST: 70A Castle Court {towards back of

the Sentre). Tel: 02830 23 36 84

CAMERONS: Co, Antrim. Tel: 0266-48821

MODELMANIA: Co. Antrim. Tel: 048-92634481

D. JEFFERS: Co. Armagh. Tel: 0762-350882

REPLAY GAMES: Co. Down. Tel: 048-91452210

STEWART MILLER & SONS LTD: Co. Down.

Tel: 1247270108

WHITES TOYMASTER: Co. Tyrone,

Tel: 0662-242427

TRASH: 1 Damy. Tel: 02871 372124

MODELLERS CORNER: Enniskillen

Tel: 048-66322367

EIRE
GW BLANCHARDSTOWN: Unit 2493,
lanchardstown Shopping Centre, Dublin.
el: 00 353 1822 3868
GW DUBLIN: Unit 3, Lower Liffey Street.
Tel: 00 353 1872 5791
LEISURE CENTRE: Cc. Clars. e
Tel: 00 353 65-9051720 o
MARY'S TOYMASTER: Co. Cork
Tel: 00 353 26-424581
MURPHY'S WORLD OF WONDER: Co. Cork
Tel: 00 353 22-21197
MURPHY'S WORLD OF WONDER: Co. Cork i
Tel: 00 353 21-4210445 B
NODDY'S TOYMASTER: Co. Cork
Tel: 00 353 21-276946
BANBA TOYMASTER: Co. Dublin,
Tel: 00 353 1-2804011
TOYMASTER: Co. Donegal. Tel: 00 353 74-24396
NIMBLE FINGERS: Co. Dublin
Tel: 00 353 1-2880788
GAMERS REALM: Co. Galway.
Tel: 00 353 91-563006
IT'S MAGIC: Co. Galway. Tel: 00 353 91-563313
KILLARNEY MODEL RAILWAY: Co. Kerry.
Tel: 00 353 64-34000
A. CABALL & SONS: Co. Kerry.
Tel: 00 353 66-7121847
WORLD OF WONDER: Co. Kildare
Tet: 00 353 45-447267
MICHAEL CROTTY TOYMASTER: Co. Kilkenny.
Tel: 00 353 56-21038
THE GATHERING: Co. Limerick
Tel: 00 353 61-315133
PICK & SAVE: Co. Louth. Tel: 00 353 42-9327356
TOYMASTER DUNDALK: Co, Louth.
Tel: 00 353 42-9330318
ROBBINS LTD: Co. Offaly. Tel: 00 353 506-21541
HOGAN'S TOYMASTER: Ca. Tipperary.
Tel: 00 353 52-23973
MURPHY TOY & CYCLE SPECIALISTS:
Co. Waterford  Tel: 00 353 58-41376
E.R. HARRIS & SONS: Co.Westmeath.
Tel: 00 353 44-44286
TOY CITY: Co, Westmeath,
Tel: 00 353 902-79851 e
PLAY & LEARN: Ca. Wexford. 8
Tel: 00 353 53-23188
E.R. HARRIS & SONS: Co. Wicklow.
Tel: 00 353 1-2867995
BANBA TOYMASTER: Dublin 1.
Tel: 0D 353 1-8727100
FURLONGS TOYMASTER: Dublin 3
Tel: 00 353 1-8530395
TOYMASTER: Dublin 5, Tel: 00 353 1-8530305
FITZMAURICE TOYMASTER: Waterford.
Tel: 00 353 51-876566
INTERNATIONAL ACCOUNTS
SOUTH AFRICA
ESSWEX RETAIL: Shop 204, Northeliffe Comer
Shopping Centre, Corner of D.F. Malan Drive & i
Lawley Avonue, Roosevelt Park, Johannesburg, |
Tel: 0027 11 8883618
WIZARDS WAREHOQUSE: Lower Level, Eden 1
Mall, Van Ribeeck Avenue, Eden Vale
Tel: 0027 21 683 0360
MALTA
ICON LTD: 83 Trig Misrah Il-Barrieri, Msida.
Tel: 00356 227999 g
K HOBBIES LTD: Hompesch Read, Fgura Pia 13, |
Tel: 00356 1 8543 i

GREECE i
FANTASY SHOP: 3 Septernvriou 103, Athens |
10434. Tel: 00301 8231072

UNITED ARAB EMIRATES
HOBBYLAND TRADING: PO Hox 26489, Dubai.
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Each month White Dwarf Editor,
Paul Sawyer, is adding to his new
Chaos army. This series of articles
shows how he collects the army

to a budget of £30 a month. Having
joined the Studio campaign

recently things are getting busy
for his spiliy horde...

The Studio campaign is in its winter
season. This means that most players
-annot play full-scale Warhammer
battles as the snows hamper all
movement on a large scale.

So. instead we get to perform all

manner of subterfuge and

( construction. And this is where

| alliances are made and broken.
“Friends’ stabbed in the back and
neighbouring territories coveted.

‘Vradchuk’s newly aquired Realm of
Chaos (1 took over from Anthony
Reynolds who has started a Strigoi
Vampire Counts army) is situated in
the north-west corner of the map
bordered by Space McQuirk's Wood
Elf forest kingdom and Pete Haine's
Dwarfs. Lalso have control of another

| of the highly sought after Stone

Circles over in the far east of the map.

My orders this season were to spend
the gold 1 receive for holding
territories on mutating those lands
into Chaotic terrain. 'm working on a
new Terrain Generator table to reflect
this and may make terrain to match it.

I'm also paying to supplicate a Chaos
Dragon I've discovered in my realm. If
I ean get this ancient beast to ally with
me it'll prove a healthy deterrent to
- any would-be invaders. Especially the

- bearded variety.
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With my orders placed 1 am due to
play a few games. T may well arrange a
couple of games outside of the
campaign though as I want to get

some practice in with all the new

troops I've collected recently. 've
been spending more time painting
than playing and | want to rectify that
as soon as I can. The games in the
campaign are as follows:

I'm assaulting Anthony Reynolds’
Strigoi as I attempt to regain a
territory lost to the Undead when
Anthony defected. This will be a
Pitched Battle. I've not faced Strigoi
before so it'll be a new experience,

The Wood EIf city of Githlorfel has
recently been hit by an unnatural
earthquake and with one of its
defensive walls down it provides a
perfect target to expand the Realm of
Chaos. A force of Marauders is also
heading to the city to aim my attack
burt those pesky Treelovers have a few
tricks up their sleeves it seems. Space
has spent time and gold setting traps
and trickery in the woods so this
means we'll have to play out a
‘Shadows in the Forest’ scenario
(written primarily for Orcs and Wood
Elyes but easily adapable for any
attacking army) to see if we can even
find the city: The scenario is opposite
50 you can give it a go yourselves. |
hate playing Wood Elves with their
guerrilla warfare and propensity to hit
and run..,

The Dwarfs have long coveted th
mountains in Vradchuk’s realm :
have finally stirred from their ale
induced stupor long enough to
venture from their retreats
underground. Pere’s Dwarfs are
attacking two of my territories. 1
will be interesting - I'm primaril;
Dwarf player so taking my new g
against my old will be an experie

There seems to be several bands
roaming Trollslayers intent on fi
the Dragons rumoured to live in
lands, One of these groups of tr
orange-haired psychopaths has b
seen in my territory and 1've sen
force to deal with them before tl
can thwart my plans to discuss a
alliance with the Great Drake.

The humans have ceased their
political intrigue long enough to
attack my Stone Circle in the
Barrowlands to the east. This is |
blow as I wanted to use that to ¢
foothold in that area (armies can
through one Stone Circle to ano
you own them). U'll be playing a
‘Reclaim the Stones® scenario for

80, it looks like a busy time for t
newly crowned Chaos tyrant. Sa
this is being written a week befo
deadline so the details of most ©
these games will be published n
issue with the exception of the
preliminary Skirmish game again
Space’s Wood Elves.




If the Wood Elves had their way they would have little or nothing
0 do with the other races of the Warhammer world, so they
| lously guard the mvisible borders to their forest home of Loren.
This scenario represents one of the countless border skirmishes that
| ke place on the far edges of Loten as small but well concealed
| forces of Wood Elves attempt to discourage ‘outsiders” from advancing

{ mthmr Komeland.

DRCES

* 19 Orc Boyz, each with 2

* 6 Wood EIf \'(’il)’WEl[E‘|‘ICl.‘S (120 pts).

hand we
and light armour and 1 Ore Big Boss
with up to 25 pts of equipment.

ApoOns

e BALTLEFIELD
| The plaving area should be 36" x 36" in
Lsize, The entire area is considered to
be covered with dense woods, so
pinds of rees should be placed
iberally throughout the board to give
this impression.

‘There should be a rough pathway
through the middle of the field to
represent a seldom-travelled path.

= OBJECTIVES
TFor total victory the Waywitchers must
eliminate or rout the Attackers before
any of their foul nambers get off the
morthern table edge and deeper into
the sacred Wood.

o claim victory for the Atackers, at
Jeast 25% of their starting number
| must make it off the northern table by
the 8th turn.

The game lasts 8 turns. The game ends
1 ina draw if some Attackers make it off
| the northern edge but not enough to
claim an Attacker victory.
|

= DEPLOYMEN

,,,-it the beginning of the game, each

can they stop the
ding their city?

Wood EIf Waywatchers
Chaos raiding force fi

Wood Elf Waywatcher is considered to
be hidden. Mark on'a separate piece of
paper where each one is. but do NOT
set up the models. Because of their
special silken cloaks with foliage
woven into them, you may place the
Waywatchers ANYWHERE, even out in
the relatively open areas.

The Orcs start anywhere within 6" of
the southern table edge and within 6"
of the pathway;

WHO GOLES FIRS

The Attackers go first in this scenario.

SPECIAL RULES

This scenario uses the special rules
detailed below:

Rout tests. The
immune to routing,

Did You See That Tree Move? The
Wood Elves begin the game hidden,
They may shoot from l]'li'_‘blf hidden
locations but may not move. They will
only be spotted if an Attacker is within
6" of them at the end of the Attacker’s
Movement phase. Once revealed, the
Wood Elves cannot hide again.

Wood Elves are

Movement. The trees and foliage are
so thick that unless they are on the
pathway, all Attacker movement suffers
a -1" penalty (so naturally a -2" for
running or charging).

Shooting. Due to the density of the
forest, all shooting is subject to
penalties. The Attackers may only

target objects up to 12" away and suffer
a -1 penalty (thick cover) in addition to
normal penaltics. The Waywatchers’
range is limited 1o 18", but they never
suffer penalties to shoot for ANY
reason (yes, they're that good!).

It's a Trap!
Loren Forest do

The Wood Elves of the
not take kindly to

" intruders. If there are

any Attackers on
the road at the end of their Movement
phase, roll a D6 for each one. On a roll

L of a 1 or 2, the unwitting invader has

" sprung a trap. Roll a

D6 and consult
the chart below:

1-2 Spikes: The Waywatchers have
scattered pieces of long thorn on
the forest floor with half-buried
spikes around them, These inflict
D6 Strength 3 hits on a single
Artacker.

Smnares: The Attacker is caught in
a spare, preventing them from

34

doing anything until the end of

their next turn, Treat the model
48 ‘stunned’.

5 Camouflaged Pit: The ground
gives way and the Attacker is
greeted by a deep pit lined with
sharp stakes. The model takes
2D6 Strength 3 hits,

6 The Impaler;: A huge concealed
spike springs from the ground
and shoots into the Attacker,
inflicting a single Strength 7 hit
that causes D6 wounds.

ALTERNATE FORCE

The rumours of wealth deep in the
Forest are enough to attract all kinds of
outsiders, from Bretonnian parties to
Dwarfen Miners. But all must face the
nearly invisible guardians of the Wood!
Attackers may choose up to 225 points
of any troops including no more than
one Hero.

* You may spend no more than 15% of
your total points on flying creatures,
such as Harpies, Warhawk Riders,
Carrion, Tzeentch Sereamers, etc.

* Ethereal Creatures or models that
may only be hit by Magic Weapons may
not be taken in this scenario.




‘With 22‘5 points to spt,nd many
options came to mind:

* Spend it all on Chaos Warriors and
hope their Toughness and armour
would see them home.,

* ‘Take a Sorcerer with Shadow
Magic (Steed of Shadows) and
Sereamers so they could fly to the
other table edge in two turns,

*  Take Marauder Horsemen and
Warhounds so their speed would
count for them.

*  Choose Chaos Knights. Their
armour and Toughness would help
especially as 1'd have to get fewer
models off the board (only 25% of
the force to win),

I decided on five Ghosen Chaos
Knights. With a 1+ Armour save the
armour piercing (-1 1o Armour saves)
ability of the Elven arrows wouldn’t
make any difference. They would also
have the speed to get across the board
quickly which is paramount.

I had initially chosen to use Screamers

and fly down the battlefield and be off

on turn 2 but in the fine print I
noticed only 15% of my points can be
flyers in this scenario. No problem -
I'll happily run down the Elven
whelps under my armoured steeds. ..

—  HUNTING ELVIS

36" x 36" sounds a fairly decent-sized
area until you see it for vourself. 1 was
very confident going into the game —
with a 1+ save and mounted for
speed the Elves would have to be very
lucky to stop me getting the one
model I needed to get off the
bartlefield. Having seen the set-up
though I could well imagine the
Waywatchers stopping me march
moving and holding me up with
spoiling charges.

The game started well enough as 1 set
up alongside the road. There was no

The Waywatchers try to-repel the Chaos raiders.
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Killing Elves? Always something to

throw yoursell into with enthusiasm!

way I'd be travelling along it as the
traps are more deadly than the Wood
Elves! The game kicked off with me
taking first turn and surprising the
first hidden Waywatcher who elected
to flee. A wise move as he narrowly
escaped being run down.

The next couple of turns saw the
Chosen Knights make full speed to
the other side of the table with no ill
effects from the feeble Elven arrows
(Space didn't help his cause by
constantly rolling 1's though...). Once
within sight of the table edge and
seeing the city of Githlorfel amongst
the distant forest, my raiding force
decided to have some sport with the
Elves. Turning, they charged across
the road and in the direction the
unseen bowfire had come from.

The Elves ran for their lives once
they'd be uncovered with one more
foolhardy Waywatcher deciding to take
the fight to the black-clad horsemen.
He was stunned and smashed, to the
ground for his temerity.

With the Elves cornered they had no
option but to stand and shoot in the

vain hope they'd take one of tl
riders with them to oblivion. It
an unwise move and they were
quickly despatched (mainly by
Chaos Steeds!).

At the start of turn 6 there wer
Elves alive and the mission was
complete — the Elven city woul
next to fall if His Hatefulness

Vradchuk has anything to do w

Learning points

1. Any heavily armoured troop:
do well in this scenario. If they
also mounted they are going tc
life very difficult for the Waywa

2. Skirmish is a LOT of fun,

4. 1 still hate Wood Elves.
TOCKING TC

ﬂ o\k f"‘\.‘.s ':.F
With the Screamers finished an
Daemonettes all but complete
well and truly back on schedul
following a I)my time at work ;
couple of months ago which ki
my painting schedule out. With

With time on their side the Chosen Knights split up to run down the Elven upsta




Getting models through the Warhammer World
| j in-store Order Points is simple. First, trawl

hough the catalogues to make your selections.,

4 il to spend but what do | add to the
S inny next?

L forawhile now I've been thinking
~ hout mounting Vradchuk on a
Paemonic Mount or Chaos Steed as
ihis would give him more speed than
the Chariot (which can't march
fove), Uve been scouring the
palogues and have a few ideas for a
W ible conversion but for now
3 .; \radchuk the Heinous will have to
‘ick with his wheels as 1 have more
| pressing purchases to make.

| Another unit of Marauder Horsemen

| wouldn't go amiss and these are

'\ Jufinately going to be added betore

- polong:

st month I highlighted the need for
plote characters in the army and have
* decided | need anether Sorcerer (I'm
‘undecided as to whether it'll be a
peenich Champion or a regular
 (huos Sorcerer though).

 Lenjoyed painting the Daemonettes

gumuch I'm going to be adding more

Suneshi elements to the army. A

“bock of Chaos Warriors with the Mark

i Slaanesh led by an Aspiring

(hampion will be a start, and I really

| yant an Exalted Champion of

Shanesh riding an incredibly quick

wed of Slaanesh (charge/march 20"),

i buy two regiment sets of Chaos

Wriors 1 can build a good sized unit

L dlso add to the existing undivided
fent.

LTy, very tempted by some of the
ntries in the preview Beasts of Chaos
:, e pan in White Dwarf 275, A

(hios Glant would be very impressive
Sewould 4 unit of Dragon Ogres led

W1 Dragon Ogre Drake. Chaos Trolls
gres are also devastating

ments, Gah! Too many choices!

¢ end I've decided to go for the

- money left over from last issue I have

Fill in your order form and onc of the staff
members will pass it on to our Mail Order
department for process

Steed. He's incredibly fast and will
provide me with plenty of options on
the battlefield. So, that's £12, what
¢lse have 1 bought?

Sticking with the Slaaneshi theme I'm
going to be making a conversion of a
Slaaneshi Champion. To do this I'll
need to use the in-Store Order Point
at Warhammer World for this month’s
purchases,

In-Store Order Points are a dedicated
section within all of our Games
Workshop stores that have the current
range of catalogues for all our games
systems (including Specialist Games).
They are an ideal place for you to
order anything from boxed sets to
individual components, and Army
books to paint. They are very easy to
use — just go to your local Games
Workshop store and trawl through the
catalogues to find what you want,
Then simply write out an order form
and the products will be sent directly
to you via Mail Order. There are only
two things to bear in mind — there is
a minimum order of £5 and there isa
postage charge of &£2. Luckily
Warhammer World, being situated at
Games Workshop HQ, will get the
order together while you wait so
there’s no charge for the postage.
Splendid.

The conversion will he based around
the Warhammer 40,000 Dark Eldar
special character, Lelith Hesperax. 'l
need her body, leg and weapon arm.
These come to %6. | also need a bike
chain from a Dark Eldar Reaver jetbike
for 50p and the sword from the new
Champion of Slaanesh (another £1).
All in all that’s £7.50 for the
CONVErsion.

'l also be purchasing a Warriors of
Chaos regiment boxed set for &15. I'll
be converting these to have additional
hand weapons (+1 Attack). The
Champion conversion will lead this

Minutes later your order will appear! This gives you
time to take a tour around our Warhammer World

Exhibition or refresh yoursell in Bugman's Bar!

regiment. To bolster them to sixteen
models, I'm also buying one Chaos
Warrior sprue A for £2.50. This has all
the bodies, legs, and arms to make
four more Chaos Warriors. Ill be
adding the Slaaneshi banner icon
from Warhammer 40,000, the
Rapturous Standard, for £1.

One of the things I learned from
putting together the first regiment of
Chaos Warriors was how fine an art
gerting them to rank up was. To
remedy that I'm going to buy two of
the superbly useful regimental bases.
They are either 20mm x 80mm or
25mm x 100mm. For a Chaos army
the 25mm version is the one 1 need.
Their beauty is that they allow the
models to be positioned in a more
flexible way to the usual square bases
and this would be a great help with
models as big as the Chaos Warriors,
At 50p each these are an absolute
snip.

So, my spending this month works
out as:

Warriors of Chaos regiment............ £15
1 Warriors of Chaos sprue A........82.50
Rapturous Standard icon......... SR er &1
2 Regimental Bases ... &l
Lelith Hesperax body ..o, &3
Lelith Hesperax leg ....o.oooovvicinin il
Lelith Hesperax trident arm ... &2

Dark Eldar Reaver jetbike chains ,.50p
Chaos Champion of
SEAGesBESWOrd .o st e &1

Lord of 8laanesh on
Daemonic Steed

i oy aatemll et I RO o O T %

That leaves me with £2.00 spare
which I'll leave until next month as 1
have quite enough to get on with
now!

And on that note I'm off — models
don’t paint themselves, you know!
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The followers of Chaos are tainted and

mutated by the Chaos God god they

follow. On this page, we provide you

with a selection of classic miniatures

tor your Chaos Warrior units, or you

can use them to represent favoured

champions and leaders. You can order

these models through your local

ey in-store order point, at

e www.games -workshop.com/storefront,

or direct on 0115 91 40000,

Models shown at 80% actual size. SWORD 8 CHAOS WARRIOR 3 SWor
y 73103-28 £2,50 020106303 £2.50 7310344 1

SWORD 8 SWORD, WHIP & EXTRA ARM

MACE § NURGLE CHAMPION A
Fvio - oim ENDING IN A CRAB-LIKE CLAW . WITH MACE o
020102414 £4 020102801 €4 '

PICKAXE 2 AXE 4 CHACS WARRIOR 1 CHnMiF:IE;‘IEOF SLAANE&SH uﬁﬂﬂﬂhﬁoﬁﬁy
. S WIT| , 2 HEADS
7310312 £2,50 73103-26 £2.50 020106301 £2.50 TENTACLE ARM ARMOUR

Ta142-18 14 020102003

SLAANESH CHAMPION CHAQS WARRIOR CHAMPION OF KHORNE WITH CHAMPION OF SLAANESH SWORD, BLADE AR
WITH SCYTHE 079901401 €4 SWORD & HORNS WITH HUGE MACE & HORNS
020102416 £4 73130-1 £4 MINGFAUR HEAD 73130410 4

731423 €4



The mighty hordes of Chaos are always changing, and no two armies are ever the same. Using these components you
can create stunning conversions to make your Chaos Horde totally unique.

g"“‘
& s
| g ‘_ aﬁ_\-" ?- Loyt
M‘. .:.n_v-«wh_;?‘ ;
CHAOS WARRIOR LEADER MACE CHAOS WARRIOR WHIP ARM CLASSIC ARCHAON HEAD KHORNE
020108302 50P 020107303 50P 020107903 50p CHAMPION HEAD

020113402 £1.50

(HAOS CHAMPION 1 BODY F
(20106101 £2.50 ' '
CHAOS LORD RIGHT ARM CHAOS CHAMPION CHAQOS CHAMPION KHORNE CHAMPION
020105004 50P MACE ARM BANNER POLE AXE

020106102  £1 020106103 €1 020113408 £1.50

e

o CLASSIC ARCHAON SHIELD
CHADS KNIGHT 020107904 50p

I. qﬁ
y
Tape R T i

Ditkin

(A0S STEED BODY RIGHT SIDE
020105006 £2 STEED HEAD 2 STEED HEAD 1 g
e 020107702 £1.50 020107701 £1.50 | 4
e ‘ _A.P\.
49> CHAMPION OF CHAOS

o, i CHAOS STEED HEAD SLAANESH CHAOS KNIGHT CHAMPION et A0 AXES
LCS—— 020105008 &1 CHAMPION SHIELD SWORD ARM
CHAOS STEED BODY LEFT SIDE 020113804 £1 020106604 £1

020105007 £2

[COMPONENT SPR

You can increase the size of your units, and customize your

- army, by buying the sprues from the regiments separately.

Each set of two sprues will allow you to build four extra

models for your units. You can also buy the shield sprues

. and the amazing Chaos Mutations sprue separately, to

further customize and convert your Chaos horde! CHAOS MUTATIONS CHAOS WARRIOR CHAOS MARAUDER
SPRUE £3 SHIELD SPRUE 50P  SHIELD SPRUE £1

s

JE:&
Jb € ’q’
R Rl Tas
>

|

¥
By
G

e - i
ol T e

CHAOS WARRIOR SPRUE A £2.50  CHAOS WARRIOR SPRUE B £2.50

Available from your local Games Workshop store, in-store order point, independent stockist,
www.games-workshop.com/storefront, or direct on 0115 91 40000. Models not shown at actual size.
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Last year, Games Workshop ran
three regional Tournaments known
os the Conflict events. These were
held in Bristol, Edinburgh and
London, and brought together the

best and bravest players to battle

o REGIONAL EVENTS 2007
Warhammer and Warhammer

i niea Dovelspar Sraliam A LOOK BACK AT GAMES WORKSHOP'S

© McNeill was at Bristol Conflict, and

| here's what he had to say about it. NATIONAL TOURNAMENTS

#

g On the day, special guests from the Studio  Next door, at the Fanatic stand, Jervis Overall, Conflict Bristol was a great day out
were in attendance, and had a great time Johnson and Keith Krell demonstrated their and the battles were fought in the true spirit
talking to gamers and spectators alike. new Pit Fighter game. The new Kroot and the game. There was plenty to do and see

i From the 'Eavy Metal team, Tammy Haye Eldar Ranger models for Inquisitor proved and by the time the last gamer left the hall,

ﬁ and Kirsten Mickelburgh spent the day to be very popular as did the Dark EIf War the exhausted staff could feel justly proud of

* demonstrating how they paint the superb Hydra for Warmaster. job well done. So, until the next time, happy
?;;??;ZS;;;Erfg;é?gy;;:gggg cl?fwarf. A§ b:’:ztﬂe raged in the main tournament, those gaming|
Studio miniatures from the recently ::;'Stgg'?__;r;;%;?Epgg:]g?vﬁjgasg&g?ked Warhammer
?izas§cé:orde§ o Ch{aog il b?O:. and £ gan's new Warhound Titan attracted a lot of | Overall Winner Richard Packer

4 SN Siers mpata, Malioes, Tnaiding attention, with everyone marvelling at the (Vampire Counts)

¢ the new Raptor models and the new : .

§ Warhammer 40,000 Daemon Prince shee_r level of q<a_tall on the njodel, both on the Bes’g General Gareth _Hug!xe_s

’3 (designed by Juan Diaz), both of which outside and within the cockpit. (Chaos Warriors)

é attracted a huge amount of interest. In Torquay Gaming Club also made an Best Sportsman Joel Smith

g addition to all this they toured the hall, appearance, running a special (High Elves)

§ taking a look at the armies battling inthe  Kill the Bloodthirster’ scenario over Best Army Adam Downing
tournament in preparation for judging the  a spectacularly modelled ruined cathedral, : (Dark Elves)

é Best Army winners. where those skilful players who managed this —

& ) . heroic feat earned themselves a t-shirt Warhammer 40,000

§ | was also there, chatting with gamers honouring their mighty achievement . -

& between rounds and giving tantalising hints : Overall Winner Scott Williams

% on forthcoming releases and new projects  As the day drew to a close, the game results (Chaos Space Marines)

i coming soon from Games Workshop. were added up, models were packed away Best General Alexander Fennell

: There was a lot of interest in the Tomb and the judges consulted their hallowed : - (Tau)

§ Kings range and | talked about my novels  tablets to determine whose army had earned Best Sportsman Graham Wigg

| Nightbringer and Storm of Iron, discussing  the title of Overall Winner. Tammy and Kirsten (Dark Eldar)

g how the stories evolved. | also talked about judged the Best Army award, and after a hard ; : ;

i plans for a future novel featuring Uriel day’s gaming, we had the results of the Bristol Best Army ~ Dave Reynolds

g Ventris, the hero of Nightbringer Conflict Tournament! (Flesh Tearers)

|

‘;; Featured below are some of the things we saw at London Conflict last year

|

:

g

‘\Iz

 Jervis Johnson was there at Ccmfhcl championing ‘Eavy Metal painter Kirsten Mickelburgh on hand to answer Black Library cover artist Clint Langley (Nightbringer)
© Fanatic and the Specialist Games systems. questions and judge the Best Army award. sketches for the.benefit gf fans and gamers.

54 CONFLICT TOURNAMENTS



ONFLIC

REGIONAL EVENTS
2003

RALLY YOUR TRI:II:IF'S

AND TAKE PART IN ONE OF THESE GREAT REGIONAL TOURNAMENTS —
ey . WARHAMMER 40,000 TOURNAMENT (1,000 POINTS)
ko : WARHAMMER TOURNAMENT (1,500 POINTS)
' THE LORD OF THE RINGS TOURNAMENT (1,000 POINTS OF GOOD AND EVIL FORCES)
I.'Ifl _EEEEIME A REGIONAL CHAMPION GET YOURSELF TO THE BATTLEFIELD AT ONE OF THE FOLLOWING LUEATImS._

THE WINNER OF EACH OF THE CONFLICT TOURNAMENTS WILL BE AWARDED A FREE
: ¢ ENTRY IN TO THE GAMES WORKSHOP 2003/2004 GRAND TOURNAMENTS.

3 g2 EACH EVENT ALSO OFFERS A WIDE RANGE OF HOBBY ACTIVITIES FOR
DODPEN PASs (NON-TOURNAMENT) TICKET HOLDERS

WARHAMMER 40,000 PATROL MINI CAMPAIEN,

» EONFLIET PAINTING COMPETITION — WIN ENTRY

] f 1
A SaiEs DAY & E0OLDEN"DEMONEETDS ! WARHAMMER SKIRMISH MINI CAMPAIGN.

« THE LATEST RELEASES, PREVIEWS AND
HOBBY SUPPLIES.

FANATIC - SPECIALIST GAMES.

PARTICIPATION GAMES.

+ BE ‘AMONG THE FIRST TO JOIN IN. THE PRELUDE

O THE ‘EYE OF TERROR' CAMPAIGN, PAINTING MASTERCLASSES — ADVIGE AND TIPS FROM

THE EXPERTS.

« SPECIAL BUESTS,

SUPER DETAILED KITS FROM FORGE WORLD.

+ CONVERSION COMPETITIONS.
ARCHIVE AND COMPONENT SERVIGE.

+ TERRAIN FAOTORY — MAKE SCENERY AND

TAKE IT AWAY WITH YDU. > ARMY WORKSHOPS — TACTICAL ADVICE ON

ARMY COMPDSITION.

PLEASE NDTE THAT CONTENT MAY VARY. PLEASE ASK AT YOUR LOCAL
GAMES WORKSHOP STORE FOR MDRE DETAILS.

s LEEDS EDINBURG H

Leeds Royal Armourles Armouries Drive, Leeds. The Corn Exchange, 11 Newmarket Road, Edinburgh.
Sunday 6" April 2003. Saturday 19" April 2003,
Tournament 'I‘ickets cost £25, Open Pass Tickets cost £6 Tournament Tickets cost £25, Open Pass Tickets cost £6
‘:'-‘: Sheridan Suite, 371 Oldham Road, Manchester. Alexandra Palace, Alexandra Palace Way, Wood Green,
= o R Sunday 11% May 2003. London.
, . Tournament Tickets cost £25, Open Pass Tickets cost £6 Sunday 1" June 2003.

Tournament Tickets cost £25, Open Pass Tickets cost £6

e Brmsh Empire and Commonwealth Museum Clock Tower Yard, Temple Meads Bristol.

Lok o Sunday 29 June 2003. oy
R e - 3 'Ihurnament Tickets cost £25, Open Pass Tickets cost £6

3 % L o it ' . ‘ PRICES AND TIMEB'ARE SUBJECT TO CHANBGE.

. ;* ] e : <+ Other forthcoming events mclude
DLIBLIN TEILIRNAMENT g ELAYER DAY
3 A "Burimgton Hotel, Upper Leeson Street, Dublm i o ? Ve Northamptonshire

‘Sunday 9" March 2003. 3 : AR SRR Sunday 10th October 2003 -
_Tournament Tici@ets cost £25 Open Pass Tickets cost £6 3 :

; More details to mllow

w ARH wmw

ADDD0
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Tom Hibberd has been collecting
his Crimson Fists battle company
for some time now. Here’s how he
went about painting his new
Crimson Fists Razorback to which
he has added some Forge World
reinforced armour.

COLOUR PALETTE
i Regal
Blue
Blood
Red
Blazing
Orange

THE INTERIOR

The floor plate, driver's
door panel and the left
internal side panel were
stuck together first, using
Plastic Glue. This, the
other internal panel and
rear door, were then
spray undercoated with

S,*;?f;s Chaos Black.
Skull Firstly, the interior was
White basecoated with Dark
Dark Angels | Angels Green spray,
i Green spraying downwards to
Bilious leave some of the black
E Green showing in the recesses
i Snot 10 act as shading.
e To highlight the green
i Boltgun areas, Snot Green was
el drybrushed onto the very
i Lightning edges of the interior
Blue detail. The bolter was
el oo given a basecoat of
L] Biue Chaos Black, The bolter
Bestial barrel and other metallic
Brown areas were then painted
59 Black with Boltgun Metal and
Ink

(L)

Chestnut
Ink

56

PAINTING
WORKSHO

Tom Hibberd’s Crimson Fists Space |

given a wash with thinned Black Ink.
Once the ink had dried Boltgun Metal
was applied again leaving the Black Ink
showing in the recesses.

The screens on the control tefminal
were painted with Snot Green, and
details on the screens were painted on
in Billous Green. To give a more realistic
impression of a glass view-screen,
several thin coats of Gloss Varnish were
applied. To finish, all of the buttons in
the interior were picked out with elther
Blood Red or Ice Blue,

THE EXTERIOR

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

arines Razor

The Forge World reinforced armo

was cleaned up with clippers and

The parts were then washed with

abrasive cleaner before they were
attached to the hull with Super Gl
Before undercoating, the top hatc
were put in place and the rear doc
closed to seal off the painted inter
from the undercoat spray. The fan
and all the other components were
undercoated with Chaos Black.

A basecoat of Regal Blue was app
with a Tank Brush using several th
coats to produce a consistent colol

To shade the hull, Chestnut Ink wa
painted into all the recesses.

Lightring Blue was used for the firs
highlight for the edges of the hull. T
was carefully drybrushed on using
Large Drybrush, being careful just t
catch the edges and avoid leaving
streaks. The next stage of highlight:
applied with lce Blue, however, this
the paint was applied by running the
brush down the sides of the hull jus
catching the edges that would be cg
by a light source above the tank.




THE TURRET

For ease of painting the components of
the turret were painted separately, The
separate parts were undercoated with
Chaos Black. The turret mounting and
armoured cowling were painted in the
same way as the hull. The lascannons
were given a very light all over drybrush
with Boltgun Metal. The barrels and the
gables were painted with Boltgun Metal,
given a Black Ink wash and tidied up
with Baltgun Metal again. The turret was
{hen assembled.

THE DETAILS
The tank chain, dozer blade, fuel cans
and the storage box were undercoated
with Chaos Black, sprayed with Boltgun
. Metal and then lightly drybrushed with
Boligun Metal. To finish off, Chestnut Ink
was carefully applied to several areas to
represent rusted and dirty sections.

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

The headlights were
basecoated with Lightning
Blue and then given a

= highlight of lce Blue. The
side lights were painted with Blood Red
and Bilious Green and the grating over
the lights was carefully painted using
Boltgun Metal.

The exhausts and the
pintle-mounted storm
bolter were painted in

| All of the other pieces

e were now put in
place but were left unglued so they
could be changed in the future, with the
exception of the tracks which were glued
in place.

WEATHERING

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

--a-.-

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

FINISHING OFF

# The glass on the
: w8 driver's view screen
the storm bolter

cupola and the turret
were basecoated with Snot Green,
shaded with Dark Angels Green and
highlighted with Bilious Green and a
spot of Skull White., They were then
given a coat of Gloss Varnish.

The Imperial Eagle
was basecoated with
Blood Red. It was
next given a wash of
Chestnut Ink then highlighted with Blood
Red, followed with a final highlight of
Blazing Orange.

Lastly, the Crimson Fists symbols and
vehicle identification numbeér were
applied from the Space Marine Vehicle
Transfer sheet,

s ":: ‘L"’*“@:?'i‘%‘i

The Crimson Fists depa‘oy from fherr Hazorback !ranbpan ready Ia sran‘ a patrol deep into enemy rsmrory

57



58 PATH TO GLORY

8 The powers of Chaos offer

great rewards to those warriors
who fight victoriously in the
name of the Dark Gods. Their
Champions are bestowed with
gifts with which to further
glorify their chosen deity, all in
the hope of one day themselves
achieving immortality in their
quest for Daemonhood. Be it
physical or psychological, these
gifts of the gods can enable a
Champion to wreak havoc on his
enemy single-handedly.

In Path to Glory, which started in White
Dwarf 274; each player takes control of 4
Champion of Chaos and his warband
and battles against their rivals, The
playcrs fight each other and the winning
Champions gain the favour of their
patrons and are rewarded for their
service. As Champions grow in strength,
followers flock to their warbands and
they become more and more powerful,
The ultimate aim for these powerful
Warriors is to achieve immortality and
become Daemon Princes.

Chaos offers powers to the ambitious. to
the adventurous and to those who thirst
for conquest and glory. To some, Chaos
offers hope in an unfair world where
wealth, justice and happiness are the
domain of a privileged few, and where
the only ¢scape for starvation and
persecution lies in the favours of Chaos;
for they believe Chaos judges only on
merit and rewards their faithful
followers accordingly.

In this month’s Path to Glory, 1 will
introduce some expanded rules to
enhance your games. First off, [ will
present a new bunch of tables for
murations specific to the main Chaos
powers. Thanks go to Phil Kelly for
these, who was inspired to create these
tables after starting his own Tzeentch
warband. Secondly, this month | will
introduce expanded rules for injuries,
giving more of a realistic feel to your
warband as they suffer debilitating
injuries or get hit in the head onee too
often and go bonkers. Enjoy!

&
Mutations — Roll a D6 to determine
what mutation has been gifted, rofling
on the table that is appropriate for the
Warrior's Chaos allegiance. The dice roll
can be modified up or down by 1 point
per Favour Point expended, Du plicates
must be re-rolled.

AQS CIFTS. — —%

ﬁ |

D6
1
2

V-8

Result
Roll on the Chaos Undivided Mutations table.

Nurgling Infestation: The Warrior's body is infested with tiny daemons
Nurgle that can swarm from the dripping orifices in his body, Once per
game he may dircct them to attack an enemy. At the start of any Shootin
phase, choose a single target within 2" of the Warrior, even if either moc
is in combat, The target suffers an automatic Strength 3 hit.

Torrent of Foulness: The Warrior can vomit forth a stream of maggorts,
pus and slime at his foes. He may use the Breath Weapon template once
per game in the Shooting phase; all models completely covered by the
template suffer a Strength 2 hit with a =1 to saving throws, Models parti;
under the template suffer a hit on a 44

Volcanic Pox: Boils on the Warrior's skin burst violently and continually
with gruesome results for anyone close by. In any combat that results in
draw, the Warrior with Volcanic Pox will win the combat by one (as if he
were a Musician).

Secondary Jaws: The Warrior has a snapping, drooling maw that can
shoot out of his own and gift his énemy with the Kiss of Nurgle. The
Warrior gains a special attack at Strength 2 which always strikes first, ev
before charges. If another model has the ability to strike first, the mode
with the highest Initiative prevails. There are no Armour saves against
this atrack.

Massive Bulk: The Warrior bulges out of his armour that splits under the
strain of his enormous mass. He gains +1 Toughness, and suffers —1
Movement. If the model is mounted, his mount suffers —1 Movement,

B ——

DG
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|Z EEN] (.H

Roll on the Chaos Undivided Mutations table.

Result

Petrifying Gaze: The Warrior's gaze can cause his opponents’ bodies to o
to stone. The gaze is a bound spell with power level 3 and range 8" (needi
line of sight, naturally). Any model it affects must pass an Initiative check o
stay in place for the remainder of the game. They may not be harmed and
can do nothing for the entire game. After the game they recover
automatically, and so do not roll on the Injury table.

Distended Maw: The Warrior can dislocate his mouth to an incredible
extent, If he hits and wounds with three or more of his attacks against a
single target, the opponent is swallowed whole and removed from play wit
no saving throw, Ward save or Regéneration possible. After the game, roll o
the Injury table as normal for the swallowed madel.

Tendrils of Tzeentch: The Warrior has thick. ropey tendrils waving around
his body that can manipulate the winds of magic. A Wizard with this
mutation may re-roll any 1's rolled when casting, The second result stands,
even if a further 1 is rolled. This second result may cause Irresistible Foree
and Miscasts,

Protean Form: The Warrior's substance constantly flows, remoulding itself
in ever more bizarre, alluring or horrific forms. and minor wounds merely
disappear into the streaming flesh. A model with this mutation has the
Regeneration ability,

Roll once on this table (re-rolling results of ‘1" and ‘6") and once on the
Chaos Undivided Mutations table.

m
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Mourndark the Bloodrinker leads the charge against a rival warband

Result o
D6 Result
Roll on the Chaos Undivided Mutations table
_ 1 Roll on the Chaos Undivided
Bloodfever: The ruddy mist that surrounds the Warrior induces frenzy in Mutation table,
those nearby. The model is subject to frenzy. In addition, any model, friend
or foe, that is within 2" of the Warrior at the start of their Movement phase 2 Pendant of Slaanesh: A
becomes subject to frenzy for the remainder of that turn. pendant grows from the
Warrior's flesh, and pain merely
Burning Blood: Any cnemy taking the Champion out of action suffers an infuses the Warrior with
automatic 83 hit with no Armour save allowed, renewed vigour. Whenever the
Deafening Bellow: The Warrior can cry the name of his god at such volume Vertion Suffers A WERding hit
even the ground shakes, Enemy models in base contact suffer —1 to hit the (whether he saves it or not) he
Warrior on the turn that he charges. will immediaely make one
attack on the model that
Spellgreed: Each spell cast at the bearer merely fuels his unstoppable anger, wounded him, rolling to hit and
the arcane energies coursing through him adding to his Strength. He gets wound with his basic WS and 8.
+15 for each spell cast at him, successful or not, for the remainder of the gy
game, This nmg? take him over his maximum Strength value. 3 Wurd of Palm: ,bl:“u.fch‘h has
¥ gifted the Warrior with the
Mighty Blow: The Warrior may choose to attack with a single attack with +2 ability to speak one of the truc
Strength (added after other benefits, from weapons e¢te) rather than his words of pain. He can whisper it
normal number of attacks. If he chooses this attack, he may not benefit from to any foe in base contact during
using a shield in that turn. the Shooting phase. That model
must pass a Ld test or take a
wound with no Armour saves
allowed.
4 Hellshrick: Once per game, at
the start of any Magic phase. the
Varrior can emit a screech that
blurs reality and the Realms of
Chaos for a split second. All
Wizards on the board
immediately suffer a Miscast.
5 Conjoined Familiar: The
Warrior has sprouted a Familiar
of Slaanesh from his body. He
counts as a level 1 Wizard with
one randomly determined spell.
If he was already a Wizard he
gains an extra spell,
6 Serpent Body: The Warrior's
lower body mutated into that of
A Sorcerer of Chaos, f‘t{ﬂleté‘ with the A Champion of Slaanesh, with the a serpent’s. Gains +1 Movement
lenedrils of Tzeentch gift. This enables the .Sar_;{re.-r.! \ HU(_Q{I.-‘- g:ﬁ_ﬁ:um the Dark (;Iod.s‘. and +1 Initiative (can exceed
Sprcerer to re-roll any 1's when casting, The Champion gains +.[ .m.ho!b its usuzl makimum M aod ).
Movemenl and hiitiative.
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= CHAQS UNDIVIDED

‘D6 Result

1 Acid Ichor: The Warrior can spit
a thick ichor of poison and acid
at his foe. One of his attacks is
always at 54 with no Armour
save allowed,

b

Tentacle: Roll a DG:
1-2 A tentacle reéplaces one of

the Warrior's arms. May
NOt Carry 4 weapon or
shield in this tentacle. May
grapple with a single
opponent, forcing him to
lose one attack of the
mutant's choice, down to a
minimuim of 1.

'....L‘.
Jn

A tentacle sprouts from the
Warrior's body. May
grapple with a single
opponent, forcing him to
lose one attack of the
mutant's choice, down to a
minimum of 1.

G An extra arm has sprouted
from thie Warrior's body.
The Warrior may carry an
additional single-handed
weapon giving him an
extra attack, or carry a
shield in his extra hand (a
model may only ever carry
one shield!y Comes with a
hand weapon.

3 Extra Arm: An extra arm has
sprouted from the Warrior's
body. The Warrior may carry an
additional single-handed weapon
~giving him an extra attack, or
“carry a shield in his extra hand
(2 model may only ever carry
one shield!) Comes with a hand
wedpon|

4 Cloven Hooves: The Warrior's
legs end in cloven hooves, The
Warrior gains +1 Movement
(cannot be combined with
Serpent Body).

4 Horns: Mighty horns sprout
from the Warrior’s brow. When
charging, the model gains an
additional attack, which adds +1
to the model’s base Srength
value,

5 Bestial Visage: The Warrior’s
ace is twisted into a bestial or
daemonic visuge, The model

¢auses Fear,

That's it for this month's article. Keep vour
eyes peeled for next month’s White Dwarf,
where there will be an epic multi-player
battle between a bunch of us from the
Studio, as well as full rules for the scenario
for you ta re-enact it in your own Path 10
Glory campaigns, Until then, show no
mercy, and may the gods be with you...

D6
11-13
14-15

16-21

22

24

25

26
31

33

34

35
36-61

62-63

6%
65
66

I 1
Result
Dead.
Captured: The Warrior is captured by the enemy warband, and is
sacrificed to their god. The enemy warband gains + 1 Favour Point,
Multiple Injuries: Roll a further D6 times on the Serious Injury table, re
rolling any ‘Dead’, ‘Caprured’ and further ‘Multiple Injuries’ results.
Leg Wound: -1 Movement (if the model was riding a steed, roll a further
D6: 1-3: Steed loses 1 Movement, 4-6: Rider loses 1 Movement).
Arm Wound: Roll a D6.

1 Severe Arm Wound The arm must be amputated The Warrior
can only use a single one-handed weapon from now on,

2-6 Light wound Miss next game,

Madness: Roll a Do
1-3 The Warrior suffers from Stupidiry.
4-6 The Warrior suffers from Frenzy.
Smashed Leg: Roll.a D6:
1 The Warrior may not make march moves anymore, but may still
charge. (If the model was riding a steed, roll a further D6: 1-3:
Steed suffers the penalty, 4-6: Rider suffers the penalty).

2-6 Light Wound Miss next game,
Chest Wound: -1 Toughness.

Blinded in one eye: randomly determine which eye -1 BS, If the Warrio
loses all its eyes, it must retire from the warband.

Old Battle Wound: Roll 4 D6 at the beginning of each game On a 1 the
Warrior must miss the battle.

Nervous Condition: -1 Initiative.

Hand Injury: -1 Weapon Skill.

Deep Wound: must miss the next D3 games.

Full Recovery

Bitter Enemy: From now on the Warrior Hates the following (roll a D6):
1-2 The Champion of the enemy warband,
3-4 The entire enemy warband.

5-6 All warbands devoted to the Chaos Power that the enemy
warband is aligned to (re-roll if they worship the same power).

Hardened: immune to Fear.
Horrible Scars: causcs Fear,

Survives against the odds: + 1 Favour Point.

= NMODELS TAKEN OUT OF ACTIOR

This is an expanded Injury table that vou might like to use when your models a
‘killed' in 2 game. In our Studio campaign, we only used this table for our
Champions (keeping things simpler), but if you want a more detailed game, you
could extend this to all your models.

To use the Injury table, roll 2D6. The first dice represents ‘tens’ and the second
‘units’, so a roll of 1 and 5 is 15, a roll of 3 and 6 is 36 etc. This type of dice roll
is referred to as a "D66 Roll”

Favour Points can be used to alter the result of this table = it costs 2 Favour
Points to alter the first dice rolled (tens) and 1 Favour Point to alter the secon
(units).




his month, we take a look at how
§pace McQuirk’s Nurgle Warband
came about...

Space: Nowadays [ find it difficult to
pick up a figure without artacking it
with a pair of clippers. It's not that |
don't like the models, far from it. The
eurrent range of Chaos rates high
gmongst my all time hallowed
favourites, but more than anything |
love the idea of owning a truly unique
collection.

With this in mind Nurgle scemed 1o be
an obvious choice for my warband,
there are endless possibilities to make

the models look grotesque, but it was
when I rolled up a Minotauar that my
warped mind began to work on
overtime. | wanted him to be absolutely
repulsive, so using Green Stuff |
sculpted a huge Belly on the beast,
detailing it with even more foul
additions.

The Chaos Warriors were converted
using Zombie heads to give them a
really discased and rotien appearance.
Having always thought that Nurgle suits
a rather direct and unsubtle approach 1
was pleased to roll Great Weapons for
my Chaos Warriors, To my great joy il
meant converting the figures, and there

is something about a dirty, spiky mace
that fits in well with Nurgle.

[ used this spiked mace as a running
theme for the warband. 1 find once you
have a theme go, with it as often as vou
can, I've used bellies, maces, and
Zombies, combined with a dark and
dirty paletie to make my foree look
cohesive. The boys have proven deadly
so far, undefeated on the bartlefield and
helped by advancement rolls thar have
obviously been blessed by my patron
deity. 1 relish my next fight but, at
present no one seems willing 1o take
me on. Come and have a go if you
think vou're hard enough!




Although based in Germany,

Marco Schulze is an avid attendee of
' Warhammer 40,000 tournaments, and
because of that we had the opportunity to
. cast o very admiring glance at his Tyranid

army that featured in August’s Warhommer

| 40,000 Grand Tournament heats. Marco Schulze’s Tyrunid army

Two and a half years after its : N ok NG N

creation, Marco Schulze's Hive S

Fleet Moloch has swelled to a very
impressive size. His original decision
to create the army owes mueh to the
Ridley Scott ‘Alien’ films, something
deeply apparent in his decision to
include a unit comprised of
‘assimilated” humans in a Mind Slaves

|1 i squad.

Marco cites the Lictor as his favourite
model reasoning that, more than any
other figure, it is the closest to

Jes Goodwin's original concept sketches,

.. 'I
H
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The Hive Tyrant prepares to impale its vickim,
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64 MANCHESTER’S GRAND PLAN

Anyone who visited the last
Games Day at the National Indoor
Arena in Birmingham couldn’t fail
to miss Manchester’s awesome
Games Day table. We sent Mark
Chambers to visit the store to get

1 the story...

As soon as you walk through the doors of
Games Workshop's Manchester store you get
the feeling that the staff there are thinking on
a grand scale. From the 10" high Ork warboss
in Mega armour that commands their
greenskin horde to the huge 16' gaming
tables that draw you through the doors,

Two of the Manchester store’s tables are
definitely worth mentioning — the
Warhammer 40,000 table that comprises of
a crashed Necron Tomb ship, and a
Warhammer table especially made for this
year's Games Day (more about that later),
Another item of note is a large diorama,
which shows (in gory detaill) the last stand
of a company of Ultramarines as they are
assailed by countless Tyranids before the
gates of an Imperial palace. The Manager
of the store, Paul ‘make it bigger' Evans, is
well known for his ‘eccentricity’ when it
comes to the Games Workshop hobby. |
took some time to talk to him about his
Games Day table, which was one of the
highlight games at this year's show. This is
what he had to say:

‘We started planning for this year's Games
Day three months before the event, We
were given the task of building a Lustrian

I T e R T e e s syt

MANCHESTER'’
GRAND PLAN

GAMES WORKSHOP MANCHESTER’S GAMES DAY BI]

battiefield and making up a story-driven
game which would last the whole day:,
Straight away | thought it would be too
easy to do a simple Lizardmen versus
whoever battle, so that evening at the pub
(i's actually amazing how many ideas
have been generated there) we put
together a cunning plan! All the staff love
the Gotrek and Felix stories by William
King as it seems that these two great
herces end up all over the Old World
fighting powerful enemies. Two of those
enemies are really cool, namely Thanqual
and his devious flawed plans and the
Chaos brothers from the ‘Beastslayer'
novel who seek to create a world of Chaos!
So a plan began to emerge, but what
about a storyline?

LET ME TELL YOU A TALE!

Eons ago a huge meteorite fell from
Mordsleib into the Lustian jungle. The Old
Ones built a pyramid city over it and sealed
it with plaques of power. Recently
Thanquol has acquired certain plaques
which tell where this Warpstone is located.
Thinking of power and glory he promptly
steals a Tilean ship, fills it with his troops
and sets sall...

In the north the Chaos Sorcerers, K
and Lhoigor, are given visions of a
Warpstone meteor in the Lustrian ju
and how it would allow the summon
daemonhost that could conguer the
Nine of their greatest Sorcerers are
dispatched with an army of warriors
seize this Warpstone. Gotrek and Fe
a force of Slayers are once again ai
and seeking a worthy death. They a
search of a great foe in Lustria, whit
threatens the whole world.

Sound far-fetched? Well, we loved the
Now came the time to plan the board,
was done with a pen borrowed from t
and drawn on the back of beer mats!

decided Thanquol wouldn't be happy
just ane metear of Warpstone but wot
it instead to power the biggest Warp c
ever created to obliterate Mordsleib al
send thousands of Warpstone meteor
plummeting down onto the Old World
mad you know!). So the board consis!
Lizardmen temple, a Tilean ship and ¢
cannon over 6' long!ll The forces wou
Thangquol and 6,000 points of Skaven
(lots of Clan Skyre), the nine Sorcerer
Tzeentch and 6,000 points of Chaos,
Gotrek and Felix's Dwarf Slayer retin




HOW WE MADE IT

‘The board took three weeks to build. We
it it out of MDF and then textured it with
“eand and PVA. Tiles were made out of

| monster and Warmaster bases and all the
{yéirian glyphs were cut out of thick card.
Tha Warp cannon was made from

gomestic plastic piping from a hardware
siore and the cannon frame was made out
ghardwood covered in shaped lollypop
slicks (much more durable than Balsa

yood), Our one extravagance was the
larpstone meteor, which was made from a
wund sensitive plasma-ball covered in

green plastic gel (it glows when you cheer
ot the table senses movement — which was
al the time at Games Day).

The painting took a single day. We went to
atravel agent and asked for some South
imerican brochures within which we found
tictures of the South American coast and
{iea buildings. We then mixed up paint to
maich In big tubs and used an airbrush to
#oply the calour.

g0, complete with a great looking tabie,
jiree great armies and an epic story we
went lo Games Day...

THE GAMES DAY EVENT

GAME 1 = THE ASSAULT ON THE SHIP

While the Skaven force looked on in awe
s Thanguol began to power up the Warp
zannon, Gotrek and Felix disembarked

fheir airship along with 30 Slayers and
tempted to fire the airship’s on-board
whnons at the Warp cannon to destroy it!
linknown to them, 20 Rat Ogres burst

fom the hold. All hell broke loose with
‘Goirek and Felix attempting to fire

annons and Slayers attempting to cut
down their foes, This was played using the
‘mish rules from the Warhammer
Uilebook and ended with all the Slayers
ing killed and the remaining Rat Ogres
yying o tie up our heroes who strategically
an from the boat into tomb tunnels to try
3 get to Thanquol! All their cannon shots
tad missed but made a mess of the

- Skaven between the boat and the Warp

' apnon itself!

GAME 2 - THE CHAOS ASSAULT

Thers were some important rules for this

' aitle. Firstly, the forces of Chaos had the
' gement of surprise on their side and got to
move their force first against a

jeorganised Skaven force. Secondly, we

- made up the following fiendish rule.

| fasically the temple-city was covered with
sgreen mist and arching electricity from

e Warpstone. The Sorceters knew all

helr relevant spells, but if they were to roll
amiscast, then Warp lightning would erupt
wm he Warpstone towards the Sorcerer
fiolowing all the rules for a normal Warp-
fghining cannen). With nine Sorcerers on
Wiz Chaos side this meant catastrophe as

i

ime and time again they miscast seeino | —
e

literally hundreds of their force atomised
(calls of “stop casting”, followed by “it can't
possibly happen again”, were heard over
and over!), The result was that the. Chaos
forces were in no condition to fight when
they were engaged. A win to the Ratmen,

GAME 3 — THE RIDERS OF CHAOS
The last major engagement of the day saw
the cream of the
Chaos army —
massed Knights
and chariots —
being met by the
Clan Skyre
contingent of the
Skaven. With all their
Sorcerers dead, it was
time for some toe-to-claw
action. The cheers from
the Skaven side echoed
through the hall as Jezzails,
Ratling Cannons and Warp
cannons (surely blessed by the
Vermin Lord himself) destroyed
unit after unit, Although the forces
of Chaos made the Skaven pay
dearly in close combat, they just did
not have the numbers to carry the
fight and were killed to a man.

MEANWHILE, THE TRICKS OF FATE

The Warp cannon was charged and ready.
All Thanquo! had to do was pull the lever.
Step up our heroes as they leapt from a
secret tunnel to engage their arch-enemies,
Gotrek made short work of Boneripper
(again) but was too far away to help

his comrade.

Felix was, however, fairing well and had
Thanguol hit and wounded with only his
last wound remaining. It was the last roll of
the game. Thanquol saved and ducked
under Felix's blow which hit the activation
lever and set off the cannon...

This is where we left it on the day. William
King, author of the Slayer series and
creator of our protagonists, watched the
game and thoroughly enjoyed the final
twist. We hope to play out a ‘what
happened next' battle at another event
with an even bigger table!

Sometimes a lot of hard work is
really worth it. Keep your eyes peeled as
| hope to revisit in the near future!

Anyone in the Manchester area would be
well-advised to visit the Manchester store,
if only to see what happens when you start
thinking big. You can find the stare at:

Unit R35, Mardsen Way South,
Arndale Centre, Manchester
(Tel: 0161 834 6817)

The table in alf its g

lory, all 16" from
Lizardmen temple to Tilean ship,
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The massive cannon
only just fits in to the
Manchester store.
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ANGELS OF
DARKNESS

by Gav Thorpe

The shameful
secrets of the Dark
Angels threaten to

be unleashed
(uring the routine

policing of a
hackwater planet.

Novel
Only £5.99

DARKBLADE 111
Throne of Blood

The outcast Dark
Elf, Malus
Darkblade, must
counter betrayal
from within his
swn blood clan in
der to reclaim his
rightful place
within the evil
fortress of

Hag Graef.

Gra_phic Novel
Only £7.50

FROM THE
BLACK LIBRARY
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. "MARK OF
DAMNATION

BY TAMES WALLES
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Available from all better bookshops
and Games Workshop stores.

www.blacklibrary.com

MARK OF
DAMNATION

by James Wallis

Hoche has dedicated
his life to fighting
the corrupting

:| powers of Chaos -

but he soon learns
that all is not black
and white when a
shocking discovery
leaves him battling
for his very soul!

Novel
Only £5.99

WARHAMMER
MONTHLY 65

The all-action comic

In this month'’s
issue; the Catachans
blast out of the
jungle! The blood-
lust of the Lone
Wolves reaches
fever pitch! More
dark shocks in
Bloodquest! Plus
features and
interviews.

Comic
Only £2.50
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Chem-master, Primogenitor,
Manflayer. Fabius Bile is known as
¢ many things in the Warhammer

© 40,000 universe. As our new series
Elé continues, we turn our focus towards OF TH E 4 I ST M I llEN “ I u

I | aman who claims to have unlocked
f.; . the secrets of the creation of the

! Emperor’s Primarchs. FABIUS BILE, PRIMOGENITOR OF THE TRAITOR LEGIC

Follow me my children and the
glory of victory shall be yours
We shall cleanse ourselves in fl
crimson waters of the enemy. \
shall bring the ccstasy of quick
release to those who stand belc
us. We shall give bloody praise
to the Lord of Pleasure and. sis
his name as we dance across th
fallen. Follow me my chi]drnn.
and you shall taste the undrean
joys that lic beyond the bound

ol mortal sense.

Fabius |

Fabius Bile has travelled the galax
more widely than any other lord of
Traitor Legions. On Dimmamar he
known as the Chem-master, on
[X and in the Bray system he
called Manflayer, to the wri
tribes living among the
ravaged hives of Pare
V, he is the Clonelc
He calls himself
‘Primogenitor’, clain
that he has unlocker
secrets of the Emper
work in the creation
the Primarchs anc
first Space Marine

Bile's alchemical
knowledge and sk
genetic manipulat
can be attested ic
every planet he h
contact with, for he
left a trail of foul dey
_ and twisted abominat
¢ wherever his ships have lai
His name has become a cur

a the Adeptus of Earth as his
pollution of Mankind's gene-p
has become ever more appare
Whole populations have had to be
out by the Adeptus Astartes as the
attempt to purge Bile's creations w
and sword. Mostly they find once-
civilised planets populated by ragg
hordes of debased, shambolic. mo

[T ! .
e T, < >

However, in several battles the
Emperor’s Space Marines have
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encountered fierce resistance from a
hardened cadre of enhanced humans
that fight with the strength and cunning
of devils. These altered spawn of Bile's
experimentation exhibit strength, speed
and intelligence many times higher than
the human norm and are depraved,
psychotic killers. These are Bile's
proudest creations, the pinnacle of his
arts, the New Man he would see spread
throughout the galaxy: fickle, selfish,
obsessive, aggressive, treacherous, and
murderous. Each of Man's worst traits
has been bred into these creatures and
married with the psychology of a tyrant
and the strength of a madman. Even the
Inquisition do not know how many of
fhese abominations have escaped into
the galaxy but they do know they are
almost impossible to locate until their
incipient psychosis sends them-on a
manic killing spree.

Bile is a renegade even from his own
legion. He held the position of lieutenant
gommander of the Emperor’s Children at
the time of the Heresy. The Emperor's
Children invaded Earth with Horus but
fook little direct part in the fighting

around the Imperial palace. Instead they
descended upon the civilian population
of the administratum, the complex
infrastructure of clerks, bureaucrats,
curators and menials who coordinated
the efforts of the far flung Imperium.
Whole families of staid scribes and
faughty prefects fleeing the battle zone
were hunted down by the Emperor's
Children and incarcerated in dreadful
onditions. More than a million prisoners
were rendered down to supply an array
of stimulants and intoxicants for the
orrupt renegades as they sought ever
wider pleasures.

Perhaps it was at this time that Fabius
Blle started along the dark pathway
which would bring such woe to whole
planetary populations, He was certainly
foremost in experimenting on living
prisoners, keeping them alive in their
forment for weeks at a time. Even
amidst the carnage of the Heresy his
fascination was with life, not death. Bile
a(lad the Emperor’s Children as they
slpped further into the embrace of
Saanesh, altering their brain chemistry
psharpen their senses and connecting
lheir pleasure centres to their nervous
sstern so that any stimulus would bring
mem unholy joy. But as the Emperot’s
Children lost themselves in sensuality,
fle moved further and further from

lhem.

Bie eft Earth before Horus's defeat,
gcompanied by a handful of altered
folowers. He moved through the wartorn
Inperium from planet to planet, system
Ihsystem offering his assistance to the
rhel forces in exchange for prisoners,
genetic samples or ancient technical

{ora. Many ambitious planetary

werords came to rue the day they

Anather setttement falls to Bile and his Biack Legion cohorts.
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. ON NEOPHYTE ZYGOTE
'IMPLANTATION AND THE
RITES OF TRANSMUTATION 5’*

Enrﬁ of the legions fas now, as ever they d‘|
_;J:uu d a stream of aspiranes seeking ro lfrnw
| wpon our mercy in the vain hope that we i
_worthy to join our ranks. Those loyal fo tfﬁfvfﬁunﬁm
. corpse on Terra still cling to their awn}n_
ﬁ _perfiaps one.in a hundred neophiytes mm;"ﬁ‘ir ¥ W?Mamd
-~ a bartle-brother. The methods I have developed over the last
'm;ﬁ‘e:»mm are more mmﬂmr for we must be pure in our
fnm:f and hrrm"gf heart, body and soul. Fewer than one
fﬂ every thousand survive, and 1 strive each day to
ﬁu_g:ﬁen these odis still further.

E* wﬁm: the loyalist lackeys may take but a short span of years
to complete the zygote implantation process, 1 will drasw the
_pracess out_for as fmrg u'pcrwd' as the aspirarnt may fear. The
';mmﬂgﬁr of subjects will assert the poswer of his will upon the
" process itself, thus speeding the ﬂan._\-fm mation: these make by
L;far the most_promising of initiares.

W}fe exact implantation procedure will depend upon the legion

* EJ whiom I am m:pﬁued as I have SITHVEI_[:,&II these Inm}

 millennia to maintain the ma’w:d‘ma_ﬁf}mfﬁ_} gfem: :xhwinil'
mme legions are mimng cer!&n,.,yﬁa}‘e '-aﬂmﬁétﬁers fer to

b varying d’erﬁecs )‘rum wfﬂtﬁiﬁ'ﬂg‘ﬁ 'nﬂ‘aﬁﬁﬂ cach. @gmn
: i f'Prm‘:!gm" ] ‘f‘

¢ _sggﬁf to maintain
o i:lfi;rw;d"b: fertiis of
ocl ;a?.'-'n'ﬂ"rfow:r by the
~i‘J exuemeﬁynﬁ:

0

it c::ﬁ@':rr; of the Night
| g{lav‘fd} and/,a/sjtcf part

| 1hm. an re

i ijrur:c 1o

have mken Jrgps to ensure th
¢ of the potentiafly disastidus effects of this
rcfdﬁan.rﬁrp Utilising fic prize recovered by the
' Tidra Cord’arus rﬁg Daya:!r:r mnri !us

T T T T e o e o e e e e B O A

HARBRINGERS OF (HAOS

; *{ﬁﬁfmwﬂmkm ‘i}wp@i ﬁrs 'h’_lfanmlu Rubric.

N srm;g:ﬁ_s {E: rfu- {cqmﬁ e

A ?-
.ﬁﬂ@vﬁ;ﬁ 7.

feeble Space Wolves Chapter and the subsequent extraction o "

Other leqlons o _ "
degrees. The Tron Watrriors, the embittered sons of g =
Pertitrabo, suffer from an asynchronous Biscpoca qlan
making rﬁcrriyranf to accasional winor deformation-of
limbs. They murhm{j substitute mutated extremities wirh
Lgém netierey wits. The Tl‘mmmuf Sons were so rﬁccre-

S

dbwn_fmm 'I
s defines the

w--v\
ach gffﬁ?&qwns regere“]‘ﬁ'& le-see ;
~creatat, ang iy was the' s:ﬁaﬁaﬂ&ﬁﬁ"_
{ R0k )
: A

é“LA M. ATJON

1 'hmﬁ Fm mmx #enrrlﬂts ou
1. fig ae‘,’?ru-ieafag__ 7 Jggﬁﬁm; i _; tf the Cam;‘grwml

2o A
Rffﬁariau mﬁﬁ@ ) of
of t,xrrer.-:.-:_pnmuq‘m I': igg: red wfuu,lfcr the subject atremp .
to sleep. At first the peror’s Children welcomed this ew
experience, for there exists within its ranks a cult that
encourages its effects. However, for the remainder of th the
legion, and for new aspirants such an affliction is
undesirable. Following the capture of a scout belonging to

his Camﬁpsmﬂ node and Progenoid gland I have s w_;ntfimi:
a course of corrective therapy, which can be ezpphm" bl g
‘subject ﬁrar:nj the Primarch Fulgrim's gene-mark. Ir .

appears that the Canis Helix of the Space Wolves is able to ﬁ
counter the negative effects experienced by the Emperor’s "

L
1

~ Children, due perhaps to the pitiable Sons of Russ's

predominantly nocturnal metabolism. To date, few !-n_yemrl?‘
Childven have taken up the treatment, preferring as they a‘a i
to explore every new experience to its very limir.

ON GENOMANCY

At the heart of my reclusium, sealed behind wards of
unﬁ:mcﬁaﬁ&yawer and guarded biy the finest of my
practorians lies the means by which Chaos shall win the ﬂmg

war aqainst the False Emperor. Through forbidden wrempﬂi@
not attempted in acons I have mﬂ’m“fmrf’ and bound a powe

‘from the warp, a composite being of mutated flesh mm’_pmmﬂf
spirit. This being serves but one purpose; it is nought more
than a massive, bloated, infernal womb, within which I fa ;
mrwrrfu{m rnfrwﬂrm_j the rmxrgnumnon c_vfrmr kmrf The.

of our erstwhile Br.‘:rﬁwﬂ in the wmkﬁnq fnjm"’

chapters. Even now, as I create these creatures with
which to swell the vanks of the legions, those forces
qo farth info the Imperium of Man to bring down 3
the Emperor’s lackeys. Whar delicious.irony that o
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Fabius Bile makes his escape from Arden IX as his Word Bearers allies attempt to halt the oneoming Salamanders.

pined their fates with Fabius Bile as his
Jfrocities and acts of mass genocide
den repelled even their own

ypporters. Nonetheless the assistance
inat Bile could offer was potent. His
seums could transform mediocre
wlence troopers into ravening super-
yidiers or he could use the black
whnology of cloning to mobilise
wousands of 'perfect warriors' within a
natter of months.

At all the spawn of Bile's experiments
wuld not hold back the furious tide of
jyalists that boiled outward from

4iaged Terra. Retribution finally caught
1is in the Arden system, where he was
pporting the excesses of the renegade
lird Tyrell in exchange for foetal

mterial. The Adeptus Astartes

wmmeted dewn upon the corrupted

wid of Arden IX like fiery angels of
geance. The flesh refineries and
Jning vats burned in a single night

whore the righteous fury of Space

Ihines of the Salamanders Chapter and
3l had to flee once more. This time,

ijs harely escaped with his own life as

his ship was crippled by an Imperial
Gothic class cruiser as it fled once more
into the dubious safety of the Warp.

Like much of the flotsam of warp space
Bile's vessel was drawn into the Eye of
Terror. He drifted there for an age until

by chance or the design of some dark
god his ship was caught in the gravity
well of an ancient daemon world. Onee it
had been one of the planets which
harboured the brilliant, scintillating
civilisation of the Eldar before their
spectacular fall from grace. Now it was a
crone world of twisted darkness and
crawling madness and here Bile made
his new home.

He soon discovered that the shattered
Traitor Legions in the Eye of Terror had
desperate need of his services: they
needed cloned warriors and slaves by
the score but most of all they needed
the precious progenoid gene-seed
organs to create more Space Marines
warriors so that they could attack the
Imperium with renewed vigour. Fabius
Bile eventually negotiated a delicate
position with the Traitor Legions. They
each needed his services but he refused
to aid any one legion more than any
other. In this way his safety has, thus far,
been assured.
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ADODD

The Night Lords have always B R I “ E R F
belonged to the darkness. The

black seed of their Primarch

" infected them with violence and
despair. Now you can field a Night
Lords army using the new

. minatures. The rules for the Night
Lords can be found in Codex: Chaos
Space Marines.

The Night Lords Chaos Space Marines Miniatures

Night Lords Chaos Space Marines squad with Aspiring Champion and heavy bolter.

»
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sudden shout from one of the
forward observers roused Utiel
from his melancholy thoughts and

he swiftly took his position next to
Idacus. He saw movement through the
burnt out shell of the Thunderhawk,
flashes of bluc and gold. and heard a
throaty grinding noise. The sound of
heavy vehicles crushing bone and armour
beneath their iron tracks. Darting figures,
also in blue and gold, slipped through the

wrecks, their movements furtive,

With a roar of primal ferocity that spoke
of millennia of hate, the Night Lords
Chaos Space Marines finally revealed
themselves. Battering through the wreckage
came five ornately carved Rhino armoured
personnel carriers; coruscating azure {lames
writhing within their flanks. Uricl was
speechless. They resembled Rhinos in
name only. Bloody spikes festooned ever
surface and lcering gargoyles thrashed
across the undulating armour, gibbering
eldritch incantations that made Uriel's
skin crawl

But the supreme horror was mounted on
the tanks frontal sections.

The still-living bodies of the
Ultramarines Assault squad were crucified
on crude iron crosses bolted to the hulls.
Their armour had been torn off, their
ribcages sawn open then spread wide like
obscene angels’ wings. Glistening ropes of
entrails hung from their opened bellies
and they wept blood from blackened,
empty eye sockets and tongucless
mouths. That they could still be
alive was impossible, yet Uriel
could sce their hearts still
beat with life, could see the
abject horror of pain in their
contorted features,

The Rhinos continued forwards, closely
followed by gigantic figures i
blue power armour. Their arme
edged in bronze and their ficlin :
moulded into dacmonic visages ﬁi‘&t
blood-streaked wings. Red wmg:d S&ull
icons pulsed with unnatural life ‘o8 1
shoulder plates. Idacus was the firs ',—";b
overcome his shock, lifting his bolth ud'

pumping shots into the a@r '
nght Lords. ‘Kj ;

-' T 1
Kill them! he bellowed. "Kill them alll"

Uricl shook his head. throwing off the
spell of horror the spectacle of the
mutilated Ultramarines had placed
upon him and he levelled his
pistol. Two missiles and a
lascannon shot' punched towards

the Night Lords. Uricl prayed

the tortured souls crucified

on the Rhinos would forgive them, as two
of the tanks cxploded. veering off and
crashing into the side of the bridge. The
prisoners burned in the flames of their
destruction and Uriel could feel his fury
rising to a level where all he could feel
was the urge to kill.

Every one of his shots found its mark,
but unlike the poorly equipped defence
troopers, the Chios Space Marines wore
the finest armour and would not run. The
Night Lords had once been the galaxy’s
finest warriors, the equal of the
Ultramarines in all but purpose. Where
the warriors of the Emperor fought to
defend the Imperium, the Night Lords
sought to destroy it, fighting for the joy
of slaughter and the material rewards it

could bring

The Space Marine next to
Uriel fell, a holter shell 4
detonating within his

chest cavity, He l

collapsed without a sound. and Uricl
swept up his bolt gun, emptying the
magazinc into the Traitor Legionnaires. A
handful of Night Lords were dead, but
the rest were closing the gap rapidly. Two
more Rhinos died in fiery blasts.
Disciplined volleys of bolter and
lascannon fire from Ultramarines in the
bunker kept hammering the ranks of
Night Lords as they attempted to overrun
the gun nests. But few were falling and it
was only a matter of time until the
traitors reached them.

Excerpted from the short story
Chains of Command by Graham
MeNeill, published in the

Black Library anthology,
Words of Blood,
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usty, tattered robes brushed along
'th: stone floor as Rastaph shuffled
from the deep shadows of the
iry-temple, leaning heavily on a staff
¢d in his skeletal hands. Stepping
1 burning sunlight, he raised his
¢ face to the sky, staring with milky
ato the heart of the sun. In a dry,
; voice, he intoned the ritual words
otion to the mightiest of all the
riding his burning chariot across the
Rastaph appealed for the holy aid of
o god in the forthcoming battle
t the interlopers who dared enter the
ands.

g heavily, Rastaph gazed over the sand
the gleaming army of his holy king,
wop the Second. His licge was standing
y on his royal war-chariot, directing
yions into formation. It was a well-
ed battle line, the long dead warriors
fought in hundreds of wars over the
nia, and they moved in perfect unison
y wheeled forwards, raising their

as one and linking their shiclds

h whispered to the desert-spirits, and
ly a wind picked up where a

ot before the air was still. Sand

to swirl around him, gently at first
rowing stronger by the second. Raising
ms, Rastaph lifted his cloak around
ike a pair of tattered wings as the
began to whirl around him fiercely.
the biting sand completely obscured
rom view and he became as one with
ements, The focused sandstorm began
e, carrying Rastaph with it as it

ed across the open sand towards the
of his Tomb King.

*hEKK

Duke Theuderic wiped his forehead with a
cloth before tossing it to an attendant
squire. He accepted his gourd as it was
passed to him, allowing himsell only a
mouthful of the tepid water. It barely
moistened his dry, sun-baked lips. He held
his arms outstretched as another squire
tightened up the buckles on his shoulder
guards, and tried vainly to brush the sand
from between the armoured plates. Waving
him away, Theuderic walked towards Lady
Aliette, How the fair damsel managed to
keep herself looking cool and calm even in
these harsh conditions, he didn't know. He
bowed to the lady, who curtsied in return, a
flash of fcy light glinting in her cool eyes.

“Shall T lead the knights in prayer,
m'Lord?” she asked. her voice as
smooth as velvet.

“If you would, Lady Alictte,”
Theuderic replied.

The Duke looked over his faithful kaights
as they dropped to their knces and bowed
their heads, helmets held under arms. He
saw the young paladin Marc, bearer of
Theuderic's heraldic standard, give him a
quick smile and nod before he closed his
eyes for prayer. Such belief was written in
the shining cyes of the knight that he
could not help but feel that his quest
must end in success.

Turning on his heel, Theuderic dropped one
knee to the hot sand. Before he closed his
eyes, he stared across the desert. Panly
hidden in the haze of heat that blurred the
horizon and a swirling cloud of dust and
sand, the army of the cursed, dead foe
was manoeuyring into position. He
kissed the tress of fair, blonde hair

that was pinned to his cloak, and closed his
eyes. Lady Aliette’s voice carried out across

the desert as she began to invoke the
blessing of the Lady of the Lake.

ek

King Kerathop the Sccond turned his
skeletal face towards the form of the liche
priest Rastaph materialising within the
cloud of swirling sand. The whirling cddy
of wind dropped to sudden stillness, sand
falling to the ground, and Rastaph bowed
his head in respect to his king,

"The gods are with us this day. priest?
spoke King Kerathop. his voice
unfathomably deep, dry and sepulchral,
filled ‘with undeniable power and authority.

“They are, my king. Yet another victory
shall be carved into the walls of your
chamber for all time”

The ancient Tomb King made no response.
He turned to gaze along the battle line,
sceing his warriors standing statue-still,
awaiting his commands. They had fought
faithfully at his side during their lifetime,
and death was no end to their loyalty.

For all eternity they would serve him,
guarding him and fighting those who
would be his encmy.

Raising an arm, tightly bound in preserving
cloths, he raised his ceremonial blade, As
one, the formations of soldiers stood
sharply to attention.

“Join the ranks, priest.”

Lowering his weapon so that it pointed
towards the heathen foe across the
battlefield, he led his army of the dead
into battle.
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Pete seholey

Pete: What a great honour it is to launch
the new Tomb Kings Army book by
being invited to play in their first battle
report against my good friend Adrian
MeWalter. We have fought many battles
over the years and there is always a
competitive edge to our encounters. The
fact that he normally wins is going to
spur me on to get the best out of the
new army and send his lances back to
Bretonnia. However, from the outset |
want to demonstrate the abilities of this
new army which works quite differently
to any other in the Warhammer world,

We would be playing a Pitched Batle
scenario which is the type of game we
normally play in competitions, only this
time we both had the edge by knowing
exactly what opponent we would be
facing before the game commenced.

Bretonnians, lots of fast moving knights,
lots of nasty lances and most worrying
of all, the possibility of facing the Sword
of Heroes, which really could wreak
havoc with my Tomb King and Bone
Giant. But you should never let the

LET THE CHA

B —— S—

threat of something prevent the
formation of a battle plan, and you
should hopefully have a contingency to
deal with anything the opposition can
throw at you.

I always take a Tomb King and put him in
a Chariot. I wanted to take the fight to
the Bretonnians as 1 know | am going to
get charged, and there is very litde in the
Tomhb Kings army that can survive a
wounding hit from a lance, even the
Tomb King would be hurt. So 1 decided
to go for a very combative force and use
minimal shooting power. 1 expect the
Bretonnians to Pray to make my
Scereaming Skull Catapult and Archers less
effective and so 1 took just ten Archers to

supplement the Screaming Skull Carapult.

These would deal with any Mounted
Squires and Pegasus riders that could
threaten the Screaming Skull Catapult,

My main plan was to use two units of
Skeleton Warriors with hand weapons,
shiclds and light armour. These would
hold the centre of my line and push
forward to soak up the charge of the
advancing Knights. Using blocks of
nineteen (leaving a free space for the
Liche Priests initially) meant 1 would
have a full +4 combar resolution at the
start of fighting. 1 would hope to survive
the charge, rebuild my units in the
Magic phases whilst utilising the faster
moving and hard-hitting clements of the
army to countercharge and inflict
decisive damage. Sounds simple.

But things have a habit of going wrong so

I would need an army with the ability to

NTING BEGIN

muove quickly and hit hard, Knights have
a good Armour save and can match me
on the charge. So 1 took the Bone Giant
and a unit of three Ushabti to act as my
hattering rams, Both of these units are
constructs and so will last longer when
facing outnumbering units. Bur more
importantly is their multiple Strength 6
hits which will slice through the Knights
armour (-3 from their armour save), The
Bone Giant has the ability to wipe outa
unit of Knights on the charge with his
special Unstoppable Assault rule whilst
the Ushabti can go toe-to-toe with
anything in a straight-up fight.

The Tomb King would join a unit of
three Chariots with the War Banner,
With his magical ability to move this
unit, 1 could afford to leave him out of
range of the Liche Priests and would be
looking for him to get around the rear
of the Knights' wedges. Finally, a unit o
twelve Skeleton Heavy Cavalry with the
lcon of the Undyving Legion (the unit
regaing D3 wounds per Tomb Kings
magic phase) would take up a flank. |
would look to move them slowly down
the flank in the first couple of turns
hetfore being in range to charge. The
Icon would again allow them to remain
outside the range of the Liche Priests
and repair any wounds at the start of
their turn.

So there it is, Soak up the charge, get
down the flanks, keep the army moving
and replenished whilst using missile fin
to redude the the effectiveness of
the Bretonnian charge. Lik
I said, it sounds simple,
now let’s see how it goes.
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FORWARD, SONS OF BRETONNIA, FORWARD!

Addricin McWalter

Adi: 1 am really looking forward to this,
The chance to get one over on Pete,
which is nothing new, as well as giving
me the inspiration to paint up my
Bretonnians for the first battle report
involving the new Tomb Kings army.

Itisn't going to be easy. 1 had been
imvolved in the development of the
Tomb Kings list and so | had a good
appreciation of their strengths and
weaknesses. Not only have they the
psual attributes of the Undead, - cause
fear, never run away; but they have
aecess to wonderful war machines and
rock hard units, as well as being highly
manoeuvrable and magically relentless,

Bretonnians arc all about charging
Knights and my army was going to be
built up around three solid wedges
which I hope to use to'smash into the

Tomb Kings ranks and inflict a guick kill.

But things don’t always go to plan,
particularly when facing the Undead. 1

would normally take smaller and more
numerous blocks of Knights but decided
that safety in numbers would be more
prudent. Unit strengths of 20 should not
auto break if beaten and coupled with
the Grail virtue of my characters, the
Grail Knights and the Valorous Standard,
I hoped to be able to withstand the
psychology and light my way to victory.

The centrepiece of my army will be a
unit of Grail Knights which will contain
the General and Bartle Standard Bearer.
The Banner of the Lady (enemy units in
contact with the banner bearer get no
combat bonus for ranks) and War
Banner (+1 combat resolution) will
negate the effect of massed ranks of
Skeletons and coupled with their
immunity to psyvchology, they should be
able to punch their way through
anything the Tomb Kings can put in
front of them.

Knights of the Realm with the Valorous
Standard (the unit rolls 3D6 for all
leasdership based tests and discards the
highest) can usually be trusted to pass
most Leadership tests and this will be
important in their role for taking out
any constructs and Chariots whilst the
Errantry Banner, (giving the Knights
Errant a Strength 6 charge) should be
enough to deal with any cavalry or
smaller units of troops.

The threat from war machines is always
a worry for costly Knight units. Either
the Screaming Skull Catapult or the
Casket of Souls offer no Armour saves
and so [ had o have a contingency plan
to deal with them. The best way in a
Bretonnian army is to mount a Grail
Virtue Hero on a Pegasus and give him
the Lance of the Quest. The ability to re-
roll his misses and being immune to
psychology should ensure he wins the

combat and destroys the machines in
one go. And if he failed, then the fast
cavalry (in the shape of a unit of
mounted Squires) would have to quell
their fear and finish the job.

But that is fine for offence. Dice rolls
can be fickle and will scupper the best
laid plans. I knew I had the charge and
ability to get into combat but it was
defending the Magic phase that
concerned me most, Twa level 2
Damsels should give Pete enough to
worry about but their main job would
be trying to stop the relentless
incantations of Tomb Kings magic. Three
Dispel scrolls should help me get
through the first couple of turns, by
which time I hope to be in combat and
s0 prevent the ability of the Tomb Kings
to get around my flanks and charge in
their Magic phase,

I would be Praying at the beginning of
the game, The advantage of going first
would be with Pete, but the threat of
two Screaming Skull Catapults per turn
was oo greal a risk. [ have already said 1
would be using the Pegasus Rider to
deal with this, but it only takes one
lucky hit, and with its ability to cause
Panic tests at -1 Leadership, I was not
prepared to rake the risk

The final two units are there to hold
table quarters and give Pete something
else to divert his attention from my
Knights. The Archers and Halberdiers
aren't really going to cause too much of
a problem to large blocks of fear-causing
troops. But we are playing a Pitched
Battle scenario, and 200 Victory points
might just tip the balance.

So there it is. Not the biggest army, but
hopefully every unit has a role, and if

they fulfil it, then victary will be mine.
We shall see...




CHARACTERS

LORD: Tomb King

Greatweapon, Chariot and Golden
Arikhra 266 prs

HERO: Hierophant (Liche Priest)
Hand weapon and the Cloak of Dunes.
135 pts

"HERO: Liche Priest il
Hand weapon and 2 Dispel scrolls:

165 pis
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CORE

3 Chariots

Hand weapon, spear and bow,
Champion, Standard Bearer with the
War Banner, 185 pts

12 Skeleton Heavy Cavalry

Hand weapon, spear, light armour,
shield, Skeleton Steed, Champion,
Musician and Standard Bearer with the
Banner of Undying Legion, 252 pis

10 Skeleton Warriors
Hand weapons, bows. BO pis

19 Skeleton Warriors

Hand weapon, light armour and shield,
Champion, Musician and Standard
Bearer. 196 pts

iy

19 Skeleton Warriors
Hand weapon, lHght armour and shicld
Champion, Musician and Standard

Bearer. 196 pts
SPECIAL.

3 Ushabti

Huge ritual blades. 195 pts
RARE

Screaming Skull Catapult

Skults of the Foe. 110 prs
Bone Giant 220 pts
L s e e 2,000 p1s
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The 4t uest of Duke he

CHARACTERS

LORD: Duke

Grear weapon, heavy armour, barded
Warhorse, Grail Virtue, Cuirass of
Fortune and Tress of Isoulde, 218 pts
* feerels the wndt of Gratl Keights

HERO: Paladin Battle Standard Bearer
Hand weapon, heavy armour, barded
Wiarhorse, Grail Virtue and Banner of
The Lady of the Lake. 198 pis
* assigned o the Gratl Knights

Lz HERO: Paladin

Hand weapon, heavy armour, riding a
Pegasus, Grail Virtue, Lance of the
Quest, Enchanted Shield. 164 pts

HERO: Damscl

Hand weapon, Warhorse, extra level,
Dispel scroll, and the Chalice of
Malfleur. 155 pis

* assipned to the Readm Knighis
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[-IEi{O: Damsel

Hiand weapon, Warhaorse, extra level and

2 Dispel scrolls, 155 pts
* assipned to the Kniphes Ecrant

CORE

9 Knights of the Realm

Hand weapon, lance, heavy armour,
shield, barded Warhorses, Champion
and Standard Bearer with the Valorous
Standard. 293 pts

8 Knights Errant

Hand weapon, lance, heavy armour,
shield, barded Warhorses, Champion,
Musician and Standard Bearer with the
Errantry Banner. 217 pts

12 Men at Arms
Light armour, halberd, shield and
Standard Bearer, 94 pits

deric de Fois

SPECIAL
10 Bowmen
Hand weapon and longbow. 80 pts

6 Mounted Squires
Hand weapon, spear, bow, shield,
Wirhorses and Musician. 115 pts

RARE

8 Grail Knights

Hand weapon, lance, heavy armour,
shield, barded Warhorses, Champion,
Musician and Standard Bearer with the
War Banner. 311 pts







TOMB KINGS TURN 1

Pete: Well, the waiting was over and the
armies sat across the desert wastes of
Nehekhara, As expected Adi asked the
Lady for her blessing, giving me the first
turn but reducing the cffectiveness of
my shooting considerably, The
Bretonnians were set up pretty much as
I expected, with the three main wedges
ol Knights holding the centre of the
battle line, | had split my force cither
side of the central wood and decided 1o
try and make Adi split his Knights to
take me on; one on one. 1 was
frightened of the potential impact of his
Knights and knew sooner or later [ was
going o be charged, | just needed to
lure him in and then get him with a
strong counter attack.

The army shuffled forward in a general
advance towards the Bretonnians, The
Hierophant ordered his unit to move
nearer the Screaming Skull Catapult to
ensure he could cast Smriting in the
Magic phase on the giant machine. | was
going to need to roll a 4 every time |
wanted to shoot at the Knights and so
would need those two shots per turn,

The Archers took advantage of their
Arrows of the Asp and moved down the
hill to ensure they were in range of the
Bretonnian Bowmen in the distance.

The scene was set for the first Magic
phase. Chants rang out across the
battlefield as the Tomb King and his
Liche Priests started their ritualistic
Incantations that they had practiced lor
eternity. Whilst they were working
themselves into 4 spiritual frenzy one of
the Bretonnian Damsels drank from the
Chalice of Mallleur. The extra Dispel
dice it granted was going to make things
more difficult for the Tomb Kings Priests
to be heard. The King tried twice to use
his ‘My Will be Done’ ability to move his
unit further forward to threaten the left
flank. but the Incantation was not

powerful enough, being casily dispelled,
The Liche Priest decided to forgo his
Incantations, not wanting to advance too
near the enemy just yet. Finally, the
Hicrophant turned his attention to the
Screaming Skull Catapult and willed it to
shoot at the Grail Knights, His chanting
was heard and the mighty machine
turned to face the Grail Knights. The
crew concentrited on their tasks and
their efforts were granted with them
overcoming the Lady's blessing and
hurling Bretonnian skulls towards the
Grail Knights. Their aim was true,

landing directly on the Bretonnian
Battle Standard Bearer, However, at the
last moment one brave Knight pushed
him out of the way taking the impact of
the skulls and killing him outright.
Others were more fortunate in the unit,
as two further Knights were unhurt by
the exploding ammunition,

SKULLS OF THE FOE

Screaming Skull Catapults may be
upgraded o allow them o hurl the
skulls of the very enemy they are
fighting. This is even more terrifving
than the catapult’s usual
ammunition, and any unit that must
mike a Panic rest from the
Screaming Skull Catapult suffer a
further -1 to their Leadership.
However, since Grail Knights are
immune to psychology, they did not
need to take a test,

The Shooting phase came next and the
Sereaming Skull Catapult, having been
accurate in the Magic phase once again
overcame the power of the Lady’s
blessing and aimed for the Grail Knights
again, But this time something went
wrong with the mechanism, preventing
the machine from firing;

The Archers were within range of their
Bretonnian countcrp;ir’(s on the hill in
the distance, Even though they had
moved and were at long range, the
Arrows of Asp still only necded 3s to hit.
The unit of ten Tomb Kings Archers
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killed five Bretonnians in an exhibition
of shooting worthy of Wood Elves
themselves. The Bowmen passed their
Panic test and after the Skeleton
Charioteers had failed to hit the Knights
of the Realm with their bows, the Tomb
Kings turn ended.

ARROWS OF THE ASP

Unlike other races’ missile troops all
Tomb Kings bow fire hits their target
on a 5+ irrespective of range,
movement, cover or skirmishing —
this is as a result of the blessing of
the Asp Goddess.

BRETONNIANS TURN 1

Adi: After checking Pete's army list just
o make sure that the Tomb Kings
Archers had Arrows of the Asp and not
machine guns | sat back to take stock of
the sitnation. With such a small force |
could not afford to lose six figures per
wrn to shooting, especially after 1 had
given up the advantage of going first by
allowing my Knights to Pray.

Ah well, looking at the positives, my
Bowmen had remained resolute despite
the carnage caused by the Undead
Archers. 1 had also managed to deal with
the unusual Tomb Kings Magic phase
quite well, despite losing a Grail Knight
o the awesome power of the magically
enhanced Screaming Skull Catapult, 1
was pleased to sec that Pete had split his
force cither side of the central wood and

his first turn had done nothing to
change that situation,

My plan was simple; take advantage of
the split in the Tomb Kings force. |
would attack on one side of the wood
with my best units-and refuse the other
flank with the rest of my army. With that
in mind the Grail Knights and Knights of
the Realm spurred their steeds towards
what I thought was the strongest flank
of Pete’s army facing off against the
Undead Charioteers, Ushabti and a large
block of Skeleton Warriors which
contained a Liche Priest,

I really wanted to support these gallant
Knights with my Pegasus-mounted
Paladin but he had a far more important
job to do. The main reason for taking
this warrior in my army selection
process was to have an effective method
of dealing with Tomb Kings war
machines. The Pegasus theretore took to
the air and headed straight for the
Sereaming Skull Catapult, I knew that |
could charge it in turn 2, if the Paladin
could survive the Arrows of the Asp that
were surely going to come his way in
the next Tomb Kings turn. The rest of
my army made moves in keeping with
my set battle plan.

The Knights Errant moved slightly
forward so that they couldn’t be charged
by anv enemy unit whilst in turn being
in a position to charge any Tomb Kings
unit that strayed too far forward. These
Knights found support from the
mounted Squires who began a flanking

-~ Both armies move fai‘méé’d'_aérﬁss thé baking. " e

—

manoeuvre that 1 thought would make
Pete think twice about advancing any
further forward.

Happy with my initial movement it was
time to see if my Damsels could give
Pete a magical headache, Now this is the
time in the game where one particular
Damsel in my army usually starts to
scream “No please Adil Don't make me
drink from the Chalice. It's poison.” In
other words I tend to roll lots of 1s
when it comes to the Chalice of
Malfleur, That said she had passed the
test in Pete's phase and once again
passed at the start of my Magic phase, |
had chosen Lore of Heavens and had
Second Sign, Portent of Far, Forked
Lightning and Uranon's Thunderbolt at
my disposal. Pete allowed me to cast
Second Sign and 1 was granted one re-
roll. | saw the Tomb Kings Charioteers as
the main threat and targeted this unit
with Forked Lightning; 1 rolled an
impressive 15 with three dice which Pete
countered with a Dispel scroll. Lady
Luck deserted me though when 1 rolled
the grand total of 3 with two dice in an
attempt to cast Uranon's Thunderbolt,

‘As this spell needs an 8 to cast 1 didn't

even waste my re-roll, bringing my
Magic phase to a very unimpressive end.

I didn’t expect much from my Shooting
phase and wasn'vdisappointed when 1
managed no wounds at all on my
chosen target, the Tomhb Kings machine
gunners, sorry Archers.

With no units in combat my turn ended.
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TOMB KINGS TURN 2

Pete: Well | survived Adi's first turn
without any casualties but things
wouldn't be that easy from now on. As |
had expected the Bretonnians had split
their forces and were lining up for the
charge, and there was very little I could
do to prevent it. I would be hoping to
position myself to be able to charge in
the Magic phase to prevent the
devastating effect of all those lances, but
1 would be reliant on the Incantations
and the power of the Liche Priests.

There were no charges, as 1 was still out
of range, but with the Bretonnians
splitting 1 had to offer them the targets
that I wanted them to charge. Knowing
he would not survive the onslaught from
the Grail Knights, the Liche Priest left his
unit-and hid in the nearby woods. The

Pete's Magic phase gives Adi plenty to think about for bis next move.

Ushabti and Chariot units moved
forward to threaten the Knights of the
Realm whilst the Bone Giant took up a
position directly in front of the Knights
Errant. The Hierophant used his Cloak
of the Dunes to fly across and join the
nearby Archer unit and out of the way of
a potential charge of the Grail Hero on
Pegasus (out of his line of sight).

THE HIEROPHANT

The death of the Hicrophant can be
fatal to the Tomb Kings, since it is his
demise that causes the army to
slowly crumble, a similar effect to
the death of the Vampire Counts’
general.

The warriors to the left of the woods,
moved forward towards the Grail

__‘1

Knights, hoping to charge in my Magic
phase rather than be charged.

The chanting started again with the
Tomb King trying even harder to move
his unit, this time in an atempt o
charge the Knights of the Realm. With
the Bretonnian Damsel again drinking
from the Chalice, the Tomb King was
thwarted, but he had drawn out two
Dispel dice and a Dispel scroll. Perhaps
this turn the Tomb King's magic would
OVErCOme resistance.

Moving on in strict Hicratical order, the
Liche Priest, inside the woods, tried 1o
charge his former guard of Warriors at
the oncoming Grail Knights. This again
brought out a second Dispel scroll. With
only one Priest left to Incant, the
Hicrophant ordered the Bone Giant into
combat, and even using three Dispel
dice the Bretonnian Damsels could not
stop the will of the Hierophant,
Animated once again, the Bone Giant
looked towards the Knights Errant and
set off on the charge. Proud and unable
to refuse the charge for fear of
disappointing the Lady of the Lake, the
Knights Errant overcame their terror and
received the charge of the behemoth.

UNSTOPPABLE ASSAULT

A charging Bone Giant is a terrifying
sight to behold, smashing into the
enemy and sending them flying with
powerful blows. For every wounding
hit that the Bone Giant inflicts when
it charges (before saving throws), it
gets to make an additional attack.
‘Such additional attacks also benefit
from the Unstoppable Assault rule.

Once again the Sereaming Skull Catapult
crew willed their machine into life and

‘overcame the Blessing of the Lady.

Targeting the Grail Knights once again,
their skulls crashed onto the head of the
Bretonnian General, whilst sheapnel
lacerated the armour of the Battle
Standard Bearer and unit Champion.
However, valiant to the last, three noble
Knights saw the incoming artillery and
sacrificed themselves in the name of
Bretonnia, Following the example of the
Screaming Skull Catapult, six of the
Skeleton Archers overcame the Lady's
blessing and shotat the Pegasus and its
rider, inflicting 2 wounds on the beast
and one on the Hero, The Charioteers
bows once again failed to hurt the
Knights of the Realm,

The fight between the Bone Giant and
the Knights Errant proved bloody but
indecisive, With his Unstoppable Assault
he inflicted a total of 5 wounds but the
Knights Errant armour proved too
effective with only two falling to the
flailing monster. Hitting back, the
Knights failed to scratch the surface of
the Giant and with combat resolution
the Errants won 3 to 2.
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UNDEAD CONSTRUCT

Normally, as per most Undead
models, losing a round of combat by
I would mean that the Giant would
suffer 1 extra wound. However, the
Bone Giant is an ‘Undead Construct’
and counts as always being within
12" of the Bartle Standard Bearer,
even if there is no Battle Standard
on the table, so effectively he loses 1
less wound than the actual score.

That then was the end of my turn, 1
hadn't quite done the magic charging 1
was hoping to achieve, and feared the
worst as.1 could hear the sound of
speeding hooves.

BRETONNIANS TURN 2

Adi: Cursing Pete’s luck 1 once again
wok stock of how the game had
changed during the Tomb Kings turn.
There was one thing that | knew for
sure, the Lady's blessing was failing me
hadly. My Pegasus and its rider were
severely injured and the combat
potential of my Grail Knights unit had
been reduced tremendously with the
loss of another three Knights to the
aceursed Screaming Skull Catapult, The
Tomb Kings Magic phase had been like a
wip to the dentist for me, In his
Movement phase Pete had manoeuvred
his army in a way that would allow him
to charge me in the Magic phase. I tried
1o prevent this at all costs, but despite
using two Dispel scrolls 1 could not stop
the relentless charge of the Bone Giant.
My Knights Errant heing caught static
was very bad, very bad indeed. 1 had
pot planned on these warriors being in
combat on the second turn; my refused
flank strategy was completely out of the
window: At least the Errants had
withstood the powerful attacks of the
Undead construct

What was | to do? 1 know, do what
Bretonnians do best... CHARGE!

The Pegasus Rider, ignoring his wounds,
charged the Sereaming Skull Catapult,
whilst the Grail Knights charged the
skeleton Warriors, The Knights of the
Healm, assisted by the Valorous
Standard, overcame their fear and
charged the Ushabti. [ fully intended to
destroy my chosen targets in one turn,
this would allow me to overrun,
redeploy and deal with the rest of the
fomb Kings army. The only other
movement that took place involved my
mounted Squires moving out of charge
angle of the Tomb Kings Heavy Cavalry.

The arrival of the Magic phase saw my
Damsel once again pass the Chalice test,
[ have to say that this was the weirdest
phase 1 have had in a game. It all started
w0 well, with Pete allowing me to cast
Second Sign 1 was rewarded with one
re-roll; 1 then cast Uranon's Thunderbolt
it the Undead Charioteers and believed

The Bone Glant crashes into the beart of the Knights Errants Lance formation.

that my luck was turning when | rolled
double 6. Get in! Irresistible force, time
to make Pete pay...

[ picked up my dice, to see how many
Strength 4 no Armour saves | was going
to visit upon the Tomb Kings Chariots,
praying for a 5 or a 6. 1 rolled, guess
what I got? Yes vou've got it — a big fat 1,
which also failed to wound. Never mind,
I thought, what I really need is some
help in the Combat phase, bring on the
Portent of Far. My attempt to cast this
spell on my Knights of the Realm
resulted in a miscast, which brought the
end of the Magic phase.

My Shooting phase was again
un-impressive, | targeted the Tomb
Kings Archers and once again my
Bowmen proved that they couldn’t hit a
barn door with a banjo. Surely I would
fare better in the Combat phase!

I chose the combat between the Pegasus
Rider and the Screaming Skull Catapult
to begin the phase, Some impressive
rolling saw the destruction of the
Undead war machine, As T had destroyed
the Screaming Skull Catapult in the first
turn of combat 1 had the choice whether
to overrun or not. | did not want to
leave the gallant Paladin in a position to
get shot at by the Tomb Kings Archers
and therefore overran off the table.

-

The Knights Errant continued the work
that they had started in Pete’s turn and
to my amazement they managed to
destroy the Bone Giant through a
combination of wounds caused and
combat resolution,

We then moved on 1o the really crucial
combats. My Grail Knights unit managed
to cause 7 wounds in total on the
skeleton Warriors, this coupled with the
effect of the Banner of the Lady of the
Lake meant that Pete lost the combat by
9 in total, I hadn't done enough damage |
and with three Skeletons left my main {
unit was locked in combat right where |
didn’t want it to be.

I expected better things from my
Knights of the Realm, but these boys had
a sudden attack of rubber lance
syndrome, only inflicting 2 wounds on
the Ushabti. The Undead constructs
managed to inflict 2 wounds on the
Knights of the Realm in turn. [ really
needed to destroy this unit but on
totalling up combat resolution I had
only won by 3, nowhere near good
enough, My turn came to an end with
my Knights of the Realm locked in
combat with a fearsome opponent and a
unit of Chariots ready to charge them.
My Knights of the Realm were almost
certainly in trouble!

————
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TOMB KINGS TURN 3

| Pete: I could not quite believe that the
| Bretonnians hadn’t broken through my
\ lines. The Screaming Skull Catapult had
J been destroyed and the Bone Giant

! crumbled to the sheer number of

|

¥ - -

The Knights of the Reaim bold fast as the Towmb King aned bis Chariots charge forweard.

Knights facing him, but the Ushabti and lighting the Ushabti, passed their Fear
Warriors had held, giving me a chance to test, T'was hoping to wipe our these
turn the tide before it was o late. Knights and overrun into the Grail

Seizing his moment, the Tomb King
ordered hisunit to charge the ‘side” of

the Knights of the Realm who, already behind my battle line.
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Knights betore they could finish off the
unit of Skeleton Warriors and move
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Wanting to avenge the fallen Bone Giant,
the Heavy cavalry found themselves
within charging distance of the Knights
Errant and set off to do battle, Once
agdin the Errants overcame their fear,
but would have to fight valiantly 1o
overcome the outnumbering ch argers,

In previous gameés I have found this
large unit of cavalry able to auto hreak
(because of its fear causing ability)

nearly any smaller unit of troops, and |
was caunting on this to be the case this
time. The forthcoming fighting could
prove decisive for the Tomb Kings
because if | forced the Knights o retreat,
I'could see victory through the heat haze
on the horizon,

The Hierophant again used his Cloak of
the Dunes to fly back and join his
Warriors who, seeing the threat of the
Knights Errant diminishing, moved
forward to add support 1o the Ushabti
and Chariots,

Once again the Chalice of Malfleur
provided a Dispel dice for the
Bretonnian Damsel, which proved
invaluable in preventing the Tomb King
from casting the Sdting Incantation on
his own unit, Twice the King chanted
but each time his power was found
wanting. The Liche Priest again prayed
inside the wood and this time he was
heard, He managed to cast Summoning
on the nearby Ushabti but only managed
to restore one wound to the unit,

Finding himself just within range of the
Skeleton Heavy cavalry, the Hierophant
cast Swriting on the unit to further
reduce the resistance of the Knights
Errant in overcoming their fear-causing

‘opponents. With no Dispel dice to stop

him, the Bretonnian Damsels could only
watch the fate of their comrades,
Allowing the riders and steeds one

attack each, including Strength bonuses
for their charging spears, the Snriting
spell caused two Knights Errant to die,
although this did not count towards the
ensuing combat resolution,

Shooting was becoming less effective
now with only the unit of Archers left
However, the Arrows of the Asp once
again sought out their target and killed a
further Bretonnian Bowman.

The Warriors were finally wiped out by
the Grail Knights whilst the Champion
of the eavalry issued g challenge to the
Damsel, who was hiding in the Knights
Errants ranks. She refused and in the
ensuing combat both unirts lost one:
member. However, the sy perior
numbers of the Tomb Kings cavalry
struck fear in the hearts of the Errants
who automatically fled, Pursuing, the
Tomb Kings cavalry were unable to catch
their living counterparts.

Over on the left of the battlefield the
Tomb Kings Chariots unit were inflicting
a damaging blow to the Bretonnians,
The impact of the charging Chariots

killed four of the Knights of the Réalm
whilst the remaining crew; including the
Tomb King himself, killed a further two
Knights, The Knights of the Realm were
mortally wounded once the Ushabti had
killed a further four Knights and only
the unit Champion managed to escape
death. However, with no unit to help
him, he automatically fled from combat
and raced off to the table edge.

Spurred on by their clforts, the
Charioteers pursued into the side of the
Grail Knights, hoping to inflict the same
sort of damage apain.

In the ensuing Panic tests caused by the
flecing Knights Errant, the Bowmen held
but the unit of Halberdicrs, seeing their
noblemen defeated, decided to flee from
where the carnage had just taken place.

BRETONNIANS TURN 3

Adi: Well what can 1 say | took an
absolute battering from Pete's forces in
his last turn.

With my Knights of the Realm gone, my
Grail Knights looking as though they
were going to go the same way and the
Knights Errant in full Righe, T was on the
verge of calling it a day and shaking
Pete’s hand. Hang on, I thought, I have
come back from far worse situations

than this, after all I am only playing Pete,

a4 founder of the retirement home for

washed up Warhammer players. (only

kidding!) A bit of luck and I just might
get through.,

I had also managed to wipe out i unit of
Skeleran Warriors: there you see it's not
all that bad,

With new resolve | set abour formulating
a plan to grasp victory from the very
jaws of defeat,

At the start of the turn T managed to
rally my Knights Errant and Halberdiers.
This left my Bowmen and mounted
Squires to move. The Bowmen remained

on the hill whilst the mounted Squires
moved into a position where they could
threaten either the Chariot unit or the
rear of the Tomb Kings Heayy Cavalry.

[ also moved my Battle Standard Bearer
into combat by swapping the figure with
a rank-and-file Grail Knight that was in
contact with the Tomb Kings Chariots,

With not that much to-move 1 carried on
to my Magic phase. This too was guing
to be short and sweet as 1 had lost the
Chalice-drinking Damsel with the
annihilation of the Knights of the Realm,
I was not surprised when 1 failed o cast
any spells.

Things were looking up in the Shoating
phase when I managed to kill one
Skeleton Archer with my Bowmen; this
gave me slightly more satisfaction than it
should have really.

Not wishing to prolong my agony |
decided to start the Combat phase with
the fight between my Grail Knights and
the Charioteers. We started with the
Charior impact hits, Pete caused 5
wounds but luckily 1 managed to save
cvery one. | then declared a challenge
with my Grail Knight Hero in the hope
that Pete would accept it with his Tomb
King, no luck he accepted with his
Champion. The fight between these two
proved inconclusive, Pete continued the
fight with his rank-and-file Charioteers
and managed to kill a Grail Knight, he
followed this up by attacking with his
Tomb King. This ancient being was
obviously fecling its age only managing
to kill one further Knight,

In return my General, drawing upon the
power of the Tress of Isoulde, (the
General strikes 4 nominated enemy on
an unmodified 24 caused 3 wounds on
the Charioteers. The Bautle Standard
Bearer was unable to cause any wounds
but that did not matter as I had won the
combat as a whole by 1,

Iwas still in the game. ..




‘overcome their fear of

almost

)

TOMB KINGS TURN 4

Pete: Quite obviously it would seem that
the Tomb King and his Chariots had
exhausted themselves when smashing.
into the Knights of the Realm since they
failed 1o kill any Grail Knights. However,
now wis the time to gain magical
supremacy and use my Incantations to
MOove my units into combat,

1 started this quest by charging
the Heavy Cavalry at the
recently rallied Knights Errant.
The Damsel and her
bodyguard failed to

facing the cavalry again and
fled off the table. The
Bretonnians didn't have
any magic users left in
the battle and so the
forthcoming Magic
phase should be

unstoppable.

The Hierophant
and his unit of
Warriors moved
lorward to
threaten the

a

mounted Squires which could in their
next turn charge the rear of my Heavy
Cavalry, The Liche Priest in the wood
realised that he had to help his King by
preventing the Pegasus Rider and the
Grail Hero from charging the Chariots.
He moved to the edge of the wood in an
attempt to see the Pegasus Rider and to
be able to cast the Vengearnce spell in
the next phase. Finally, the Ushabti
turned to face the Bretonnian General
and his Knights, hoping to join the
fight in the Magic phasc.

For the first time in the batle
the cavalry activated its leon of
‘the Undying Legion, This

magic standard, which is the
first thing to be used in the

Tomb Kings Magic phase
(Hieratical Hierarchy),

restores wounds to the
unitin the same way as
an Incantation of
Summonation, The
fallen Warrior was
restored o his
saddle as the
Bretonnians kept
hold of their two
Dispel dice
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to prevent any forthcoming movement,
With a virtual free reign, the Tomb King
cast Smdting on his Charioteers. The
whole unit made one attack each against
the Grail Knights who simply watched as
the wretched souls all missed with their
swords, Again using his My Will Be Done
ability; the King cast his second
Incantation of the phase and charged
the Ushabti into the side of the General.
I thought Adrian would have stopped
this but he was holding onto his dice.

HIERATIC HIERARCHY
There is a strict order in which Tomb
Kings magic must be performed.

1. All Bound items not used by
characters.

2. lecon Bearer: Bound items,

3. Tomb Princes: ‘My Will Be Done!”
and Bound items.

4. Tomb Kings: ‘My Will Be Donel”
and Bound items.

5. Hieratic Hierachy — Liche Pricsts
and High Liche Priests must use
their Bound items when it is their
turn to perform their Incantations,

6. The Casket of Souls,

Next, the Liche Priest sent a burst of
energy from his stafl at the Pegasus and
its rider, killing the monster and leaving
the hapless Hero to fight the remainder
of the battle on foot,

Finally, the Hierophant attempted to
charge the flank of the mounted
Knights, Matching the effort of the Priest
the Bretonnians successfully prevented
their movement, thereby allowing the
Squires to escape certain death.

The Archers. who had turned to face the
Pegasus Rider in their Movement phase,
managed one wounding hit on the Hero
but his armour prevented his death,
their efforts wasted this time.

The main fight, and the one upan which
the outcome of the battle Lay, was that
hetween the Tomb Kings unit and the
Grail Knights. But surely with the arrival
of the Ushabti it would only he a matter
ol time belore the Grail Knights were
cut down,

The charging constructs managed to
cause one wound on the General, even
after his Ward save, But the Bretonnians
would not go down-easily. Even when
the Tomb King managed to kill the
Battle Standard Bearer, they stdill
managed to inflict enough wounds on
the Charioteers to draw the combat.

If the Sequires joined the Grail Knights in
their fight with the Tomb King, then the
outcome of their battle could be in the
balance, so what would Adi do next?




The Liche Priest unfeashes bis magical powers, killing the Pegasus.

BRETONNIANS TURN 4

Adi: The loss of my Knights Errant and
my last Damsel left me struggling. |
would be up against it from now on in
the Magic phase with only two Dispel
dice to defend with, To add to my

misery | had also lost my Battle Standard
Bearer (a real insult) and the Pegasus
Rider was mourning the loss of his
mount, Still the Grail Knights were still
in the fight and the loss of the Lady's
blessing in Pete's turn would now have a
limited effect.

The former Pegasus mounted Paladin
now being on foot had a 360° charge
ire; he took full advantage of this and
charged the Liche Priest that had caused
the death of his mount. Revenge would
be sweet,

In a last ditch attempt to save the game 1
decided 1o leave the Tomb Kings Heavy
Cavalry alone and charge my mounted
Squires at the Skeleton Chariots, The
trusty commoners passed their Fear test
and spurred their steeds into the fray,
The Halberdiers held their ground and
the Bowmen prepared to fire.

As I had no Damsels | skipped the Magic
phase and again shot at the Tomb Kings
Archers with my Bowmen, they again
lound their mark and another Skeleton
wits turned to dust.

I —
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In the Combat phase, the fight between
the Paladin and the Liche Priest resulted
in a draw with neither warrior taking
damage. In the main combat 1 fared
really well, destroying the Ushabiti and
gaining a further wound on the Chariots
to the loss of only two mounted Squires,

Alessio Cavatore takes a keen interost das the action hots up.

The barttle had begun to swing my way; |
had won the combat by 4, which saw the
near destruction of the Chariot unit.

Pleased with my efforts T sar back and
wondered whether Pete would wrest the
initiative back from me in his tirn.

- S . L L.
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TOMB KINGS TURN 5

Pete: With the mounted Squires fighting
at the side of their General, the
Hierophant's unit suddenly had no
viable target and so remained in their
quarter of the table to score Victory
points. However, the Hierophant himself
had not finished his work, Using his
Cloak he flew a full 20" across the
baulefield, landing in-a piece of rocky
cround near to the Heavy Cavalry and in
a position to watch the fight between
the Chariots and the Grail Knights.
However, his real purpose was to
magically move the cavalry into the
nearby méleée to assist his Tomb King,

The Heavy Cavalry, aware of their
forthcoming role, turned around and
moved within charge distance of the
Grail Knights and Squires.

The chanting from the Tomb Kings'
magic users rose to a crescendo as they
sensed victory. The King unleashed his
‘My Will Be Done’ causing his unit of
Charioteers to strike at the Squires. Two
fell from their saddles o the slashing
hlades and hooves of the Chariot unit.

Knowing that he would probably die at
the hands of the dismounted Grail
Knight Hero, the Liche Priest decided to
assist his King and restored his wound
with the use of Summaonation.

RESTORING WOUNDS

The Liche Priest actually summoned
3 wounds, but Chariots and
characters have to be nominated
separately and in this case it was
more important to keep the King
alive, so he restored his wound and
the two spare were wasted,

Onee again the Bretonnians had held on
to their two Dispel dice; Adi knew
exactly what T was going to do with the
Hierophant and he wanted to dispel my
attempt. However, T rolled 11 on my
2D6 and Adi rolled 7. Urgency caused
the cavalry o charge the flank of the
outnumbered Squires who bravely
passed both their Fear and Panic tests,

The Archers again were ineffective.
failing to hit any of their Bretonnian
counterparts but it was the ensuing
combat that was to prove decisive,

The Tomb King issued a challenge which
was gallantly accepted by the Bretonnian
General. The Heavy Cavalry killed two
Squires whilst the remaining Grail
Knight finally inflicted the last wound on
the Chariot unit causing them to
disappear. In the challenge, both mighty
warriors took a wound and even though
the remaining Squires destroved the
Tomb King's Chariot, their fate was
sealed. Losing the combat, the Squires
auto-broke and the Bretonnian General
failed his Break test and, together with a
Knight, fled towards the table edge. The
Tomb King, angry at the destruction of
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Animated by the Incantation of Urgency, the Skelefon Heavy Cavalry charge.

his Chariot managed (o outrun his
Cavalry in their pursuit of the
Bretonnians, and cut them down before
they escaped the battlefield.

CHARIOTS IN
CHALLENGES

The challenge between the Tomb
King and Bretonnian General and
the subsequent destruction of the
King's Chariot brought up an
interesting gaming point.

The Tomb King when mounted in a
Chariot replaces both crewman and
driver. In challenges, characters
mounted ina Chariot step out of the
machine 1o fight, leaving the Chariot,
remaining crew, steeds and impact
hits to be fought against the
opposing unit. The unit will fight
against the Weapon Skill of the crew,
However in this case, with the King
out of the Chariort, there was no
crew to fight and so the Weapon
Skill of the steeds was used. This did
make a difference because the
Squires rolled 3, which against the
King's Weapon Skill of 6 would miss,
but the steed’s Weapon Skill of 2
meant a hit. And since this was a
wounding hit causing the
destruction of the Chariot the point
was discussed. It was agreed by all
that to the spirit of the rules and
fairness of the game, the Weapon
Skill of the steed was used and so
the Chariot disappeared.

= mine
it paid off I would have been able to
claim some bragging rights.

I was still mourning the loss of my Magic
phase when before | knew it 1 had rolled
my dice for the Bowmens' shots at the
Hicrophant, and evervone missing the
intended target.

With no combats to work out Turn 5 was
certainly over very quickly. Time 1o
think of excuses whilst Pete moved l
onto Turn 6.

-~

As expected the Liche Priest died at
the hands of the Grail Hero, but with
the battle almost won, he had not
died in vain.

BRETONNIANS TURN 5

Adi: T was absolutely gutted, 1 had taken
my knocks in the Magic phase, keeping
my two Dispel dice back to stop Pete
magically moving his Heavy Cavalry into
the main combart as 1 knew that it would
win him the game outright. 1 could not
believe it when he rolled 11 on his

two dice and 1 knew that 1 had linde
chance from that pointaon,

Although I was just left with my
Halberdiers and Bowmen, | took
solace in the fact that T had finally
managed to destroy the

Tomb Kings Chariots.

There was little left for me to do
now, other than to save what
face I could by art least taking
a few more points off Pete.

In the Movement phase
my Halberdiers
remained stationary,
‘gallantly” defending
my left flank whilst
my Bowmen moved
into a position
that enabled
them to shoort
at the
Hierophant, a
long shot 1
know but if




— WARHAMMER BATTLE REPORT

TOMB KINGS TURN 6

Pete: The game was all but finished,
however, the Tomb King had unfinished
business to settle, Over the years 1'had
suffered many a defeat at the hands of
Adi and I was savouring the moment.
Adi McWalter, current Warhammer
Players Society Champion of
Champions, Games Workshop's Grand
Tournament Heat 1 winner and the
holder of more titles than Lennox Lewis,
wias going to pay.

In my best Russell Crowe voice 1 looked
across the table and said, “1 am the

_.

A QUEST INTO THE UNKNOWN

owner of defeated -armies, painter of
battered troops, and [ will have my
vengeance in this turn or your next!”,
Well it seemed like a good thing at the
time, So in an attempt to completely
rout his army, 1 moved the Heavy
Cavalry towards the few remaining
Bretonnian Bowmen hoping o
magically charge them, If I could hit
them | would overrun into the
Halberdiers and the teip home with Adi
in the car would be so sweet.

Burt the Hierophant's Incantation was
easily dispelled and my plan was

= 2

¥

scuppered. 1 did find solace in the fact
that one of my Archers killed a
Bretonnian Bowmen causing the unit to
panic, but Adi would be able to rally
them and with that my turn ended.

BRETONNIANS TURN 6

Adi: Oh dear, even my Bowmen are
running for their lives and my Paladin
and Halberdiers have no possible
charges to make. Ah well, 1 will just have
to rally my Bowmen and reel off my list
of excuses to Pete and anyone else who
is interested.

I managed to rally the bowmen, this left
my once glorious Bretonnian army with
a grand total of sixteen figures. |
pondered on why things had gone so
bad. Bring on the list of excuses...

g A g2

With Adi's options severely limited all be can bope for is that bis Bownren rally.

94 A QUEST INTO THE UNKNOWN



———

THE HEIROGLYPHICS WERE ON THE WALL

Pete: By the time it was all over it
looked like a convincing win for the
Tomb Kings but it could have been so
different; Had Adrian managed to wipe
out the warriors on Turn Two he would
have overrun behind my battle line,

and a unit of Grail Knights in yvour
deployment zone is never a good thing,
But such is the way of Warhammer,

Had I not whittled down the Grail
Knights with the Screaming Skull
Catapult, then the extra attacks from
the unit would surcly have swung it for
him. But that turn, coupled with the
destruction of the Knights of the

Realm, gave me the initiative and [
thought it would just be a matter of
time before [ ground him down.

Overall, I was very happy with how the
irmy fought. Everything performed as
sxpected, but it was pleasing to find that
t was the basic ‘core’ troops that had
survived in the end: Cavalry, Warriors
nd Archers were all that 1 had left.

fomb Kings magic is relentless and it is
he combination of moving, summoning
ind smiting that, when used correctly,

Forget shaking banels! Adi wants J‘m money,

can bring subtle and decisive results,
Once | had killed Adi's Damsels T was
always going to get off three of my four
spells per turn, just allowing me o get
into the right position to infliet damage.

I had my fair share of luck, The Archers
seemed to be laser-sighted and how
often do you roll 4s to overcome the
blessing of the Lady? But it is a game of

dice and skill, T just wonder sometimes
which has supremacy. This army is great
fun to play with, just when you think

you dre going to take a beating, the line
holds and the cavalry turns up, literally,

But credit to Adi and particularly his
Grail Knights. They never gave up and
but for a fit of luck the outcome might
have been very different. ..

EXCUSES, ER, CONCLUSION

\di: 1 really did enjoy this game which
vas hard fought throughout. Although
had taken a real hammering, things
ould have been very different.

could have done without my Knights
irrant being pounced upon by the
nagically moving Bone Giant in Turn 2.
dthough I managed to topple the great
Indead construct, it did lead to the
(nights Errant being outmanoeuvred by
‘ete’s Heavy Cavalry and the Knights
irrants’ ultimate demise.

he Screaming Skull Catapult had a real
ffect on the game, killing four of
iretonnia’s finest before being

lestroved itself. The death of those four
irail Kmights had a serious effect on the
ombat capabilities of the unit, which in
arn left it bogged down in combat with
1e Skeleton Warriors. As for the charge
fthe Knights of the Realm, 1 don't even
ant to talk about them, they are now
nown affectionately as the King's Own
ubber Lances.

s for the new Tomb Kings army, what
in | say? A very different army indeed,
othing like Vampire Counts with lots of
onderful new troops that gave me a

:al headache.

he Tomb Kings Magic phase was really
ifferent and very hard to combat
specially after Turn 4 — my best way of
eseribing it would be relentless,

ayway, that's me done,

), Pete, how much did we agree for
tting vou win?

———
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Alessio Cavatore,
Ring-bearer and head
of our The Lord of
The Rings Games
DPevelopment team,
waxes lyrical about
what's happening in
Middle-earth's gaming community. .
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THE RING-BEARER
SPEAKS...

Alessio Cavatore discusses all things The Lord of The Rings

irst of all, I have to clear up an
injustice we committed in issue 273. As

some of you have correctly pointed out
to us the introduction to the Q& A article in
that issue neglected to mention that the list
of questions had been put together by the
two people that run our The Lord of The
Rings message board on our website: Tim
Huckelbery and Tolkien expert, Khamul of
the Nine, aka Steve Hammatt, They are
doing excellent work on the website,
providing fans with a place to share their
opinions and have their questions answered.
They also provide me with yital feedback
on our games development, You can check
itall out at:

http:/fwww.games-workshop.com/
community/lotrforum.htm

So, many apologies to Steve and Tim - a
breakdown in communication somewhere
between me, Paul and the White Dwarf lads
caused the omission,

Now for something completely different...

Have you already played your first games
with our great new Helm's Deep model? If
you have. I'm sure that you'll have
appreciated how the model itself has been

made to keep playability in mind. I
remember sitting with Rick Priestley and
Dave Andrews and talking about what a
good castle for wargames should be like.

Our ideas helped inform the design of this
Helm's Deep model and the result is, in my
opinion, an excellent gaming piece, while
still looking very similar to the actual gate
as shown in the film. The crenellations on
the battlements are the right height: tall
enough to shelter your models, but still
allowing them to have a good look down at
the besieging horde, The space on the
battlements themselves is wide encugh for
models to move behind a line of defenders
that are standing right next to the
crenellations, allowing you to move
reinforcements where needed. There’s also a
flight of stairs carved in to the back of one
of the wall sections, allowing models to
move from the courtyard onto the walls,

The gate has an interesting feature, too: it
can be opened and closed, and is wide
enough for two cavalry models on 40mm
round bases to move through it side by side,
This also means that the zone of control of
a model on foot cannot cover the entire
gate, making it impossible for a single foot

warrior to defend the entrance if the gate is
wide open.

Another very important point to note is that
the length of the siege ladders included in
the Uruk-Hai Siege Attackers plastic sprue
has been designed fo match the height of
the walls, so that you won't get that
embarrassing “I'm at the top of the ladder
but still two metres short of the top of the
battlements!” effect.

While we are talking about ladders, you'll
notice that we've made them so that the
distance between the rungs is perfect 1o slot
the base of your Uruk-Hai in, so that
several models can stand convincingly on
the ladder without falling off.

The Helm’s Deep piece is a great additon to
the The Lord of The Rings range, with the
added bonus'that it also looks very cool!

If case you haven’t guessed it yet, this issue
of White Dwarf is all about Sieges.

Sieges in all aspects, shapes and subtleties,
Have fun!
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THIS MONTH’S RELEASES FOR THE LORD OF THE RINGS

sandalf the Whire returns.

Gandalf the White

Designed by Michael Perry, this blister
pack contains | Gandalf the White model.
This model requires assembly.

Danmak kr 5. '

Sweden kr 65.00
Euro € B.00
%
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THIS MONTH’S RELEASES FOR THE LORD OF THE RINGS

Uruk-Hai Command

Designed by Michael Perry and Alan Perry, this blister
pack contains 1 Uruk-Hai Captain and | Uruk-Hai
Standard Bearer.

De

nmark Kk 70.00
Sweden kr BO.0O
Euro € 10.00

Uruk-Hai Uruk-Hai Uruk-Hai Captain Uruk-Hai Captain
Standard Bearer Standard Bearer

Gollum, Sam and Frodo

Designed by Brian Nelson, this blister
pack contains 1 Gollum, 1 Sam and |
Frodo models.

Gollum

Treebeard

Designed by Trish Morrison and Michael
Perry, this boxed set contains | Treebeard the
Mighty Ent, | Merry and | Pippin models.
These models require assembly,

—

SEE we
Denmark kr250.00
Sweden kr 300.60
Euro € 35.00
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THE TWO TOWEas

Last issue saw the release of the
new multipart Helm’s Deep
Fortress model, sculpted by Dave
Andrews. This issue White Dwarf's
Paul Rudge shows us how you can
add a few extra details to this
fantastic terrain piece.

Paul at work on the fortress.

he Helm's Deep Fortress model 15
T supplied fully assembled and

painted. Made from resin it’s a very
solid piece, making it difficult to convert,
but with such a great model why would
you want to anyway'?

So the obvious cheices for further
‘modelling were to add battle damage,
weathering and a scenic base. The battle
damage would be very simple. just a few
arrows placed in the hording and gate, as
taking a hammer 1o the wall just seemed a
waste of a great model, Weathering would
again be very simple, a little bit of
drybrushing to indicate the effects of rain
and dirt and that would be more than
enough, after all the fortress is already
painted. A scenic base, however, would
require something special.

All three sections of the fortress were
mounted on a picce of 1" thick
Polystyrene sheet, each piece was eut to
match the angle of the fortress sections so
that the finished piece would still remain
interchangeable. A rough guoide as to how
each piece should look was drawn onto

MODELLING
HELM’S DEEP"

Adding extra details to the fantastic Helm’s Deep model

the polystyrene. The sections were then

roughly cut using a hotwire cutter and then,

using sand paper, the contours were sanded
smooth. To stop the polystyrene melting
when undercoated with Chaos Black spray

the polystyrene was painted with a layer of

PVA glue which would seal the base. Sand,

small rocks and gravel were also applied
creating texture and areas of interest,

The exposed rock arcas were roughly
shaped using a sharp knife. These small
areas were not sealed with PVA glue,
allowing the undercoat spray to eat into the
raw polystyrene to create a very natural
looking rock structure.

THE CAUSEWAY

A piece of textured wallpaper was used to
represent a cobble-stoned road leading to
the gate. A plastic tube, with a small
section removed, created a horseshoe
shaped stamp, which was repeatedly
pressed into a thin layer of paly-filla
creating a set of muddy tracks where the
cobbles have been worn away over time.

WEATHERING

To recreate the effects of natural
weathering and ageing, Bestial Brown and
Camo Green were carefully drybrushed
onto areas where the effects of rain and
dirt would naturally colour the stone. Areas
such as below windows. underneath
wooden eaves, inside recesses, such as the
archway. and in any areas such as the bases
of any walls and steps.




ARROWS
A metal wire from a paperclip created the
haft of the arrow, the flights were cut from Having lost his battle with both the
a thin strip of card, and then carefully defenders of the fortress wall and graviry,
attached to the metal wire using Superglue. the Uruk-Hai lies motionless.
T

The Uruk-Hai tide crashes against the walls of the mighty Helm's Deep fortress.
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One of the most impnessive of our
new The Two Towers releases is Trish
Morrison and Michael Perry’s
Treebeard miniature. We asked ‘Eavy
Metal’s Mark Jones to take us
through the painting process for this
wonderful model.

Painted by Mark Jones and Tamny Haye

ASSEMBLING THE MODEL

The model was first put together in a dry
run assembly. The joints were pinned for
extra strength and any small gaps were
filled with Green Stuff before being given
an undercoat of Chaos Black spray. Any
parts of the model where the spray had
failed 1o catch were then painted with a
thinned-down coat of Chaos Black.

TRE EBEARD

To give the body
of the model a
rugeed, bark-like
appearance, it
was Tirst given a

a mix of 50%
Chaos Black and
50% Scorched
Brown. Equal
parts of Chaos
Black. Scorched
Brown, and
Bleached Bone

heavy drybrush of

PAINTING
MASTERCLASS

Treebeard, with Merry & Pippin

were then applied as a first stage highlight.
The model was given subsequent highlights
with more Bleached Bone added to the mix
for each successive highlight stage.

A mix of 5309%
Chaos Black and
50% Camo
Green was
drybrushed on to
the mossy areas
ol the model.
This was then
highlighted by
mixing an equal
amount of
Bleached Bone
to the basecoat
mix, and adding
more Bleached
Bone for
subsequent
highlights,

The leaves were drybrushed with Dark
Angels Green and subsequent highlights of
Goblin Green were used to pick out the
raised areas. Final highlights were then
applied with a mix of 50% Goblin Green

- and 50% Bleached Bone.

MERRY AND PIPPIN

The trousers on both Hobbits were
basecoated with a mix of 50% Scorched
Brown and 50% Chaos Black. Bleached
Bone was added to the basecoal mix in
subsequent highlights,

The skin of both Hobbits was given a
basecoat mix of 530% Bestial Brown and
50% Dwarf Flesh. It-was then highlighted,
first with Dwarfl Flesh and followed by a
highlight of Elf Flesh. To finish, a glaze of
Flesh Wash, thinned with four parts water,
was upplied.

Merry's jacket
was given d
basecoat of
Dark Angels
Green and then
highlighted
with a mix of
50% Dark
Angels Green
and 50%
Bleached Bone.

A mix of 50% Vomit Brown and 50%
Bubonic Brown was applied o Merry’s
vest. Subsequent highlights were then
applied by adding increasing amounts of
Bubonic
Brown and
Bleached Bone
to the mix.
Finally, the
vest was given
a thin wash of
ratered-down
Vermin Brown.

Pippin’s
jacket was
given a
basecoat of
Royal Blue
and highlights
were then
applied nsing




a mix of Royal Blue and Fortress Grey
in equal parts. Final highlights were
applied with a small amount of
Bleached Bone added to the mix.

Pippin’s hair and
the hairy feet of
both Hobhbits
were painted in a
basecoat of
Scorched Brown,
This was
highlighted with
4 mix of of 50%
Bronzed Flesh
and 505
Bleached Bone.
They were then
given a wash of
equal parts of
Scorched Brown
and Brown Ink.

The Elven cloaks were first given a
basecoat of 'a mix of 50% Chaos Black and
50% Scorched Brown with a very small
amount of Goblin Green, Highlights were
then applied by adding Bleached Bone to
the basecoat mix.

The buttons on
Merry's jacker were
initially painted with
Chaos Black and then
carefully picked out
in Shining Gold.

Pippin’s scarf was
painted vsing the
same method as on
the cloaks with the
exception that a
small amount of
Bleached Bone
was added to the
iy for the final
highlights.

Treebeard’s beard
was painted using
the same method
us his body, with
the exception of
the final stage of
highlights —
several strands in
the beard were
highlighted with a
mix of 50% Goblin
CGireen and 50%

Merry's hair was given a basecoat of
Scorched Brown. Highlights were then
applied by
mixing Scorched
Brown and
Bleached Bone in
equal quantities.
Further
highlights were
applied by adding
more Bleached
Bone 1o the mix.
Finally, a wash of
Scorched Brown
thinned with 5
parts water was
applied.

FINISHING TOUCHES

Y The areas of

: d fungus were
mitially picked out
with Snakebile
Leather and then
highlighted with
Bubonic Brown.

To complete Treebeard, o number of small
roots and twigs were carefully picked out
in Bestial Brown.
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This The Two Towers battle
report is the concluding part of
two battles covering the initial
stages of the Uruk-Hai assault on
Helm's Deep. Last month the
Uruk-Hai were thwarted by the

DEFEND THE
GATEWAY

valiant defenders - will they
sticceed this time?

The final part of our linked Helm’s Deep battle report

Matthew Ward will again take control of
the defenders and try to hold off
Rowland Cox’s assaulting horde of
Uruk-Hai.

ast month in White Dwarf we
featured the first part of this linked

battle report, This month we
présent the second and concluding part
of the assuult on Helm's Deep with
Seenario Six: Defend the Gateway. As the game starts Aragorn, Legolas and
Gimli are rushing along the battlements
from the Deeping Wall in order to get to
the fight in time, and they will join the
combat in Turn 6,

As you will now know from watching
the film, the siege of Helm's Deep i3
one of the most stunning sequences in
The Two Towers and we wanted to do it
Jjustice as well as demonstrating the new
siege rules,

Unfortunately for Matthew, Haldir was
shot from the walls by a flurry of

crosshow bolts tast month and so won't
be joining the heroes this tme. But,
that’s not all! Gimli and Aragorn are
both low on points of Might and
Aragorn has suffered a wound.

Many of the scenarios in the Two
Towers rules manual are entirely suitiable
for linking like this and it can make for
some very exciling games.

Now, the opposing forces are lined up
and ready to do battle...




|
t y
The defenders of Helm's Deep stand firm, reddy to repel the coming attack.
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SCENARIO 6 — DEFEND THE GATEWAY

WE COME TO
KILL, BY SUN
OR MOON

Rowland Cox:

This game carries
straight on from the
last scenario, The
Deeping Wall. The
Uruk-Hai continue
their assault against the old fortress,
Helm’s Deep, this time trying to take the
gateway. If the Uruk-Hai can batter the
gateway down then Saruman’s forces will
be triumphant, and the fall of Middle-earth
ineyitable. Of course, Aragorn, Gimli and
Legolas might have something to say
about that. ..

A veritable horde would be assaulting the
defenders, outnumbering them almost 4 to
1. T had plenty of my favourite troop type,
Uruk-Hai Berserkers, to throw over the
walls. These were handsomely supported
by scores of heavily armoured Uruk-Hai
and a brace of Captains, Even better, this
time 1 had two war machines to hoist up
siege ladders and speed up the assault,
And of course, the battering ram. This
little beauty would keep Matthew worried
throughout the game!

Looking at the defences, | decided to
avoid the south wall as that was where the
heroie reinforcements would appear from.
Instead I decided that I would concentrate
on the gateway and the northern wall.
This would give me the maximum time to
assail the defenders without Aragorn,
Gimli and Legolas interfering. T knew as
soon as they arrived it would be very
difficult to get more Uruk-Hai over the
walls. In order for my forces to stand a
chance on the ramparts I had to get as
many ladders up as possible and keep the

pressure on the defenders. Whereas the
passageway to the gateway was relatively
easy, if somewhat narrow, the rocky route
to the northern wall would take much more
scaling. This is where the Uruk-Hai war
machines would come into there own,
shooting ladders up against the northern
wall ignoring the treacherous terrain, and
launching Berserkers against dismayed
defenders. As in the previous game I
would be sending in the Uruk-Hai captains
over in the first wave so to best exploit
early gains. [ would put a strong
contingent against the gateway, backed up
by crossbow-armed Uruk-Hai, and, of
course, the battering ram;

The battering ram would hopefully be my
ace card, If I could take down the gateway
doors my Uruk-Hai could pour through
and overpower the defenders; thus winning
the game, I would attach the maximum six
Uruks to the battering ram, and make sure
there were plenty of others nearby in case
of shooting casualties. With no blasting
powder this time, opening the gates was
my best chance of victory and so I had to
keep the defenders fully occupied.
Although T wanted to avoid the likes of
Aragorn, Gimli and Legolas as long as
possible, I knew I would eventually have
to pin them in combat to allow my forces
to breakthrough.

[ was confident that I could seize Helm's
Deep, especially after wearing down the
Heroes in the last game, although T was
painfully aware of what damage Aragorn
could inflict, If the dice gods smile kindly
[ might get revenge on a particular Dwarf,
and snuff out the Gimli bomb once and for
all. Surely victory for the forces of Evil is
at hand...

TO THE

BATTLEMENTS
Matthew Ward:

My triumph from a
successtul defence of
the Deeping Wall was
to be short-lived it
seemed, as [ was now
to be thrown back into
the fray to defend against the assault on
the main fortress of Helm's Deep.
Between the tougher Uruk-Hai, less
numerous defenders, and my now sadly
depleted store of Might, I had no illusions
that this was going to be a difficult battle
to win, especially after losing Haldir on
the Deeping Wall,

Looking on the bright side though, I could
still probably count on getting my cadre of
heroes into action before it became too
late. The battering ram quickly became
the key issue for me; if it broke through
the gate too early I would almost certainly
be scuppered, as hordes of Uruk-Hai
poured through the gates and over the
wall, As in the first Scenario, I would just
have to see what devious schemes
Rowland hatched and react to them as best
[ could and hopefully tot up enough kills
to break the Uruk-Hai foree.

With this in mind 1 yet again placed my
defenders at even spacings atop the
northern wall with Gamling atop the
gatehouse. I had little doubt that
Rowland’s main attack would not be
coming at the south wall, as the extra
distance he would have to cover meant
that he would arrive there at about the
same time as my Heroes, Of course, if he
did choose to attack the south wall I
would have plenty of time o shift my ##8
forces back in response. 3







- B

An Urul-Hai Dattering ram in qaction.







TURNS 1-3

With Gamling and the handful of Rohirrim
lying down out of sight of the enemy
marksmen, the first few turns were
dominated by the relentless advance upon
the fortress. One force headed towards the
north wall whilst a second force of equal
size accompanied the battering ram
towards the mighty gate. The assault
began proper during Turn 3. as Gamling
and a single Rohirrim got to their feet to
guard against the imminent threat of siege
ladders being propelled into contact with
the fortress walls. This foresight proved o
be well founded, as the siege engine
succeeded in grappling the nearest ladder
to the crenelated gatehouse and Gamling
suddenly found himself in a desperate
combat with an Uruk-Hai Captain.
Fortunately for the Rohirrim. Gamling
bested his snarling foe and the Uruk-Hai
had to scrabble furiously to keep his grip
on the battlements.

TURN 4

Rowland managed to secure priority this
turn and whilst the crossbowmen prepared
to sweep unwary defenders from the
battlements, most ol the Uruk-Hai doubled
forward, eager to lay their long ladders
against the fortress walls. Meanwhile, the
battering ram ended its move a stone's
throw away from the gate. A bold
Rohirrim warrior charged forwird 1o join
Gamling's defence against the Uruk-Hai

The Upnk-Hai sweep up to the walls of Helm's Deep.

Captain on the gatehouse wall. Knowing
that the main wave of the assault was
imminent, the remaining Rohirrim
warriors got to their feet and prepared to
repulse the attack, Unfortunately, in doing
so they presented themselves as all too
tempting targets for the Uruk-Hai below
and accompanied by a roar of victory from
the attackers, one of their number on the
gatehouse was slain by a black-feathered
crosshow bolt. Again, one of the siege
engines managed to land a shot on the
walls and another ladder was winched into
place, launching a sereaming Berserker
towards an unoceupied section of
battlements. During the Fight phase, the
Uruk-Hai Captain beat back Gamling and
slew his other opponent to triumphantly
take his place on the battlements.

TURN 5

Once more, Rowland managed to win
priority and the Berserker swung himself
onto the wall of the Gatehouse proper.
Unable to see a target to charge, he
prepared to defend himself as his
comrades swarmed up the ladder behind
him. Accompanied by a succession of
rattles and dull thuds. a total of four more
ladders were laid against the fortress wall,
as the bulk of the Uruk-Hai force gathered
in the shadow of the northern wall, Still
threatened by Gamling, the Uruk=Hai
Captain on the gatehouse charged the
experienced fighter as another crazed

warrior mounted the battlements behind
him. Far below, the battering ram finally
made contact with the gate, With the
sitiation starting to feel more than a little
tense, the Rohirrim mustered their defence
and one of their warriors charged the
Berserker on the ramparts, hurling his
spear as he went, The spear struck home,
fatally wounding the Berserker and the
Rohirrim redirected his charge to combat
the Uruk-Hai who had followed his
Captain on the gatehouse.

On the north wall the valiant defenders
managed to push two of the siege ladders
away from the walls, and with both siege
engine shots flying wide Rowland was
unable to get them back in contact his
turn. The Rohirrim cast their spears into
the mass of Uruk-Hai at the base of the
north wall, but though their aim ' was true,
the armour of the creatures deflected the
deadly missiles. In the Fight phase
Rowland managed to keep his hold on the
captured ground by fending off the attacks
of both Gamling and the lone Rohirrim
warrior on the gatehouse, Even using both
points of Might in an attempt to win the
combat, Gamling could not defeat the
Uruk-Hai Captain who drew upon s own
reserves of Might to win the combat and
push the aging Rohirrim back. Finally, the
iron-shod tip of the battering ram shook
the fortress gates to their very core and,
with @ scream of wrenching timbers,
succeeded in dealing a point of damage.

B
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TURN 6

With priority finally returning to the Good
side. Matthew managed to capitalise on
his fortune by casting down the two
remaining ladders on the north wall of the
fortress. whilst other Rohirrim ran to assist
Gamling on the gatehouse. Gamling and
his fellow defender steeled themselves and
charged once more into combat with the
Uruk-Hai Captain and the warrior who
had defeated them last turn, while the two
Archers moved out of the shadow of the
inner wall to add (o the defence. Aragorn,
Legolas, and Gimli arrived hotfoot from
their defence of the Deeping Wall, filling
the defenders with fresh hope, Bellowing
with frustration as the battlements were
temporarily denied to them, the besiegers
slammed their ladders once more agamst
the northern wall, whilst the single
Berserker on the ramparts charged into
combat with a Rohirrim warrior,

In the Shoot phase the air onee more
hissed with Uruk-Hai crosshow bolis,
Four shots found targets. but their force
was spent and not a single defender fell,
The fighting at the gatehouse erupted once
more and although a single warrior was
able to hack down the gallant Rohirrim
defender, Gumling managed to beat his
opponent back towards the ladder and
another Rohirrim was able to fend off the
crazed blows of the Berserker. Below the
gatehouse, the battering ram beat against

the gate gnce more but the sturdy doors to
Helm's Deep held firm,

TURN 7

The Evil force won priority once maore,
and a veritable tide of Urnk-Hai swept up
the ladders on the northern wall. although
fortunately for Matthew it would be
another turn before they could attack the
defenders, Atop the gatehouse the enemy
Captain once more charged Gamling
whilst the other Uruk-Hai moved in
preparation to engage the defenders on the
northern wall. The Rohirrim defenders
rushed to the ladders and with a mighty
effort managed to heave one away from
the battlements, two Uruk-Hai falling
tunhurt to the ground below. The Heroes
surged forward with Legolas hanging hack
in an attempt to take out the unengaged
foe on the battlements, Both siege engines
missed onee more, and with no unengaged
targets within sight of Uruk-Hai
crossbowmen, the Shoot phase was
disappointing for Rowland. Conversely
Legolas® deadly skill plucked the
unengaged attacker from the battlements,
his hide pierced with two elven arrows.
Combat raged once more about the
gatehouse, with Gamling managing to
wound the Captain only to be cheated of
his victory by a Fate roll of 6. Along the
north wall, the Uruk-Huai were denied a
foothold on the battlements as the

.
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Rohirrim warrior elected to shield rather
than attempt to strike blows. In the process
his opponent lost his footing on the ladder
and fell roaring to his death. Below the
gatehouse, the Uruk-Hai battering ram
once more failed to make an impression
on the sturdy gate.

TURN 8

Winning priority, Matthew was able to pin
the Uruk-Hai Captain on the gatehouse
against the wall by charging him with
Aragorn and Gimli, whilst Legolas
advanced and-awaited a target to present
itself. Gamling moved to cover the north
wall, whilst the defenders there managed
to heave another ladder away. two of the
Uruk-Hai on the ladder plunging to their
deaths. The Uruk-Hai laid therr ladders
against the north wall once again, with yet
more of the foul creatures charging up the
established ladders to assault the
defenders, and yet more Berserkers spilled
onto the gatehouse. Once more. only the
musical hum of Legolas” bow garnered
any kills in the Shoot phase, one deadly
arrow piercing a Berserker despite the
cover of the gatehouse wall,

Caught between Aragorn and Gimli, the
Uruk-Hai Captain had no chance to defend
himself and was stilled forever by the
mighty swing of Gimli's axe. Meanwhile
on the north wall a single Rohirrim fended

Booooom! The battering ram starts to demolish the gate.
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off a savage Uruk-Hai with his shield,
knocking the creature clean off the ladder
and to his death far below. The vicious
combat continued on the next ladder
along, and an attacker managed to beat
two Rohirrim defenders. but failing to
slay one of them could not mount the
buttlements. Beneath the gatehouse, and to
Rowland's mounting frustration, the
battering ram failed once more to cause
any damage.

TURN 9

Priority once more remained with the
Rohirrim, but before they could use this to
their advantage, Rowland declared a
Heroic action with an Uruk-Hai Captain
who had newly cotne to the top of the
ladder last turn. Seeing the danger,
Aragorn also declared a Heroic action,
and winning the dice roll Matthew
charged the Uruk-Hai Captain with Gimh
anda lone Uruk-Hai with Aragorn,
Although unable to move himself, the
Captain’s action was enough to propel a
single attacker into action and he leapt a
section of wall to land in combat with
Aragorn, With so many ladders against
the north wall it became difficult for the
remaining Rohirrim to defend the wall
and to also guard against the Uruk-Hai
already spilling over it. Gamling charged
into combat with a Berserker and was
joined by another Rohirrim.

Remarkably, in the Shoot phase, the
deadly skill of Legolas could not deal a
fatal wound, as even expending a point of
Might he could not pierce the armour on
his target. On the gatchouse, Aragorn
casily dispatched his foes. his blade

The Urnl-Hai start to swarm aver the walls.

hacking through a weak spot in the armour
of the creatures. Gimli fared worse, losing
his combat with the Captain, although
fortunately his armour saved him from
harm. Further along the battlements,
Gamling was driven back by the savage
attack of the Berserker who turned to
dispatch his other Rohirrim opponent with
one cut. Further along the walls the
defenders fared better. hurling one Uruk-
Hai to his deom on the rocks below and
fending off a second. Once more, the
battering ram failed to do any substantial
damage 1o the gate.

TURN 10

With priority on his side once more,
Matthew charged his Heroes forward with
Aragorn engaging one Uruk-Hai. Gimli
again attacking the Captain. and Legolas
charging a Berserker. Even covering as
many ladders as they could, Rohirrim
losses were starting to tell and several
determined besiegers managed to mount
the battlements. Two Uruk-Hai charged
Legolas and a Berserker charged Gamling.
Deciding that things were getting
desperate, Aragorn initiated a Heroic
combat with his opponent and cutting the
Uruk-Hai down. he used his [ree move to

assist Gamling against his crazed opponent.

Gimli succeeded in heaving his opponent
away [rom the wall, but unfortunately the
Uruk-Hai Captain survived his
ignominious fall. Meanwhile, superior skill
and a point of Might allowed Legolas to
defeat his three opponents and a further
point of Might helped him to slay the
Berserker. Once more the Rohirrim on the
north wall managed to fend off the foes

attacking up the ladders, and upon the wall
itself a gallant Rohirrim was able to beat
back his Uruk-Hai opponent. Trapped in
the press of bodies. the Uruk-Hai could
not stave off the rain of blows and
perished. Unfortunately for the forces of
Good, even the prowess of Aragorn could
not save Gamling from the maddened
Berserker, and with two vicious cuts the
aged warrior was slain, Several feet below
his ruined body. the battering ram
ineffectually beat once more upon the
fortress gate.

TURN 11

Finally reclaiming priority, Rowland
moved the remnants of his northern force
back up their ladders once more. With
very few Uruk-Hai and several defenders
remaining on the north wall he would have
to get the gate open to let the rest of his
force mnto the fortress if he was to have
any chance of winning. With that in mind,
all the Uruk-Hai already on the fortress
walls engaged the defenders with a
vengeance. Aragorn managed to cut down
a Berserker and an Uruk-Hai, driving his
final opponent along the battlements to
avoid a similar fate. Elsewhere, Gimli was
forced to use both Fate points and his final
point of Might to survive the feral
onslaught of a Berserker. Legolas fared no
better, with only a Fate point standing
between him and a serious wound, while a
short distance away, a Berserker swung his
great blade in an unstoppable are to slay
another Rohirrim. As even the battering
ram managed to score a point of damage
on the foriress gate, hope seemed lost for
the defenders,
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TURN 12

Priority once more proved fickle and the
defenders were able to reassault the Uruk-
Hai on the battlements. Realising that
every defender counted, Matthew charged
his Heroes forward (o' engage as many
Uruk-Hai as possible: Aragorn engaged
three Uruk-Hai warriors, but Legolas and
Gimli were only-able to engage a single
foe each. Three Rohirrim engaged the
beset Uruk-Hai from the north whilst the
remaining Archer covered the only ladder
with Uruk-Hai still on it. With all his
models an the battlements pinned in place,
Rowland moved some of his crosshowmen
onto unoceupied ladders in the hope that
should Gimli be slain by the Berserker. yet
more Uruk-Hai would be able to swarm
onto the walls. It was not be however, as
during the Fight phase. the tenacious
Dwarf easily cut down the maddened
Berserker, Aragorn continued the success,

effortlessly slaying another two maddened
creatures, but Legolas was unable to kill
his single foe. The three Rohirrim
managed to hold their ground against the
Uruk-Hai. but only just. whilst the Archer
on the north wall managed to shove a
snarling attacker off the ladder, and
although the creature survived, the two
that he swept oft as he fell did not. The
battering ram again failed 10 do any
damage to the gate, but the onerous
pounding seemed to underline the
desperation of the defender’s position.

TURN 13

With the defenders now down (o the three
Heroes, two Archers and two Rohirrim
warriors, the handful of Uruk-Hai
remaining on the battlements was more
than sufficient to pin them into combat, as
priority returned o Rowland. Aragorn

Aragorn and Legolas arrive too late to stop the gates being ppened!

found himsell beset on all sides by
snarling warriors and every other defender
was blade to blade with either a Berserker
or an Uruk-Hai warrior! As the battering
ram pounded weakly onthe gate below,
Aragorn used a point of Might to slay one
opponent while elsewhere Legolas was
unable to even penetrate the puard of his
opponent., Rather than face the fury of
Aragorn, one of his surviving opponents

jumped down the inner face of the wall,

miraculously surviving the falll Gimli's
victory at the head of the gatchouse ladder
failed to translate into wounds, but as his
opponent fell from the wall he swept off
all five Uruk-Hai on the ladder behind
him, two of which did not rise again from
the ground. The remaining four Rohirtim
warriors had mixed fortunes: two won
their combats but the only wound inflicted
was when a Rohirrim warrior backed too
hastily away [rom his opponent and
tumbled off the battlements to his doom.

TURN 14

Priority was onee more in the hands of
Rowland and he moved quickly to pin the
defenders. Thus engaged on the
battlements, none of the defenders were
able 1o try and intercept the Uruk-Ha
behind the walls who started to run for the
gates, Although in the resulting combats
Aragorn managed to kill another two
Uruk-Hai, the odds against Matthew's
forces increased as an Uruk-Hai beat
down the remaining Archer. Gimli and
Legolas, fighting side by side managed to
wins their combats, but fatigue was
obviously beginning to tell as neither
managed to Kill their opponent. Below, the
gate stood firm and the sonorous beat of
the Uruk-Hai battering ram continued.

TURN 15

With Matthew regaining priority, hie first
needed to take Courage tests as the
defenders were now under hall strength,
but Aragorn passed with ease. and his
example kept the remaining defenders
fighting, Horribly outnumbered, the
remaining Rohirrim warrior retreated to
the stone causeway. Gimli was left to hold
the battlements by himself as Aragorn and
Legolas jumped off the ramparts in‘a
desperate attempt to stop the Uruk-Hai
from opening the gates. lgnoring the
Rohirrim, Rowland concentrated on
attacking Gimli and opening the gates.
The Uruk-Hat managed to get as far as the
eate and was outside of Aragorn’s charge
range and so would certainly open the gate
in the following turn. As the final blow.
attacked on all sides by two Uruk-Hai. a
Captain, and a Berserker. the valiant Gimli
was overmatched and died at the head of
the battlements he had tried to protect.
With no treops left to defend the
battlements and the gate certain to be
opened al the start of the following turn,
Helm's Deep had fallen!
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THAT DIDN'T
GO VERY
WELL

Matthew: Actually,
I exaggerate the case
somewhal and for a
long time there it
looked like I was
going o be able to
do it. Alas, the numbers of the Urnk-Hai
were (oo great, Early on, the efforts of
my gallant Rohirrim were superb,
especially given that they were
overmatched in almost every aspect by
the stronger and better-armoured Uruk-
Hai. That said, Gamling proved to bé a
hit of a disappointment (I'don’t think he
actually killed anything during the entire
battle) and just couldn’t hold his section
of wall against 4 determined Uruk-Hai
Captain. ¢

One thing 1 did discover was the
wonderful effectiveness of shielding in a
fight like this: The ability to roll an extra
dice in combat really helped my
overmatched humans when they were
defending the walls. Normally this can
be a fairly desperate tactic as your
warrior cannot strike if he won'the fight
by shielding, but when your opponent is
ond ladder there is a 50% chance that
he'll lose his grip and fall, certainly
taking him out of the fight and quite
probably killing him (and some friends if
you're really lucky).

At the end of the day though it was the
collapse of the gate that caused my
downfall, as by this stage I just couldn’t
hold the battlements and was still well
shy of breaking the Uruk-Hai force, In
hindsight I was just lucky that Rowland
didn’t barrel his Uruk-Hai off the back of
the wall earlier and foree me to abandon
the defence to hunt them down. Still,
that was well won by Rowland and [
look forward to taking my revenge
sometime in the future with the “Theoden
Rides Out!” seenario, Look out for this
rematch on the web site!

KING OF THE
CASTLE

Rowland: The
might of the White
Hand has conquerad
the ancient fort of
Helm's Deep.
Saruman is
triumphant, and the assault on the rest of
Middle-earth can begin! Matthew put up
a stoic defence, and came within a
whisker of repelling the attacking horde
of Uruk-Hai. His downfall came not
from the battering ram as I originally
thought, but instead from a lone Uruk-
Hat who fell off a wall, and managed 10
let the whole evil army through the gates

He'll

whilst no one was looking,
definitely get a double portion of man
flesh for supper!

Concentrating my forces on just the
gateway and northern wall proved o be
sucecessful. I managed to avoid the
Heroes until Turn &, when Aragorn and
Gimli finally chareed my Uruk-Hai
Captain on the gatehouse, By leaving the
south wall uncontested I was removing
an avenue for attack, but I knew thay
unless I concentrated my effort the evil
forees would be repelled. An attack on
both the south and the north walls would
have permitted Matthew to tuke out my
forces piecemeal, and would have
allowed Aragorn, Gimli and Legolas to
enter-the fray more quickly. Instead |
managed to gain a foothold that Matthew
could not break.

Make no mistake, winning as the
besieger is hard work, and Matthew
almost Kicked my Uruks into touch.
Between Turns 6 — 10 [ only gained
priority once, and this allowed Matthew
to Keep me on the back foot. However by
mamtaining constant pressure on his
defenders 1 did manage get over the
northern wall eventually, | didn’t make it
any easier for myself by stacking both
my Captains on one ladder, By the time
the first.one had been killed by Gimli
and Aragorn, the only thing the second
one got to do was get thrown off his
ladder! Iwould have been better placing
him against the north wall. In many ways
the biggest let down was the battering
ram, I thought it would smash through

the gates, instead it just provided a
background rhythm for my Uruk-Hai to
hit Rohirrim to!

Crucially 1 was able to gain priority on
Turns 4 and 5, essential 4s this was when
my assault began in edrnest. Getting an
Uruk-Hai Captain over the wall at the
gatehouse was vital: as much of the
fighting happened around this vital
position, Tt helped draw attention away
from the northern wall, where I struggled
to get over for many turns. However by
Keeping the pressure on several fronts,
and constantly pressing at the defenders.
[ managed o get a sizeable force of
troops on the northern wall. The highest
praise should go to Berserkers who were
truly magnificent in this game, felling
Gamling, overpowering Heroes and
dispatching Rohirrim with gory abandon.
Matthew very wisely dispatched them
with throwmg or baw weapons where
possible. However the greatest asset a
besieging commuander has is (o take
advantage of opportunities when they
appear. When the lone Uruk-Hai fell off
the wall and survived, I was presented
with an opportunity to open the gateway
uncentested. No one had been lefl to
guard it! Admittedly I'd killed most of
the defenders by then...

Pleasingly though, not only did the
Uruk-Hai triumph but revenge was had
against Gimli, who with Aragorn had
been a force to be reckoned with. Well
all that’s left to do is give the big pot of
man flesh a sar, and perhaps add a few
Dwarf dumplings.
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THE TWO TOWERS
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!

Haldir's Elves with bows £é Uruk-hai Berserkers £é

Blistar cantains: 3 Haldirs Elves with Danmark.,.. kr 70:00 Blister-contains 3 Uruk-hai Berserkar Dtk ...., i 70 00

bows modsls. Sweden ...kr 83,00 models Swidan . kr 80.00
EUG i TOLO0 EGRD i B A00

The Lord of The Rings: The Two Towers £40
This boxed set containg a 160 pages full-colour Danark... ke 450,00
mantal, 12 Ridars of Rohan, 20 Fighting Uruk<hal,  Sweden .. ke 555,00
1-Ruined Building and Dica. ENTr e SO

Haldir’s Elves with swords £6  Uruk-hai with crossbows £6

Blister contains 3 Haldir's Elves with — Demmark.. ke 70.00 Blister cantains 3 Uruk-hai with Duoaark..... ke 70.00

swords models, Sweden ..k 80.00 crosshows models. Swaden .41 80.00

Eurg;. s € 10.00 - EUrp,... s 1 0.00]

Gandalf on Shadowfax ~ £6 Eomer £é
Blister containg Denmark.... X 70.00 Blister containg Denimark,....kr 7200
1 Gandalt on Sweden ...k 80,00 1 mounted Eomer Swadan ... kr 8000
Shadowlax model EUlD; @ 10,00 model B0 1.t e 10,00 LA 4
Uruk-hai Siege Ballista £15
This hoxd set contains 3 Uruk-hal and 1 Siage Bafkista model. Banmark....kr 18560
Swider . kr 22500

3 Ee® )

Warg Rider £5  The Two Towers Saruman £5 Warg Attack £20

Blister containe  Denmtark.. k755,00 Bilster contains Detniark...4-5.00  This boxed set contains 1 mounted Aragorn, 1 mounted Theoden, Demmark:., A 250,00
1 Warg Rider  Sweden......Ar65.00  1.Saruman model.  Sweden ..kr8500  Sharku mounted on a Warg and 2 Warg Riders Sweden . kr 300,00
modl Ot e B 8.00 EURD. vy ieensnn B 000 Epp. e 35,00

Maodels not shown at aclual size.
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Uruik-hai Siege Troops

Pippin models

Biister contains 1 Grishpakh
madal and Both Mar

ry and

Merry and Pippin vs Grishnakh £6

Dinemtars. ..kt 7000,
Lk 8000
e

£12  Uruk-hai Battering Ram £10

This boxed set contains 2 Uruk-hal Berserkars, B Uruk-hal Slege Troop models, 2 bombs and 4 laddars;

Heroes of Helm'’s Deep £25 Fighting Urulchai

Blister contains
4 Uruk-hai craw and
1 hattering ram

Riders of Rohan £12

Warriors of Rohan

Depumrk. Ar 12500
Sindan o kT 15000

Eurg. i@ 750

fi2

This hoxed set contalns Donmark....kr 250.00 This bexed set containg 20

Deyimark.,. Ke 125,00

This boxed set contalns & Dk kr 12500

This boxed set contains 24

Denmark,.. .k 125.00

Gimli, Legoalas, Arapom, Flghting Uruk-hal models SWpoan . ke 150,00 plastic Ridars of Rohan. kr 150,00 Warriors of Rohan models.  Swedsr by 150,00
Haldir, Thetden, Eowyn, Bl il 1750 EU 3 o T TSD
Gamling and an Efven
Stanidard Bearer
Available from your local Games Workshop store, grc \;{?rl'im (3 miniarures) £6 :" ;D tr £0 £10
£ 1 e re Bowmen [3 minfarures) £4 r 70 r 80 € 10
independent stockist and direct order. Ringwraith (| minfatire) £5 r S5 k5 =
il . Saruman (I miniature) £5 kr 55 kr &5 €8
Description UK Denmark Sweden Euro Urukihal Wariors (2 minjasires) o e k80 i
The Two Towers (Battle Game) £40 ler 450 kr 550 & &0 Uruk-hal Bowmen (3 miniatures) £é kr 70 kr 80 =10
The Two Towers Rules Manual £20 kr 250 kr 300 & 35 Uruk-hal Besserkers (3 minfatures) £4 ke 70 kr 80 €10
: > p % Uruk-hal Batrering Ram (5 minfatures) £10 ki 125 k150 € 7,50
Heroes of Helm’s Deep £25 k250 a0 £ Urtk-hat with crossbows (3 minfatures) £é ke 70 ki 80 =10
Fighting Uruk-hai £12 ki 125 kr 150 *‘-‘ 17.50 Warg Rider (I minlatare) £5 kr 55 kr &5 &8
The Riders of Rohan £12 kr 125 kr 150 € I?'EO Forcetnr Good Dick £5 kr 55 ki 45 &8
Warg.mmck (S figure boxed ser) £2.0 kr 250 ke 300 € JE: £orces &F.Evil Dice £5 kr 55 ki 45 £8
The Fellowship of The Ring £25 ler 250 kr 300 € 35
g::frl;‘nd! Khazad-Diim gg ";:‘;‘; ';("r 5232 s g The following are ONLY available from the in-store order point, on
Maria Goblins £12 ke 125 kr 150 & 17.50 the website at www.games-workshop.com/storefront,
Warriors of the Last Alliance £12 for 125 kr 150 € 1750 or direct by phoning 0II5 91 40000.
Warriors of Rohan £iZ kr 125 kr150 € 17,50 s
The Two Towers Paint Set £10 kr 125 kr 150 © € 17.50 Description
Uruk-hai Paint Set £12 kr 125 kri50 . € 1750 The Fellowship of The Ring Rules Manual
Uruk-hai Siege Ballista £15 kr 185 kr 225 € 25 Grima Wormtongue
Uruk-hal Siege Troops £12 kr 125 kr150 € 1750 Amon-Hen Aragorn (I minfarure) ..
Amon-Hen Gimll (I minfature)
Cave Troll [ mintature) £10 ki 125 kri50 - = 17.50 Aman-Hen Legolas (I miniattire) 3
Cave Troll with spear (I minjatiire) £i0 kr 125 kr15Q. = |7.50 Amon-Hen Luortz (1 minfature) ... 5
Elendil and [sildur [2 minfatures) £9 kr s ki 140 €15 Amon-Hen Merry & Pippin (2 minfatures) ..
Elrond and Giil-Galad {2 minfatures) £y Kr 1§ kr 140 €15 Bilbo' Baggins {1 miniature)....
Eomer (I mounred minlature) £6 kr 70 kr 80 €10 Fellowship Aragorn (1 miniature)
Galadrie| & Celeborn (2 miniatires) £10 kr 125 kr150 € I7.50 Fellowship Beromir (1 minfature)
Gandalf on Shadowlax £6 kr70 kr BO €10 Fellowship Frodo & Sam (2 minlatures)
Gandortan Bowmen {3 minlatures) £4 ke 70 kr 8O €10 Fellowship Gandalf (I miniature)
Gondorlan Spearmen (3 minfacires) £6 kr 70 kr 80 €10 Fellowship Gimll (1 minfature),..
Haldir's Elves with bows (3 minfarures) £6 kr 70 kr 80 €10 Fellowship Legolas (1 minlature) .
Haldir's Elves with swords [3 minfatures) £é kr 70 kr B0 €10 Fellowship Merry & Pippln (2 minlatures)
High EIf Spearmen (3 minfatures) fé ke 70 kr BO €10 Khazad-DOm Gandalf {1 miniature)
Lothlorlen EIf Bowmen (2 minlatures) £é kr 70 k80 € |0 Orthane Gandalf (| miniature)
Lortz:{l miniature) £5 kr 55 kr &5 €8 Qrthanc Saruman (I minfature) ..
Mérry, Pippin and Grishnakh £é kr 70 kr BO =10 Weathertop Aragorn (1 miniature}..
Maria Goblin Warriors (4 miniatures) £é kr 70 kr 8O €10 Weathertop Frodo &t Sam (2 minlatures) ...
Morla Goblin' Bowmen (4 miniatures) ] kr 70 kr BO €10 Weathertop Mérry 8 Pippin (2 miniatures
Mounted Arwen (I minfature) £é kr 70 ki 80 €10 Weathertop Witch King (I miniature) .
Mounted Boromir (I minfature) £é kr 70 kr BO € 10
Mounted Ringwralth (I minfature) £4 kr 70 kr BO €10



Alessio Cavatore focuses on
the one of the most exciting
new areas of the The Lord of
The Rings: The Two Towers
battle game - siege warfare!

he Two Towers edition of our The

Lord of The Rings game includes a

section of rules entirely dedicated
to siege warfare. To be more precise,
these rules are about the bloodiest affair
that can happen during 4 siege. the actual
assault against the defended walls, Such a
tactic was historically seen as an extreme
measure, 10 attempt only if all other
methods, such as starvation, destruction
of the walls through bombardment or
mining, diplomacy. bribery ete. had
failed. To commit his troops to assault
well-defended walls with ladders and
battering rams was certainly a hard
decision for any general to take. Often
only news of a relief force approaching
would force a commander to try it and
take the extremely high rate of casualties
involved in such attacks, but certainly
Saruman didn't have any such scruples
about sacrificing the lives of his minjons!

In this article T will take you through
what I think make sound tactics for a
defender and then for an attacker in our
game. Let's begin with. ..

c

SIEGE TACTICS

lIactics for The Lord of The Rings strategy battle game

THE DEFENDER

From a defender’s point of view, the first
thing to do is to make sure that your
forces, normally heayily outhumbered by
the enemy, are evenly spread on the
battlements of the perimeter you have (o
defend. This will allow you to quickly
move them to react to the attacker’s
moves, so that there will always be
someone ready Lo intercept any scaling
attempt, If the enemies make it to the
battlements. you're in trouble,

There is an exception that you should
keep in mind though. You can be sure
that some of the attackers are going to
go for the weakest part of any
fortification: its gate and any other
access doors. It is then a good measure
to make sure you have a few extra
models on the battlements overlooking
these passages and, most importantly,
standing in the courtyard and ready to
defend a possible breach and stop the
enemy from swarming into your fortress,
If you don't leave anyone in the

Try to guard against the enemy
breaching your weakest points.
It is a good idea to have some
defenders ready to push back
any assault on your gates.

courtyard, it could take too long for th
defenders to get down from the walls i
a gate is breached.

As the enemy approaches the walls, it i
a good idea to leave any of the defende
that are not carrying a missile weapon
lying down on the baitlements, hidden
from view of the enemy archers. Your
bowmien on the other hand should all be
positioned so that they can open fire on
the incoming attackers, while still
benefiting from the cover offered by the
crenellations. They will certainly be she
but they can return fire and their solid
cover gives them an advantage, because
half of the enemy arrows will break
harmlessly on the walls next to them.,

It is vital to concentrate your fire on the
most dangerous foes first, and I'm prett
sure that if you're being hesieged hy
Uruk-Hai, your target must be their
deadly bomb teams. If these evil
contraptions make it to the walls, or
even worse to your gate, they can blow
a hole into your defences, denying you
all the advantage you have in your
defended position.

Of course, even if you manage to kill the
warriors carrying the explosive device,
other Uruk-Hai can still pick it up and
sooner or later they'll have it against
your fortification. It is good though to
delay the inevitable, as stopping to pick
up such a heavy burden will slow down
the enemy a great deal, and every turn
gained is a boon in these tense games.

If the enemy has no bomb teams, then
concentrate your fire on any battering
rams for the same reasons as above.
Though less powerful than Saruman’s
crude bombs, they can still break
through your gates and so deserve
special attention from your bowmen, If
no rams are present, (this enemy must
have really come unprepared to the
siege...), then go for the ladders.

When the assault comes. make sure
your men are ready to intercept any of
the attackers that make it to the top of
their ladders. This can get a bit tricky if
the enemy has Uruk-Hai siege assault
machines, since they can allow several
ladders to be raised at the same time.
with screaming Berserkers riding them
to make things worse! The only way to
prevent them from reaching the
battlements is to deploy your defenders
well in advance in front of the ladders
and making sure that their control zones
are enough to close any gap where the
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enemy can place his ladders, Always
ry to have your hardest models (such
as Heroes) facing the enemy ones. so
that you won't have to try and stop
these combat-monsters with your
ordinary warriors,

Once the ladders are up against the wall,
the best thing to do is to drop them back
on the heads of the attackers. and your
troops must try and do it as quickly as
possible, before the weight of several
warriors has made it all but inipossible.
[fyou ean. try to direct two of your men
to push down each ladder. Often, in the
turn after the ladders are raised it is
down to priority if the ladders can be
thrown back empty (the defender gets
priority) or if the attackers can ¢harge
the defenders on the ramparts, stopping
them from pushing the ladders down (the
attacker gets priority). It is so important
to go first in this circumstance that |
recommend using your Heroes to call
Heroic moves if you have to. [ definitely
think it’s a good use of your Might.

When you are actually defending the
battlements from enemy models that
have charged up the ladders and
engaged your men, it is wise to use the
shielding rule if you can, because you
just need to win the fight to have a fifty-
fifty chance of seeing your enemy
plummeting down from the top of the

When the assault comes, make sure your men
are ready to intercept any of the attackers that
mwd make it to the top of their ladders

ladder to its death, maybe knocking down
a few of his comrades in the process...

THE ATTACKER

Well, the advice Id give to the attacker
in many cases is simply to carefully read
my recommendations for the defender
and try to do exactly the opposite and
tackle them all! Luckily there’s more to it
than that...

First of all, set up as close as possible 1o
the fortifications, so that you get there as
quickly as possible. The exception to this

is, of course, your siege assault
machines, it you have them. These
should sit more than 24" away from the
walls; in order to be out of range of
enemy missiles, safe to concentrate on
their vital job.

The main thing to keep in mind for any
attacker worth his salt is one thing and
one thing only: go for the gate! If you
manage to destroy it, vou won't need to
£0 through all the extremely painful
‘ladders thing” except as a secondary
means of attack. It 1s far easier to break

This Rohirrim is deployed
in such'a way that his

control zone enables him to
fend off any Uruk-Hai that
climb the ladders.
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Uruk-Hai bomb teams top tip:
They shouldn’t be allowed to
get this close!

through. even against a resolute defence,
if you are not perched atop a wobbly
ladder high above the ground!

Tao this result, try to protect your bomb
teams and battering rams as much as you
can, by marching a couple of your
warriors with the highest defence just in
front of them, for example. This should
ensure that your precious crew are either
hidden or at least partially covered by the
models in front. Don't forget to place a

group of models behind them as well, so

that they can replace these living shields
or the carrying models if they get shot,

Of course, the best defence is attack and a
bit of counter-battery fire is always good.
So have your missile-armed warriors
target the enemy bowmen first. This will
certainly help your important stuff reach
the gate in no time.

If you have to go up the ladders,
remember that your siege assault
machines are great, since they allow you
to propel models directly into combat
with the defenders, engaging them in
combat and preventing them from trying
to push down your ladder, an immense
advantage. Always make sure that the
models ending up at the top of the
ladder are your Heroes and other very
hard troops first (Berserkers are ideal
for this job!).

It is exceedingly difficult to scale the
battlements if the enemy is defending
them, because you don™t need only to win
the fight against multiple opponents, but
you must also kill them and they gel the
special save offered by the barriers, A

really tough one, and the habit of those
pesky defenders to use their shields to
bash you down from the top of your
ladder (the accursed shielding rule!)
makes it even more hazardous, This is
why vou really need your Heroes to stand
a4 chance of making it, thanks to their

better stats and especially to their Migh
Of course, there is always the unfortun;
chance of meeting Aragorn or Gimli at
the top of the ladder. .. life is hard whe
vou're a minion of Evil!

How many points does an Uruk-Hai
bomb team cost? And what about a
battering ram, a ladder or a siege
assault machine?

This is the same as asking how many
points daes a section of wall or a gate
cost - the answer is that we have
decided not to quantify their cost. The
reason is that they can be used only in
sieges and not in normal games. so we
left it up to the players to agree how
many assault tools they would give to
the attackers. The yalue of the siege
equipment is relative, really depending
on the nature of the defences that have
to be attacked. It is up to the players Lo
make sure the game is fair and
balanced if they are going to play a
different scenario from the one we
have mcluded in our The Two Towers
book. Even if they are just going to
play those very same scenarios with
different forces, they must take the
amount of assault equipment included
in the scenario’s Participants section as
a guideline only, and be prepared to
alter it according to the different forces
they have chosen.

URUK-HAI QUESTIONS AND ANSWERS

After all, a siege game is'a
complicated matter and requires a lot
of terrain, not something that your
average beginner would try and
design, so we assume that the people
designing their own sieges are
experienced enough to decide for
themselves the amount of siege
equipment they want in their game.

How many Uruk-Hai form the crew
of a Siege Assault Machine?

Each Siege Assault Machine has a
crew of three Uruk-Hai warriors arme
with swords. As long as there are at
least two of these crew members
within 1"/2¢m of the machine, and
they are not engaged in combat, they
can fire the machine as norial,
otherwise the machine cannot fire.

What is an Uruk-Hai bomb team?
Err... well... yes, we meant to say bul
we actually never did. Whoops! A
bomb team consists of a demolition
charge and two Uruk-Hai armed with
swords carrying it (see above).




16™ February 2003
10.00am to 4.00pm

Join us for a day of
gaming and hobby
activities at the
breathtaking

- Warhammer World!

Great participation games:

‘Warhammer 40,000
v W Warhammer
o' TheLord of The Rings
‘.. Specialist Games

Latest releases and previews.
’Eavy Metal painting advice.

Meet special guesté' from the
- Games Workshop Design Studio.
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" e Fanatic Studio.
Join in the terrain factory.
/s Fun conversion competitions.
. “Take part in special seminars to learn the
. 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.

Cry Havoc and let slip
" the dogs of war!

" Tickets priced £10 and are 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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Tomb Kings Chagiets thunder out from their tomb.




