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WALKING WITH ORCS
Former White Dwarf Editnr Robin

charg_e of a new venture —
Warhammer Onling.

For those not savvy with
'maé;si'vé'mu'lti 'plsyer dhiihé roleplay
player to create a wrtual alter ego
and roam the game-world online,
mixing and interacting with other
players and monsters.
~In Warhammer Online’s case
this allows a player to hecome a
Dwrarf, H‘a’lﬂin’g’, '0g r'e Elf (ye’a’h
nght .....

Orc and Beastmen infested darkness
of the Reikwald Forest or even
descend into the sewers of Nuln =
braving the Skaven that dwell there.
As a player overcomes challenges
or completes quests they can gain
better skills and unlock new quests.
We'll be keeping you. posted on
developments of this very promising
project in coming issues. In the
meannme Teast your eyes on the

an Orc. The level m‘ detail on th|s
beast is amazing — imagine coming
face to face with him and a bunch of
his tribe as you stumble across the
“foggy wilderness of the Old World!
The similarity between mis creatme

we've seen really bring the denizens
“of t'h'e Wa'rhammer worm to Iife
Warhammer Online team really has
-me excited as | used to play an
‘online game called EverQuest for a
while befoi‘e dropping uut due to
elements nf that game. Happny
‘Robin assures me the Warhammer

experiences of other
MMORGs and that
Warhammer Online will
provide a dark, gritty,
challenging and fun
onlme gamlng

" 1ll be watching
the Warhammer
Online website with
anticipation for maore
developments and images.
Check it out for yourself:

www.warhammeronline.com

PAINTING FRUSTRATIONS

an absolute my — | can 't ever
'rer'n'e'mt"}ér wakmg u’p 'ah'd NOT

Up until now ['ve never rsally
‘considered the imperial Guard as
much more than those annoying
things ybu have to scrape off your

accasmnaHy times when it all
becomes a bit much (yeah, yeah -
poor Iove you're thinking g

the bug 10 do an Imperial Guard
army I'm having pangs of guilt
about what | said about the
Ultramarines last issue.

Happily the solution was at
hand - over at GW HQon a
sabbatical GW Canada’s Craig
Bodycote suggested | base my
'ImpErial'Gﬂar'd régirhént in ihé.

| admit that in the grand
scheme of things it's not exactly
earth-shaking but it is something
that doﬂht’leés 'p'e'rpi'ex'es 'most
which army to collect next.
‘You see. as my series on
“collecting a Warhammer Chaos army
: dr'aws 'té)wa'rd's its finafe H'fe' béén

wuh my tledglmg Uitramarmes
force. Perfect!
Now, | just have to play around

isn't an easy chmce as lhere are SO
many cool armies fo select from.

Last month | extoled the virtues
of the Ultramarines and indeed
‘started painting a 6 Marine Tactical
‘squad and Razorback as the start of
a new army from Ultramar,

Now, however, | find my choice
-bemg somewhat undermmed by

with a few colour schemes befare |
get stuck into the army in earnest...

Until next month,

Guard Codex and th 's Paul
uard Codex and the precursor, ' ;
Codex: Eye of Terror, which has an awyer

‘Online team have learned fromthe army list for the Cadian regiment. Editor
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~ THE NEWS™

NEXT MONTH THE EYE OPENSI

Dire portents wax nigh and cards representing war and death on Bitter hatreds, such as that campaign to be fought in the
& even the most blinkered cannot fail  an apocalyptic scale, and Astropaths  between the World Eaters and the Warhammer 40,000 universe.
 tosee a pattern emerging in the report horrifying visions of torrents Emperor’s Children following the Abaddon and his chaotic masses
- attacks in the sectors surrounding of blood raining from the sky to Battle of Skalathrax, have been stand on the brink of casting the
- the Eye of Terror. The Emperor’s drown the Imperium of Man. Even quelled and even the Alpha Legion imperium into perpetual darkness, as
£ Tarot regularly displays powerful the Eldar, aloof and cruel aliens, and the Word Bearers share an his Thirteenth Crusade sallies forth
have given warning of the rise of a uneasy peace. Binding oaths and from the Eye of Terror.
| Great Uniter, as deep within the - debts have been called to account The Gadian Gate stands in the
j_’; anarchy of the Eye of Terror ancient  and a force, the likes of which has face of certain doom, yet the the
feuds have been set aside in the not been seen since the Horus forces of Mankind and its allies
face of Abaddon’s leadership. Heresy, has been assembled, ready maintain their defiance, resolute as
g to strike the Imperium like a ever, to force the tides of Chaos back
thunderbolt. once more.
& Next month sees the beginning of The Eye of Terror campaign
| potentially the most cataclysmic promises to be one of the most

awesome campaigns in the history of
Games Workshop, and whether it's
next month’s massive campaign
battle report, or the games played at
gaming clubs around the world, the
assault on the Cadian Gate promises
to be a tarrid affair.

NEXT MONTH:
Eve of Terror battle report
@ Chapter Appraved Eye of Terror
gaming ideas
@  Eye of Terror campaign news

TOURNAMENT NEWS COMPETITION WINNERS

* WARHAMMER/WARHAMMER  SPECIALIST GAMES THE LORD OF THE RINGS:

40,000 DOUBLES EVENT CAMPAIGN WEEKEND THE FELLOWSHIP OF THE
. Games Workshop is proud to 5-6TH JULY AT RING EXTENDED DVD
* announce the first ever doubles WARHAMMER WORLD, Following our exclusive
| Tournament for Warhammer and NOTTINGHAM competitian in Wiite Dwarf 277,
- Warhammer 40,000. The tournament Why not come and take part in a great the following readers have each
- is due to take place at Warhammer weekend of campaign strategy, won themselves a copy of
~ World on 19-20 July 2003. battle and intrigue where each game The Lord of The Rings:
A unigue and fresh gvent, the affects the overall outcome in a grand The Fellowship of The Ring
-~ Tournament will allow teams of two narrative. Choase from a weekend of extended DVD:
-.5 players to compete in either Inquisitor-or Battlefleet Gothic. Tickets G Eden {Essex)

C Ryan (Lincoln}

Kevin Rowley (Stockton-on-Tees)
G Robinson (Manchester)

John Sztucki (Merthyr Tydfil)

Warhammer or Warhammer 40,000 in  available soon by calling 0115 91

the unique small army format we have 40000, from the Online Store, or your
devised. More details will follow local Games Workshop store.

shorily, so watch this space!

2 THE NEWS



MASTERCRAFTED

Mastercrafted is a two-day
event at Warhammer World that
gives veteran hobbyists a chance to
hone their skills — by meeting the
Games Workshop Studio experts.

Taking place on the 31st May
and 1st June 2003, the event
includes ali the materials you will
need and inclusive lunch meals for
the weekend.

Spend a weekend in the
company of the champions of
the Games Workshop hobby, learn
new technigues and improve existing
ones at ‘Mastercrafted’ - the Games
Warkshop Hobby Masterclass.

Over the course of this
weekend you will receive expert
coaching from members of the
Games Waorkshop Design Studio,
Golden Demon winners, and our
teamn of Warhammer World
hobby experts.

Weekend tutors include Mark
Jones, the man responsible for the
stunning scenery you see in the
armies books and Codexes, former

IS

COMING!

Hobby expsﬁs Mark Jones, Tammy Haye and Mark Hamson will
be on hand to offer advice on improving your hobby techniques.

'Eavy Metal painter Tammy Haye,
who will give expert guidance on a
score of painting techniques. Top
Citadel sculptor Mark Harrison will
be demanstrating modelling and
canversion skills, and giving expert
guidance on sculpting your own
components and miniatures.

Places are limited to 60 - please
hook early to avoid disappointment.

Attendance at ‘Mastercrafted’ is
restricted to over 18s and a degree

of modelling skill and painting ability
is required — if you are unsure
whether or not this event is for you
please contact your local GW

store manager who will be happy

to advise.

For more information on the
event, and all other forthcoming
Games Workshop events and
schedules, please go to;

www.games-workshop.com/events

THE ULTIMATE AIRSHOW EXPERIENCE

Prepare to be thrilled as the
Royal International Air Tattoo 2003
sets the stage for the ‘smoke and
thunder' of 21st century Top Guns,
the magnificent Red Arrows and an
A-List of natignal aerobatic teams,
the weekend beginning the 19th
July 2003, Over 30 nations will fly
in for Europe’s biggest airshow.
And there's even more family
entertainment with hot air balloons,
stalls, exhibits, road shows and
gxciting virtual reality rides.

100 YEARS OF FLIGHT

In December 1903 American bicycle-
maker Orville Wright pioneered a
century of aviation with a 12 second,
120 feet flight, opening the door to
long-haul air travel and the
exploration of space.

A LIVING HISTORY —

THE BEST OF BRITISH
Ten themed decades — a living
history of the world’s most famous
aircraft, including the Lightning,
Harrier and the faster-than-sound
Concorde passenger liner.
Looking to the future — 21st
century Eurafighter Typhoon,
Merfin HC3, Apache AH1,

OCEAN WATCH 2003

Paying tribute to the gallant veterans
of RAF Coastal Command on the 60th
anniversary of the Battle of the
Atlantic, international maritime and
Search & Rescue units will fly inte
RAF Fairford for Ocean Watch 2003.
This fascinating array of aircraft is
normally seen on patrol from the
Arctic Circle to the southern oceans.

FLYING FOR GLORY

The world's best pilots get airborne for
a sensational eight-hour flying display
- breathtaking solo jet and helicopter
routines, legendary vintage
agraplanes, graceful gliders and a star
appearance for the RAF's latest front
line jet, Eurofighter Typhoon.

HOW TO WIN TICKETS
Answer the following guestion to
enter the draw for fiteen pairs of
tickets to the Air Tattoo 2003 display:

How many years of flight will be
celebrated at the Royal Air Force Tattoo?

Send your answers fo:
Royal Tattoo Competition,
Games Warkshop,
Willow Road, Lenton,
Nottingham NG7 2WS

Entries fo be received no later than
22nd May 2003. Winners will be
nofified by post.

www.games-workshop.co.uli/news 3



"NEW RELEASES ™

SERVANTS OF THE OLD ONES

THE 3
HETEMPLE ¢ty o TLAXTLAN

LIZARDMEN ARMY BOOK

Long before the rise of Elves, Dwarfs or Men, the Lizardmen
existed in the oppressive depths of the steaming jungles.
They are a dangerous and powerful civilisation, and any
who enter their lands do so at their own peril. This 80 page
book contains background, painting and modelling guides,
and full rules for fielding a Lizardmen army.

A fully arrayed Lizardmen army is an awesome and striking battle
force filled with colour and variety. Saurus Warriors form the
fighting core of the army, supported by clouds of nimble Skinks.
Saurus riding the dim-witted yet powerful Cold Ones form
devastatingly powerful cavalry regiments in times of war. Terrifying
creatures, such as the vicious, fire-breathing Salamanders, the
towering Kroxigor and the gargantuan Stegadons, fight aiongside
the Lizardmen, guided into battle where their aggressive,
carnivorous instincts take over as they devour their foes.

' LIZARDMEN SAURUS WARRIORS
Saurus Warriors are vicious fighters whose
bodies and armament have been created to
maximize their fighting potential in close
combat. Along with their well-designed
weapons, they make use of their bony
crests, powerful jaws and claws. Even their
shields are designed to strike-and slash
with, making them formidable opponents.
With 2 aftacks each, the front rank of a
Saurus regiment can muster a formidable
amount of attacks. usually more than an
enemy unit can deal with.

Designed by Colin Grayson, this mufti-part
‘boxed set contains enough parts to make
16 plastic Lizardmen Saurus Warriors
armed with either hand weagon and shield
or, alternatively, spears. It also includes
parts to makes a Champion, Standard
Bearer and Musician.

These modals require assembly.

=
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- LIZARDMEN SKINKS

| Skinks are naturally stealthy and swift creatures, and can be deadly when using their favoured

! weapons, in particular the blowpipe, against an unwary foe. The Skinks have a natural affinity to
water, and can swim swiftly through the dark jungle swamps and rivers.

Using their Aquatic skill, Skinks can move over marsh, rivers, lakes or any other water features

terrain features their foe would normally avoid to outflank the enemy’s battleline.
Skink Warriors armed with either javelfn and shield or, alternatively, blowpipe and hand weapon. It also

includes parts to makes a Champion.
These models require assembiy.

LIZARDMEN CHAMELEON SKINKS

The Chameleons Skinks are more aggressive than other Skinks, and their
role centres on scouting, infiltration, concealment and hunting. They stalk
their prey through the jungles and are able to move to within yards of their
target, unnoticed. Chameleon Skinks can be deployed at the same time as
Scauts, and are placed in one of two ways. Either place them exactly like
Scouts, but with no minimum. distance between them and the enemy, or
place them in sight of the enermy (even in the open), but more than 12"
away from them.

This blister pack contains 3 Ghameleon Skinks. designad by Mark Harrison.

e T S o e T T T ey O e ST T B T T as vt W e L R A A

without penalty, and will benefit from soft cover while in such terrain. This allows them 1o use such

Designed by Mark Harrison, this multi-part boxed set contains enough parts to make 24 plastic Lizardmen

ST ILE e S :
www.games-workshop.com/lizardmen 5



LIZARDMEN ARMY BOXED SET

The Army box is the best way to coliect a complete Lizardmen army
in one go. Containing the Lizardmen Armies book, 1 Lord choice, 2
Hero choices, 3 Core choices and 3 Special choices, it has
everything you need to create a balanced Lizardmen army to
mercilessly punish any who stand in the way of their sacred
mission, the great plan of the Old Ones.

-6 Lizardmen Chameleon Skinks

3 Lizardmen Kroxigors

32 Plastic Lizardmen Saurus Warriors
24 Plastic Lizardmen Skinks

These modsls require assembly.

The Lizardmen Army boxed set contains:
1 Lizardmen Armies book

1 Lizardmen Saurus Lord on foot

-1 Lizardmen Skink Priest

‘5 Lizardmen Cold One Riders

Valten's courage knows no limits, and even impossible odds do
not faze him. Inspired by his awesome presence, others around
him fight ever harder as they see Valten strike down foe after
foe. His Awesome Presence skill means that any Wounds
inflicted by Valten in close combat are counted towards the
Empire combat resolution score of any combat within 12"
of him, not just the one he is taking part in, meaning

this one character can tip the balance of an entire
battfe in favour of the Empire.

This blister pack contains 1
Valten — Champion of Sigmar,
designed by Alex Hedstram.

VALTEN — CHAMPION OF SIGMAR

1

special edition
Army Battle
‘Standard

i
|
|
i
l
|
|
|

LIZARDMEN SKINK PRIEST

Skink Priests are the attendants of the Slann and have a natural
aptitude for magic. As with all Skinks, the Skink Priest can be given
the Scout special ability allowing it to deploy close to the enemy to
‘deliver destructive magic into the heart of their lines. However it is
when this ability is combined with the Slann Mage-
Prigst's Telepathy skill that it becomes extremely
‘effective as the Slann can then direct his

-own magic through the
‘eyes of the Skink Priest.

This blister pack contains 1
Lizardmen Skink Prigst,
designed by Mark Harrison.



I.IZARDMEN KROXIGOR

more than c_a_pab_le.a_f dea_hng_ with the toughest of enemy mudels

This biister pack confains 1 Kroxigor, designed by Aly Morrison.
The_se-made_is_ require assembly.

9y

LIZARDMEN SLANN MAGE-PRIEST

The Slann are the last of a dwindling race that have existed for
thousands of years, and were the favoured servanis of the Old Ones.
Large, unearthly creatures, the Slann are quite unlike anything else in
the world. Their heads are large to match the mighty intellect held
within, and their eyes are bulbous and all-seeing.

In battle the Slann can be placed in the second rank of a Saurus
unit and, as long as no enemy models are in base-to-base
contact with the Slann, it does not count as being in combat for
purposes of its own spellcasting, even if the unit around it is,
This means that the Slann may still cast spells as if unengaged,
as it rises on its palanquin above the fighting ta cast powerful
magic hefore dropping back within the protection of its

unit. This allows the Slann to unleash devastating magic
against all who oppase him.

This boxed set contains 1 Lizardmen
Slann Mage-Priest, designed by Juan Diaz.
This mode! requires assembly.
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"NEW RELEASES'

| | DAEMONHUNTERS:
| | GREY KNIGHT TERMINATOR

?i‘ | The elite warriors of the legendary Grey Knights Chapter are a fearsome force
{ on the battlefield, trained to fight against seemingly insurmountable odds and
| triumph. They are armed and armoured with the most ancient and revered

| artefacts from the dawn of the Imperium. Each Terminator is armed with a

| deadly Nemesis force weapon that adds +2 to its wielder's Strength and which
| -also counts as a power weapon in the hands of a Grey Knight Terminator,

| ‘making them more than capable of destroying heavily armoured opponents.

This biister pack contains 1 Grey Knight Termrinator, desigried by Jes Goodwin.
These models require assembly.

ST e L e e

. DAEMONHUNTERS: GREY KNIGHT
- TERMINATOR WITH PSYCANNON

i Psycannons are based on bolt weapons, replacing the standard warheads

. with ritually inscribed silver tips; psychically charged Strength 8 bolts. The
psycannon’s weight is offset by suspensors which permit the Terminator to
fire while on the move, giving the Terminator a Heavy 3 weapon with a range
of 36", Whether in attack or defence, the psycannon has both the power and
range to strike down the enemies of Mankind.

This blister pack contains 1 Grey Knight Terminator with psycannan.
designed by Jes Goodwin.

This model requires assembly.

s s R U R S B E R A A R TR bl

R
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DAEMONHUNTERS: IMPERIAL SERVITORS

Inquisitors are invariably accompanied by accomplished and well-armed warriors,
capable of laying down covering fire as their master singles out his guarry. These
warriors range from experienced, hard-bitten Imperial Guardsmen, to
Gun-Servitors, cybernetically altered to the extent that they are more weapon than
man. Combat-Servitors and Gun-Servitors provide an Inguisitor and his retinue
access to much-needed specialist weapons, such as the brutal power fist and
destructive plasma cannon.

=

St

This blister pack contains 2 Servitors, desagned by Adam Clarke and Jes Goodwin.
These madels require assembly.

TR
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INQUISITOR

Steeped in the greatest mysteries of their Ordo,
and privy to unspeakable secrets, the Inquisitor
Lords of the Ordo Malleus manifest a threat
which can quell even the most diabolic heart.
All Inquisitors have access to powerful psychic
powers, such as Destroy Daemon which allows
the Inquisitor to re-roll any failed rolls to hit or
to wound made against Daemons. This power,
combined with an Ancinted weapon which
always wounds Daemons on a roll of a 4+,
makes an Inquisitor more than capable of
dealing with the most powerful adversary.

This blister pack contains
1 !nqgisffor Daamonhunter mode!,
designed by Gary Morley.

These models require assemily.

' DAEMONHUNTERS: ACOLYTE

| The Inquisitor is hardy and wise, having survived long enough to
begin training likely prospects to follow in his footsteps. His
charges hang on his every word, hoping some day they will
attain the status of their mentor. Those few who survive to make
the rank of Interrogator are both capable and strong, for only the
most skillful survive the duty of accompanying their mentor on
the field of battle. If an Inquisitor accompanied by an Acolyte
Henchman suffers a wound, he may allocate the wound to the
Acolyte ensuring the Inquisitor survives to complete his mission.

This blister pack contains 1 Acolyte model, 1 Cherub and
1 Servo-skull, designed by Aly Morrison and Gary Morley.

ETaTE e
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This month, we tracked
down the author of the new
Lizardmen Army book,
Anthony Reynolds, and
convinced him to pen his
thoughts on the
cold-blooded ones...

growing up, I loved dinosaurs.

Trips to the museum to gawk at
the bones of those mighty creatures that
once stalked the earth filled me with
awe, and I used to have (and probably
still do have, somewhere) an endless
supply of plastic dinos that T used to
battle it out with over the couch and
rug, I guess doing the Lizardmen Army
book is in a way justa (slightly) more
grown up way of still playing with toy
dinosaurs. Also, coincidently, I used to
love lizards — where T grew up in Sydney,
Australia, there were always thousands

L ike many people when they were

CHILDREN OF
THE OLD ONES

The Lizardmen Army Book Designer’s Notes

of little lizards (oddly enough, they were
called skinks), and the bigger blue-
tongues prowling around the garden,
and [ spent many an hour watching
them, and rescuing them from the pool
(those skinks were not aquatic).

I remember buying a copy of the 3rd
Edition Warhammer Armies book, and
being quite bemused by the Slann army
and its models. “What's all that about?” 1
thought, as I looked at the strange units
of froggy blokes, They just looked
bizarre, though I really quite liked the
overall Aztec feel. Over the years, |

watched as the Slann army turned into
the Lizardmen army (which in my
opinion worked a lot better both in
game terms and visually), and it really
began to take shape. The Slann
themselves moved from the basic
warriors of the army to the obese,
guiding forces behind the Lizardmen,
which is the image that we have stuck
with ever since (though 1 think Juan
Diaz’s new model is the most jaw-
dropping version of the Slann I've seen).
Now, a few years later, I find myself at
the helm of the latest incarnation of the
Lizardmen Army book,
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SO, WHAT ARE "=
LIZARDMEN ALL ABOUT
THEN, HMMM?

Across the Great Ocean from the Old
World lie the steaming jungles of
Lustria. Amid the ancients trees and
creeping vines, the squawking birds
and the roar of monstrous reptiles rise
the mighty ziggurats and temple-cities
of the Lizardmen. Most ancient race of
the world, older than the coming of
Chaos even, created at the very dawn
of time by the god-like Old Ones, the
Lizardmen are the keepers of the Great
Plan. Now, many millennia later, that
plan is all but a myth, hidden in near-
indecipherable texts and plaques, their
original purpose and meaning nearly
lost. Yet the Slann persist in their
efforts, watching the astrological
changes in the heavens, gauging the
winds of magic, the risc and fall of
civilisations and the migrations of the
races of the world, manipulating the
course of history, intervening with their

armics when necessary to halt the
corruption of Chaos and steering
events back on to the course perceived
as proper by the Slann.

To serve the Slann, the Old Ones
spawned the warrior Saurus and the
quick-witted and nimble Skinks. When
the armies of the Lizardmen muster,
they are a sight to behold, Foremost
amongst them are the reptilian Saurus,
hulking warriors spawned for combat,
slow-witted in everything burt fighting,
but massively powerful and vicious.
Generations of Saurus have defended
Lustria from invasion for untold
centuries, their fighting prowess sorely
tested but never beaten. With the
Saurus are the Skinks, who gather in
small skirmishing groups to harry the
enemy from amongst the trees and
swamps, with blowpipe and javelin.
Natural scribes and auditors, the Skinks
have little stomach for real combat, but
are a persistent menace to any army
foolish enough to step foot on Lustria
with conquest as their intent.

The bloated Slann themselves are
borne into battle atop great floating
litters bedecked with sacred plaques
and decorations, surrounded by the
coruscating energy of their magic.
Mystical energies crash from lazily
extended fingertips, and enemy
regiments are crushed by slow but fluid
gestures that unleash unbelicvable
magical power. The Slann lead the
great fight against the forces of Chaos,
the sworn enemies of the Old Ones.

The army of Hexoatol gaﬂrers‘ at the boundarzes
uj their tem."m y to defend an ancient Iemple
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THE OVERALL FEEL

Before work was started on any of the
artwork, models or writing, the overall
key design for the Lizardmen was
finalised. This is basically deciding with
everyone (Artists, Miniatures Designers,
'Eavy Metal painters and writers) what
the Lizardmen are all about; making sure
everyone knew the ‘feel’ that we wanted
with the army. The main points that
came out through these meetings was a
feel of what Lustria itself is like (it ain'ta
walk in the park), how the Lizardmen
looked, how they fight and why, and
what their place is in the world.

Below is an overview which was
produced to give a feel of what the
Lizardmen are all about, which we used
to let everyone working on the project
understand where we were coming from.

THE RULES

I know many of you will be wanting to
know what the deal is with the new
rules, so I shall delve straight in. Well,
the rules for the Lizardmen were already
pretty good in the Annual 2002 preview
(which first appeared in White Dwarf
256), and a major overhaul was
unnecessary. That’s what the preview
army lists we print in White Dwarf, the
Journal and Warhammer Chronicles are
for; to give people an indicator of the
‘way we are heading on each project and
to get feedback before actually getting
into the main book. All that I felt the
Lizardmen needed were some tweaks to
make the army more enjoyable to play
with and allow players more variety
when picking their force, As well as my
own opinions (and those of the other
Games Dev team members, particularly
Gay), I made sure that I kept an eye and
an ear open to what gamers thought
should be done. This feedback came
from a number of sources, including
letters sent in, speaking to people at

conventions and tournaments, as well as
regularly lurking around the many
forums on the Internet,

With all this information together, 1
began to compile the points that 1
wanted to address. Rather than waffling
on about this stuff generally, I'll give a
quick run through of the army list,

and mention the main changes that
have been made.

CORE UNITS

I'll start with the Core Unit choices, as
they are the bulk of the Lizardmen army
Firstly, and most importantly, the Saurus.
These guys are the backbone of the
Lizardmen army, vicious warriors
hatched and bred solely for the purpose
of war — so it is appropriate to make
them the focus of the list. I found the
idea of Saurus in the second rank with
spears still attacking twice a bit strange
really, so reintroduced a version of the

‘old ‘Bite’ attack, which I called

‘Predatory Fighters'. We really wanted
the Saurus to look almost like living

‘weapons, so they could easily kill using
‘almost any part of their body — even

their shields are designed so they could

be used as an effective weapon. In game

terms, this means that Saurus in the
front rank fight with 2 Attacks, but spear-
wielding second-rankers only get 1
Attack. To give the Saurus a bit more
variation, I gave them the option to

take Blessed Spawnings, but I'll get to
them later...

Temple Guard have now been moved
into the Core Units section (and much
rejoicing was heard). However, I've
made them a 0-1 choice per Slann in the
army. The Temple Guard are spawned to
protect the temple (funny thar), and
their whole existence is focused on
doing that job. As the Slann is basically
the temple given living form, when the

Slann goes to war, the Temple Guard go
‘with them (and so, are Core). Even if the
Slann might wish it, the Temple Guard
aren’t going to be leaving their charge
for anything, and so they will always
protectively form up around the Slann.

The next on the list of Core Units are
the Skinks, These guys are not spawned
‘as warriors, but are the craftsmen
(craftslizards?) and artisans of the
Lizardmen. They are the scribes, the
interpreters, the priests — really, they
fulfil all the jobs that make day-to-day
life in the temple-cities actually work. In
times of war, they are drafted in to be
scouts and such, but on the whole they
don't really have the nerve to be proper
warriots — that's the Saurus’ role anyway,
as they are the ones that ARE spawned
to fight. For this reason, Skinks cannot
be formed up into ranks (except in the
Southlands, but again I'll.get to that
later). but rather fight in loose skirmish
formations. They can Scout, but this is
an option, giving players a bit more
choice in how they choose to use them.
For weapon options, they can take
either blowpipes or javelins and shields
- all poisoned of course.

To round out the Core Units, there are
the ever-useful Jungle Swarms. They are
much the same as they were in the
Annual List, only I've made them a little
quicker (Movement 5).

SPECIAL UNITS

Right, on to Special Units. To start with,
everyone's favourites, the Kroxigor.
These are much the same as they have
always been, but I've made their scaly
skin a bit thicker — it has become a 4+
save, which seemed only appropriate for
the big fellas. They can still charge
through units of Skinks, but now instead
of trampling the Skinks underfoot, the
Skinks must pass a Leadership test or
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they cannot move that turn - in effect
they are ducking and weaving to avoid
getting trod on,

Saurus Cavalry

Saurus Cavalry are here to stay, and they
have some fantastic new models (so no
need for any more headaches trying to
convert them anymore). Not much to
say here really, except that they have
proved to be some of the hardest hitting
cavalry in the game.

Chameleon Skinks have managed to find
themselves a spot in Special Units rather
than Rare, but have remained a 0-1
choice to represent their scarcity. They
are still as sneaky and nasty as ever.

Terradons fill out the Special Unit
choices, and out of the Special Troops
they have had the most work done to
them. They hit a bit harder now, for
each one has 3 Sirength 4 Attacks (the
Terradons and the Skinks have been
combined into a single stat line). They
have a special rule, the Hit-and-Run
Attack. This allows them, on the turn
that they charge, to fight a single round
of combat and then elect to flee
automatically. The enemy cannot pursue
the Terradons when they use this attack,
and the Terradons rally automatically.
Using these attacks, the Terradons can
strike where they want without getting
bogged down in combat, making them
more useful than they were in the past.

Temple Guard

RARE UNITS

The Rare Units include the Stegadon
and Salamander Hunting Packs. The
problem I saw with the Stegadon was
that it had a horrible tendency to run
away from things — it was clearly a very
jittery thing that would run screaming
whenever a pack of Skinks fled past it.
Not really an inspiring image for the
towering tank-like dinosaur. To rectify
this, I've made it Immune to Panic, In
addition, to give it a little staying power, Saurus Warriors
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it has become Stubborn, With a
Leadership of 5 (on 3 dice remember),
this keeps it in the fight a bit longer that
it normally would last (though of
course, it should be supported with
other units), and actually means that
you can send it off on its own withour it
bolting at the slightest loud noise.

Salamander Hunting Packs have found
themselves in the Rare Units section
now, and consist of between 1 and 3
Salamanders each with 3 Skink
Handlers. Now, the Salamanders have
probably undergone the most change
out of all the existing rank and file
troops in the Lizardmen army, but it is a
change which 1 think is a good one, and
one that makes them more characterful.
In the past, the Salamanders operated
like living artillery, providing the
Lizardmen with some long-ranged
weaponry that was great against high
armoured enemies, The idea of these
reptiles spitting across a board (amusing
as it was) really didn’t seem that
appropriate, especially when you think
of how dense Lustria is meant to be.
‘Also, it almost seemed like something
that was in the list to compensate for an
obvious weakness — 1 didn't like this
either. In my opinion, each army should
have a weakness, but it's learning to
make the army work despite this that is
the fun of playing games. Long ranged
firepower just didn’t fit with the army in
my mind, and so I began to devise a
new method of fighting for Salamanders.

What 1 ended up with is more of a close
support unit — a swift moving
skirmishing unit that can unleash a
torrent of flaming liquid at
close/medium range and then join the
combat directly. T see these creatures as
being probably the most vicious and
aggressive hunters in Lustria (except
perhaps for the Carnosaur), and to have
them sit still and spit at people was odd.
In game terms, each Salamander now
unleashes an Artillery dice number of
hits (hits mind, not shots) at Strength 3
with a =1 to Armour saves. This has a
relative short range of 18", but seeing as
they can move 6" and also fire, they have
a working range of 24". Oh yes, and on
the roll of a Misfire, the Salamander
gobbles up a few Skinks, or burns them
with its belly-fire. That always makes me
chuckle, almost as much as my
opponents,

Now 1 know that some might moan that
the Salamanders now can’t kill heavily
armoured knights with the ease that they
used to, but 1 see this as a slight shift in
focus rather than a genuine downgrade
in effectiveness. Besides, there is plenty
that can deal with knights in this army
(Strength 7 Kroxigors, Carnosaurs and
Saurus characters amongst them). I'm
really happy with the Salamanders, and
they are now one of my favourite parts
of the Lizardmen army.

CHARACTERS

So that’s the regiments briefly explained,
50 1 shall move onto the characters. Now
here, there have been some significant
changes made. They were made to give
the player more choice in his army
content. It was getting a little dull seeing
the same characters appear in every
game, so we wanted to make sure that
the decisions here were not simple ones.

To start with, there is now more than
one Lord choice. There is the Slann, and
there is the Oldblood, a new Lord level
Saurus character, I'll talk about him first.

The Oldblood is an ancient Saurus,
Saurus don't actually die of old age, they
just get tougher and more vicious the
older they get. The Oldbloods are
literally thousands of years old, and are
fairly scarce — most Saurus dic in battle
long before they reach such old ages.
One thing that is unique to the Saurus
Warriors and the Lord and Hero level
Saurus characters is that they all have
the same Leadership of 8. This was
because I don’t see the Saurus becoming
great, inspiring leaders the older they
get — as 1 said, they just become
increasingly vicious fighters. They all
instinctively know how to fight, whether
they are a day old or 5,000, and so don’t
really need to learn from experience.

Oldbloods are fantastic close combat
fighters, the equal of Chaos Lords. They
only take up a single Lord choice, as |
felt anything else and the Slann would
become an easy default. Also, without

Sm'mw'.;ded by bis loyal bodyguard, the Slann Mage

any other fighty lord, it’s a bit harsh on
the Lizardmen if he took up anything
more. It is the Oldbloods that can ride a
Carnosaur into battle as their steed (or a
Cold One), so it's about time I say
something about this new beastie. With
combat capabilities almost as good as a
dragon, the Carnosaur is no light-
weight, and its Ultimate Predator special
rule means it is perfect for taking out
Large Targets. In the wild, Carnosaurs
hunt the big creatures of the jungles,
and they are perfectly adapted to kill
large prey — hence, against Large Targets,
each wound they cause is multiplied
into 133 wounds. Carnosaurs are
notoriously difficult creatures to control
— as such, once they have the tasie for
blood (having inflicted one wound),
they become Frenzied.

The Slann Mage-Pricsts underwent quite
a substantial change. In the past, they
were horribly good — the best of mages,
plus rock hard combat toads up close,
with a points cost to match. In their new
incarnation, they are still cutting edge in
the Magic phase, but are pretty ordinary
in combat. One thing I was never happy
with was that when you put a Slann into
a unit of Temple Guard (the guys
spawned to protect him), he took up so
much space in the front rank that the
Temple Guard only ever had one or two
that actually fought - a real shame for
these powerful fighters, With all these
thoughts running through my head, and
with many an in-depth chat with Gav
and Jes Goodwin, we came up with the
idea of the Slann being positioned

1 5 \ . = N
-Priest marches to battle.
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A Saurus Oldblood mounted on a Carnosauyr makes a deadly opponent.

within the unit. That way, it wouldn’t
have to get involved in combat (such
things are below it anyway). and the
Saurus unit could really look like it was
protecting its revered masters. Following
along this line of thought, I allowed the
Slann to cast spells even if his unit is
engaged in combat (so long as he
himself is not involved in the fight). As
the Slann are Large Targets, they can see
over the combat that their minions are
iavolved in and happily be zapping the
cest of the enemy’s army.

The next thought | had was (o
reintroduce an old rule in a new form —
telepathy. My new version of this allows
she Slann to basically see everything that
any other friendly wizard on the table
can sce for spell casting. In simple
s=rms, this means that if a Skink Priest
can sec a target, the Slann can rarget it
(although range is still measured from
e Slann himself). This makes it rather
Zifficult to avoid the Mage-Priest’s spells!

in order to lower the prohibitively high
soints cost of the Slann, T came up with
se Slann $pawning Generations, The
zsic Slann is a 5th Generation Slann -
he youngest of all the Slann - positively
2 spring-chicken whippersnapper at only
= little over 7,500 years old. '
Nevertheless, even these Sth generation
Mage-Priests are powerful dth level
=izards in their own right. Basically, the
“dea is that you can upgrade your Slann
=0 an older generation— with each
=pgrade, they become more and more
sowerful, up to the 2nd Generation
Mizge-Priest’'s who are positively deadly
i the Magic phase. The Slann are the
“alv ones who have access to Sacred

Plagues, a new selection of Magic Items,
and each Slann can take more than one
Plaque. Also, as they are so ancient and
powerful (as well as being at least
partially non-magical), the Plaques
cannot be affected by such spells as
Vel s Unmaking, nor can they be
destroyed. They give bonuses such as
knowing an extra spell (Plaque of Tepok)
and giving their entire unit a 5+ Ward
save against shooting and magic
(Cupped Hands of the Old Ones).

In the Heroes section, much remains as
it was in the Annual list, with the Saurus
Hero (now called a Scar-Veteran), Skink
Priests and Skink Chiefs. Priests and
Chiefs remain much as were, although
Scouting is again an option rather than a
given. The Saurus Scar-Veteran now
takes up only a single Hero slot, for
much the same reason as the Oldblood
only takes up a single Lord slot. Taking
up two Hero slots in my mind only
discouraged people from taking him.
Although some might complain that
Scar-Veterans are the equals of Black Orc
heroes (who take up two slots), what
these people might be overlooking is
the additional benefits of Black Orcs
within an Orc and Goblin army — and
that if you don’t want a Black Orc, there
arc other Orc fighter-heroes that don't
take up that second vital slot.

Both ScarVeterans and Oldbloods can
take Blessed Spawnings as well, and
these count as equipment so can be
taken on top of magie items —up to 3
Spawnings for Oldbloods and 2 for Scar-
Veterans. Well, I guess it’s about time
that I talk about these Sacred Spawnings
in a lictle more detail.

BLESSED SPAWNINGS

Occasionally, entire spawnings of Saurus
are hatched that are slightly unusual.
They might be coloured a bit differently,
and they will show natural, inbuilt
talents that other Saurus lack. It is
believed that these spawnings are
blessed by the Old Ones themselves,
and that their appearance is all a part of
the mysterious plan of these enigmatic
and long since departed deities. In the
past, individuals could be given these
blessings, but I thought it would work
better if entire regiments could be
blessed in such ways; in effect, the
whole spawning is hatched from the
same mould so to speak, and all havc
the same innate abilities.

Units of Saurus Warriors may be
upgraded with cither one or two
Blessed Spawnings. To represent their
rarity, I introduced the rule that if a unit
takes a single Blessed Spawning, then it
becomes a Special Unit. If it takes two,
then it becomes Rare. Simple, and in
keeping with the background. The
Blessings themselves come in a number
of forms, and each represents the
blessing of a particular Old One (and
coincidently, each city is associated with
a particular Old One). They have effects
such as +1 Attack on the charge
(Blessed Spawning of Sotck), the ability
to move through jungle and woods as if
it were open terrain (Blessed Spawning
of Huanchi) and +1 to their Scaly Skin
save (Blessing of Quetzl).

Characters must take the Blessed
Spawning of Tzl if they want to ride a
Cold One or a Carnosaur — this is quite

.
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a specialised ability for the Saurus, and
is often represented by an especially
large, bony erest (much like how in 5th
edition, only the great crested Skinks
could ride Cold Ones). Of course, this
cost has been incorporated into the cost
of the mounts, so you don’t actually pay
extra points. Units of Saurus Cavalry all
come with the Blessed Spawning of Itzl
as standard.

MAGIC ITEMS

As well as the Sacred Plaques, the
Lizardmen have a selection of magical
artefacts and items that reflect their
background. As such, many of their
items can be perceived as being almost
technological, though always imbued
with the potent magic of their Old One
creators. For example, the Blade of
Realities shimmers in and out of
existence, and can be used to bypass
Ward saves, and the Gleaming Pendant
of Chotec, a small amulet covered in
puzzle icons, creates a sudden surge of
light when the puzzle pieces are
arranged correctly, forcing enemies to
attack last when in combat. However,
the Lizardmen also have quite a few very
earthy items that focus on their brutality
and perceived savagery. The Maiming
Shield counts as a normal shield, but
can also be used to count as an
additional hand weapon, the Blood
Statuette of Spite can invoke the wrath
of the gods to strike down enemy
characters, and the Venom of the Firefly
Frog can be used to make all non-
magical weapons carried by the
character count as poisoned.

THE SOUTHLANDS

The Lizardmen Army book also contains
not one, but two official army lists! We
tend to hear that few people use the
alternative appendix lists that appear in
the back of many Army books because
they are unofficial. So, with the
Lizardmen we decided to make the
appendix army a fully official and
playtested army in its own right.

This list is certain to appeal to many of
the gamers who have been playing
Lizardmen for some time, for it more
closely resembles the older 5th Edition
Lizardmen army.

However, [ tried to be quite careful that
this list was not stronger than the main
list — otherwise the Southlands list
would be the one we would always see
being played, and that wasn't something
that was desirable.

The main difference between this list
and the main one is that for some
bizarre reason (all part of the Old Ones
plan, of course), the Saurus spawning
pools of the Southlands are relatively
rare, and the Skinks are forced to take
up arms and become warriors. Hence,
Skink Cohorts, which are basically
Skinks that can rank up and fight. Also,

the oldest Slann and Oldbloods can no
longer be found in the Southlands, and
so there is a bit more restriction on
character choices. The rest of the list is
more of a reshuffle of the main list than
a completely new one, with a few small
exceptions. One of these is the addition
of Skink Horned One Riders, which
basically are a quicker, fast cavalry type
of Cold One.

I think I'll make one quick point on'a
decision that was made in regards to the
Southlands list; the Kroxigors would not
be able to join units of Skinks. In 5th
Edition this was such an awesome
formation, that there was almost no
point in taking units of Saurus — the
combined Kroxigor/Skink formation was
quicker, there were more of them and
they hit as hard, if not harder, when in
combat. This was just tooc much of an
awesome fighting regiment, and I felt it
put the Saurus in a bad light - after all,
the Saurus were the ones created by the
Old Ones as their warriors, not the
Skinks, and so they really should excel
in that. Certainly, the Old Ones would
not make redundant warriors.

I think the Southlands list has turned
out to be a good one for some variation
from the normal list, and certainly needs
to use different tactics to do well.

BETTER SHUT UP NOW...

Well, I've rambled on for long enough
now I think, so I'll just make a quick
mention of what fills the rest of the

book. I spent a lot of time trying to get
the background in this book just right —
if any book was the one to talk about
the creation of the Warhammer world,
this was it, so it has a couple of fairly
detailed history sections and a timeline
that spans from the arrival of the Old
Ones (many thousands of years ago) to
the present. Other background pieces
talk about temple-cities (with a fantastic
map done by Nuala Kennedy), there are
bits of colour text to give you a taster of
how these guys think and fight, two
special characters (an old favourite, the
deceased Lord Kroak, and a new one,
Krok-Gar atop his fantastic Carnosaur,
sculpted by ‘Trish Morrison), a tactica
written by a Lizardmen veteran, Mark
Havener, and other bits and bobs, 1 had
an invaluable helping-hand writing some
of pieces for the book by some of the
guys in Games Dev, and [ have to say
that the models and artwork that has
been produced is stunning - really
evoking the nature and feel of these
scaly dudes.

So all in all, that's the overview of the
new Lizardmen. I hope that these notes
give an insight into my thought process
in regards to the decision-making that
took place for the list. Of course, there
was more that we would have liked to
have been able to fit into the book (the
Stegadon-riding Mazdamundi, the
enigmatic feathered-serpent etc), but
they will have to wait for now. Go forth,
slay the warm-bloods, and I hope that
you enjoy using the new Lizardmen!
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Warhammer rules clarifications

he following questions and
T answers are official amendments

to the Warhammer rules. They
replace any you may have seen before
and you should check them again as a
couple of answers may have been
changed (to protect the innocent!).

MAGIC

The following is further clarification to a
question published in an earlier
Questions & Answers.

Q. Are Wizards allowed to cast the Lore
of Death spell Drain Life and the Lore of
Heavens spell Storm of Cronos if enemy
units engaged in close combat are

within the area affected by the spell?

AL Yes, they can cast it, but only
sunengaged units are affected, as the
spell does not specifically state that it
can be cast at units in combat.

Q. With spells, such as Flames of the
Phoenix and Curse of Years, it states that
each model in the targeted unit is
struck. What happens with characters
riding monsters or chariots? Are both
the character and the monster/chariot
struck, or is only one hit allocated per
model, and so it would be randomised
like shooting?

A. Both the character and the mount
fake a bit.

Q. Does Magic Resistance count against
Comet of Cassandora and other spells
that have a random range of effect?

A. No, it is not enough for the unit with
Hagic Resistance to be a potential
farget, it bas to be an actual target
aff_be .ﬁpell_.

SHOOTING

. If a character is further away than a
Zriendly unit in combat, can they be
wargeted with shooting?

A. A character can be picked out if they
=re the closest 'targel’. Target means a
wnit that the shooting models are
=Howed to shoot at, and so would not
wormally include units in combat, and
certainly doesn’t include unils that are
cut of line of sight. Of course, this can
make things difficult for Skaven, but
ssat's what bappens when you give a
raf a mach ir.?.é—gmz. o

SPECIAL RULES

2. Can a model with Regencration
suffer more wounds than are on its
===file? In other words, if a Troll suffers
= wounds, does it have to regenerate all
< wounds, or only the 3 Wounds

en its proﬁle?

& 4 model does not suffer more
Toznds than it started with, The only
e excess wounds have any
s=porlance is during a Challenge (see

e e

the Overkill rules below). As mentioned
in a previous O+A, an attack that does
multiple wounds cannot inflict more
wounds than the model struck bas,
and they do not carry over from

model to model.

Ftoe example, a ball from an Empire
Great Cannon ploughs through a unit of
Trolls, bitting and wounding three of
them. Each suffers D6 wounds — let’s
say the rolls are 6, 5 and 2. Since no
Troll can take more than 3 wounds
(hecause if the wounds were carried
over a Troll that wasn't bit could take
damage, which would be odd), the
number of wounds inflicted is actually
3. 3 and 2. On average that would be 4
wounds regenerdted at the end of the
phase, so one Troll is killed outright
and the unil bas one Wound carried
over. Note that this does mean it is
potentially tricky to kill the last model
in the unit, as there is always a 50/50
chance of the model getting back up
dgain, but I guess thal's why they

call it Regeneration.

In challenges, this would normally
mean no chance of Overkill wounds,
although I would suspect that backing
apart a regenerating creature would
bave just as important dan effect on
marale as obliterating a non-
regenerating one. So, lo take this into
account, if the model fails to
regenerdte, any excess wounds inflicted
count towards Querkill as normnal, Eg, a
Strigoi Vampire Count with the Curse of
the Revenant bloodline power is in a
challenge and suffers 5 wounds after its
Ward scwve (poor thing...). It only needs
to make three Regeneration rolls (the
number of Wounds it bad at the start of
the combat), However, if all three rolls
are failed and the Vampire dies, the
total 5 wounds inflicted count towards
combat resulls.

PSYCHOLOGY

Q. Say Shadowblade, or some other
Assassin, is in a unit that is charged by a
Sfear-causing creature. The unit fails its
Fear test and requires 6s to hit. Does the
Assassin also require 6s to hit, or do you
make a separate test on his own,
probably higher, Leadership? In other
words, the Assassin cannot pass on his.
Leadership to the unit but does the unit
in effect pass on its Leadership to him?
A_If, for some reason, a character does
not pass their Ld on to a unit they have
Joined, then they may make separate L
tests. Note that in most circimstances
this would not make a difference, if the
unit flees (from terror or panic, for
example), the character bas to flee with
them, regardless of their own Ld value.

UNITS

Q. Can two characters join each other,
thus forming a unit? What if they arc
mounted on chariots or monsters?

A. Characters may form a unit with
each other, only if they are on foot or a
cavalry mount. Characters wiounled on
larger creatures and chariots may not
Jorm units at all. Remember also that
characters on « flying monster may not
Join a flying unit, as described in the
rules for flyers. This is also true of non-
character monsters and credtures, such
as Giants, Spawn of Chaos and so on
(1o other units can join them).

Q. Do units which are bought with

the same Troop choice have to be
deployed together?

A. Unless specified, separate units dare
always deployed separalely (exceptions
include war machines — vot
Gyrocopters and chariots — and
Empire detachments).

WARHAMMER ARMIES —
DWARFS

Q. How does the Slaver skill work if the
model is armed with a Rune of Might?
A. As noted in the description of the
Slayer skill, their Strength is only
increased dfter modifications for
weapons. In this situation, the Slayer's
Strength will only be increased if his
doubled Strength is still less than that
of his opponent’s Toughness (unlikely
since that would mean it was
Toughness 9 or 101).

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

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

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

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

Phone: 0115 91 40000
E-mail: motroll@games-workshop.co.uk




White Dwarf’s own Paul Rudge has P Al N T l N G
decided to collect a new

Warhammer army and, with release

of the new Lizardmen Armies hook

and Regiment boxes this month,

when betier to start? So here’s how

Paul painted his first box of the

new Lizardmen Skinks... Paul Rudge’s Lizardmen Skinks

To add
shading and
help define the
details of the
madel the skin
was then given
~ a wash of
Hawk
Turguoise
mixed 50/50
with water.
Once dry, the

| model was
drybrushed, first
using Shadow
Grey and then
again using
‘Space Wolves
Grey. The
weapons and
jewellery were

g then given a

# basecoat of
‘Chaos Black.

GETTING STARTED

The model was first given an undercoat
with Chaos Black spray. Any areas
which the spray had missed were then
painted over with watered-down

Chaos Black. -

The model was painted starting with the
largest area first, which in this case was
the skin. So, to speed the painting
along, the entire model was first painted
with a basecoat of Shadow Grey.

The scales that
run down the
back of the
Skink, finger-
nails and toe-
nails were then
painted Camo
Green. A mix of
2 parts
Bleached Bone
and 1 part
Camo Green
was then used

- to very carefully
. highlight the

L scales, finger-
gad Chaos Bestial R,
B Biack Brown nails and toe-
nails.
Red il  Bubonic
Gore 1 Brown di Both the hand
weapon
Dwarf B Bleached bl pan 2nd
Flesh Bone owpipe
B . r were then
Sunburst ﬁ Brown drybrushed
Holion _ o Codex Grey.
goclex H Shadow The metallic
ey Grey ) )
e areas of the
8 Camo Hawk d
Tl n . weapons an
Green Turguoise all jewellery
‘Shining Bl space were then o
Gold L Wolves Grey painted Shining

Gold.

18 PAINTING WORKSHOP

The teeth on the
hand weapon and
the darts on the
blowpipe were

) picked out using
i Bestial Brown.

| To simulate the

| effects of ageing,
the areas painted
gold were given a
wash of Brown
Ink. The teeth on
the hand weapon
were then
highlighted using
Bleached Bone.
The small darts
an the blowpipe
were given a
simple highlight of
Bubonic Brown.

Red Gore was then
used to paint the

- tongue and inside of
the mouth. The
tongue was then
highlighted using
Dwarf Flesh and the

. teeth were picked out
using Bleached Bone.

Using a Fine Detail brush the eyes were
carefully painted Sunburst Yellow and a
small line of Chaos
Black was then
applied down the
centre, creating a
lizard-like pupil.

Once the Skink was finished and given
a protective coating of Purity Seal (matt

- varnish), the eyes,
tongue and mouth
‘were painted with
Gloss Varnish to
make them look
wet and more
realistic.




WHE BASE o
"= op of the base was painted with
e and then dipped into fine
hen fully dried, the base was
ercoated with Chaos Black,
en painted Bestial Brown. The.
was then drybrushed with
= _2onic Brown and given a wash of

using a mix of 1
part of Bestial

Brown and 1 part
of Bubonic Brown.

The side of the:
base was then
painted Goblin
Green. To finish,
small clumps of
Static Grass
were applied
with PVA glue.

Marching through the jungles
g g

=-=an Ink. When completely dry, it was
again drybrushed

THE SHIELDS

To attach the shield to the Skink
model, the arm holding the hand
weapon was used. The hand weapon
was first simply removed using a pair
of clippers.

E :

Allowing the hand to fit neatly into the
gap on the back of the shield and
making it look as if the Skink is
actually gripping its handle.

The shield was
then painted
using the same
method used
for the scales
on the back of
the Skink.

of Lustria, the Dark Elves find they have attracted some unwanted atte
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Despite the arrival of the Old
Ones a great many years ago, it
would be a long time before their
minions were discovered in the
lands of Lustria. When finally they
were discovered, the Lizardmen
certainly left their mark.

The Lizardmen arnry marches forth to restore order to the world — none shall stand in their path.

YIN-TUAN REACHES
LUSTRIA...

“It was in the fourteenth year of the
most cxcellent Emperor Wu that we
sighted land again, after almost ten
months at seca. For two months we had
fed on nothing but the poisonous Po-fish
and now half the crew were dead and the
rest were ill. Such good fortune at last,
not to dic after alll I gave orders to make
sail for the land straight away.

We made camp on the shores of this
strange coast and feasted every day upon

THE VOYAGE OF
YIN-TUAN TO LUSTRIA

The discovery of the Lizardmen

Y

its tropical fruits until we were well and
strong. During this time we saw none of
the inhabitants and had no idea where we
were, A party of men ventured inland and
returned several days later. They had
found a huge statue carved in the shape
of a dragon. It was not at all like a
dragon of Cathay, but resembled some
kind of lizard-dacmon. I ordered everyone
to stay near the camp. Then at length I
gathered the soldiers and the sailors,
numbering one hundred and twenty three
men in all, and discussed what to do.”

20 THE VOYAGE OF YIN-TUAN TO LUSTRIA
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YIN-TUAN MARCHES
OVERLAND...

“I told the men what I had calculated
from my charts and astronomical
observations - that we were on the other
side of the world sphere from Cathay.
Many shook their heads in despair, No
one was willing to attempt the journey
back the way we had comc and endure
the same perils all over again. Their
spirits were raised when I mentioned that
because it was known that the Southlands
were inhabited by a race of lizard-
daemons, the statue was proof that we
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2zd reached there, albeit by the longest
soztel f we marched overland, we would
mezt up with our victorious and all-
cesquering fleet which must by now have
==ded on the eastern side. We would
s=counter little opposition, because the
wmy of the lizard-daemons would have
gomc castwards to fight with the invincible
=4 cver-victorious army of the Emperor.”

Historian's note: The Cathayans knew
=2t the Southlands were divided between
arze realms: Araby, the Undead and a
zgue and mysterious race of ‘Lizard-
“emons’. Emperor Wu's invasion was
=tended to- capture the Southlands and
secure the spice trade, motivated by
=sense rivalry with Araby. The Cathayans
=ough, had not reckoned upon
s=countering a powerful and flourishing
L:zardmen realm.)

“After we had marched for several days,
cstting our way through densc jungle and
zangrily feeding on wild rice and tree
<ogs, we encountered more of the lizard-
Z:cmon statues. Soon afterwards we
eatered a wide clearing and were stunned
% sec three huge stone structures rising
2o in a stepped formation. These were
completely overgrown with vegetation and
zarved in the likeness of countless heads
=i the lizard-daemons. We made camp on
taz platform at the top of the highest
zdifice for safety.

“At sunrise on the next day we were
ssddenly awoken by a strange sound. The
satirc jungle seemed to be moving and
zsivering around us. When the jungle
wist cleared we looked down upon' a sea
{ living lizard-daemons filling the entire
cicaring. They were the colour of jade.
with yellow crests and were marching in
zaison. None of them had poticed us on
2ur vantage point.

“Tz2u0-Kwo, a soldier with very keen
syesight, pointed out wherc they were
oming from - a huge square-shaped lake
ke a vast paddy field on the edge of the
zzring. They seemed to be intelligent
=4 were making rasping noises, droning
like the chanting monks of Fu-Hung.
There must have been at least ten
2ousand of them. Fearing for our safety
=< hid on top of the platform for the
whole day until the sun set. The next
fzv, the clearing was cmpty.

“The lizard-horde had moved through the
wagle without flattening the vegetation,
=st it was possible to sce which way they
23d gone. Namrally. I avoided going the
=me way. We marched on towards the
Sorizon of the rising sun for several days.
That was vntil Lin-Po, 2 good and
zaurageous soldier, reported that we were
scing followed.
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"Nothing happened until we were clear of
densc fungle and had begun wading
through a shallow mangrove swamp. As
soon as wc were in the open, several men
at the rear of our column were slain by
arrows: and- javelins thrown by unscen
coemies lurking among the tangled
mangrove roots. I immediately gave the
order to make a defensive formation.
Suddenly, hundreds of the jade coloured
lizards cmerged from the undergrowth
armed with vicious weapons. This time,
luckily, their arrows fell harmlessly upon
our lacquered tiger-shiclds. We replied
with our crossbows, slaying several of
them before they scurried back into the
trees. The jungle fell silent.

“A flock of birds suddenly scattered out
from the trees and closc on their hecls a
much bigger creature armed with a huge
bronze axc charged towards us. It crashed
through our shiclds and began chopping
left and right. It took twenty three
crossbow bolts to fell this mighty lizard
warrior because the thick scales which
covered its carcass provided better
protection than even the lacquered scale

armour worn by the Emperor’s bodyguard.

When we were sure the enemy had gone
we counted our dead. There were so
many. Even those who had only been
slightly wounded by the enemy's arrows
had quickly died because the arrows were
tipped with poison.

“These ambushes occurred every time we
broke from the cover provided by the
trees and had to cross expanses of open
marsh. Every day we lost more men.
The cnemy were experts in
conccaling themselves among the
marsh plants and were able to
approach dangerously close to
our men by keeping most of
their bodies underwater. Only
their cyes and nostrils were
visible just like the

crocodiles | had seen on

other voyages. Then at closc
range, they would emerge

and shoot a hail of well-

aimed poisoned arrows.

After one skirmish I
noticed Kuan-Wu take
something from a fallen
comrade and hide it in his
clothing. I saw the glint of
gold and ordered him to
show it to me. It was a
flat plaque inscribed with
the symbols of the lizard-
daemons. | made him
confess where he had
found it. Seven soldiers
had taken them from a
chamber in one of the

e

buildings in the ruined city. I was furious
that these men had deceived me and
brought misfortunc upon us. so 1
bcheaded the remaining six myself. Is it
not Tzu-Sun who says “An army cannot
be victorious without discipline?” Then 1
had the golden plaques left beside the
executed men and the column marched on.
This pacified our assailants who were only.
intent on recovering their sacred objects.
There were no further ambushes.”

YIN-TUAN REACHES
THE WORLD POND

“T was surprised when we reached the sea
after only seventeen days. I had not
thought it possible to cross the
Southlands in so short a time. Then |
realised that it was not the same ocean
that divides the Southlands from Cathay
- it was a different ocean of which our
sages kncw nothing about. Everyone was
in great despair, so I decided to start
work on building a new vessel
immediately. Tt was difficult without
bamboo, but the trees on the shore made
excellent timber and it took us only two
weeks to make a very fine and large
sampan with a good outrigger and three
sails of woven reeds. We also made a raft
and filled it with fruit and gourds full of
fresh water and then put to sca in onc
boat and towed the raft behind uvs.”

amtag
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(Historian's note: Yin-Tuan must have
crossed the isthmus of Lustria which is
the narrow stretch of land which joins the
continents of Lustria and Naggaroth. His
party would have passed perhaps as close
as within one or two hundred miles of
the Norse colony of Skeggi and cven
closer to the Lizardmen city of Pahuax.
Yin-Tuan of course had no idea that
these places existed)

YIN-TUAN ARRIVES IN
THE SOUTHLANDS

“We maintained coursc towards the rising

sun and were ‘at sea for several weeks. We

had ‘almost eaten all the fruit, which was
now rotten, beforc we once again sighted
land. T was sure that this time it must be
the Southlands. We all hoped that the
entire land was by now conquered by the
Emperor's invincible invasion flee!”

(Historian's note: The prevailing winds
and currents would have carried Yin-Tuan
far to the south of Ulthuan, and blown
him towards the coast of the Southlands.)

“I now had only scventy-three soldiers
and saifors remaining in my command. We
marched inland once again. The landscape
was similar in many ways to our first
landfall. T calculated that we were now
two thirds of the way towards Cathay.
Aftér hacking ovur way through dense
jungle, we emerged in a vast area of
parched ‘ground covered with tall clumps
of grass with razor-sharp leaves.

“In the middle of this expanse the sharp
eyed Tzu-Kwo spotted a creature flying
high above us. It swooped down lower to
take a closer look at us and to our
amazement it was a flying lizard, carrying
two of the lizard warriors on its back.
These were not jade like those we had
already encountered, but a sort of
ycﬁowish brown colour with red crests.
The flying creature let out a mournful
cry when it saw us, which filled the men
with dread and forchoding. I ordered
them to shoot at it with their crosshbows
to bring it down beforc the riders could
fly off and warn their leader of our
whereabouts. Unfortunately we did not
hit it, but it immediately flew away. I
knew this was only the start of further
troubles. The enemy was cerfain to come
for us again.”

YIN-TUAN NARROWLY

ESCAPES SACRIFICE

“The enemy attacked at dusk. They took
us by surprise as wc could not see to
shoot our crosshows. The creatures which
attacked us were much bigger than those
we had encountered before, but not as big
as the huge lizard creature which had
slain so many of us with his axe. These
lizard warriors came at us in tanks, armed
with spears and shiclds, They fought
savagely, thrusting with their hefty bronze
and volcanic glass-tipped spears. My
soldiers could not stand against them. I
was struck heavily with a mace from
behind and {ell to the floor unconscious.

“When 1 regaincd my scnses. 1 found
myself to be bound hand and foot to a
long pole. It was being carried by scveral
of the same lizard-warriors who had
overwhelmed us. Ahead of me 1 could
see the faithful Tzu-Kwo, also tied to
a carrying pole. 1 shouted out to him.
He replied that everyone else was dead.
This shouting provoked one of the
smaller lizard creatures who seemed to
be in charge of the column. This
officer was magnificently bedecked in
gold bangles and exotic feathers. He
brandished his spear and began speaking
in an unintclligible tongue. I decided

to remain quiet,

“We endured a terrible journey for several
days. Occasionally water was poured into
my mouth from a gourd. And what little
food I got consisted of bitter-tasting
dried grubs, but amazingly they staved off
my hunger. Eventually we passed along a
paved road, between rows of crouching
Jizard-daemon statues and cntcred a broad
open plaza. There were ruins here like in
the first lizard-daemon city - great
cdifices rising up in steps. These though
were far bigger and in better repair.

All ‘around there was noise and activity
from the gangs of smaller lizard-creatures
scurrying about on various tasks. Massive



The fearsome monsters of the Lizardmen army march onwards toward the ENEmy.

blocks of carved stone were. being dragged
up a vast ramp on one side of a tall
stepped building. Huge creatures were
bearing the strain of the ropes. while the
smaller ones directed the work. In other
places, groups of small lizardmen were
<ngaged in heated debates accompanicd by
sows of scated scribes writing on clay
plaques. Tzu-Kwo and I were taken out
of the bright daylight and manacled to
the wall of a dank and dark vault guarded
Ey two of the big lizard warriors.

“The next day we were led out and taken
up countless steps until we emerged into
the dazzling sunlight. We were goaded out
onto a platform which was half-way up
the side of onc of the huge stepped
structures. There were guards and
dignitaries of the lizard creatures on all
sides. On the steps above and below us
were ranks of the lesser lizard creatures
beating huge drums in unison. Far below,
the plaza was full of a dense mass of
lizardmen of all types, arranged it seemed,
in regiments. The steps of the other great
buildings were also covered in rank upon
rank of lizardmen.

“All the lizardmen around us suddenly turned
and began making obcisance towards the top
of the great edifice. High up on the top
platform, a palanquin emerged from the
darkness of an ornate doorway. On top sat a
creature of a kind which I had not seem
before. It resembled a large, bloated toad. The
gold and fade ornaments it was wearing
glinted like jewels in the sun.

“By the great respect being shown by all the
lizardmen, 1 took this being to be the high
priest or ruler of the city. This great one
made a gesture and the lizardmen ceased their
obeisance and began their rasping incantations.

“Before us was a deep pit from which rose a
foul stench. Tzu-Kwo and I were prodded
towards its edge. It was obvious we were
going to be sacrificed to the foul lizard-
daemons. which they worshipped. Tzu-Kwo
bravdy stood to attention, preparing to mect
his ancestors like a true soldier of the
Emperor, He kept his. composure cven as he
was hurled into the pit. T knew that it would
soon be my turn to make peace with my
own gods and face whatever laid in wait for
me down there like a true noble Cathayan,

“The lizardmen warriors gripped me
ready to throw me into the pit to meet
the samc fate as my brave comrade. As
they did this. my silk tunic, which was
worn and drenched with blood and
sweat. ripped open. At that moment the
lesser lizardmen who had been presiding
over our cxccution became very agitated
and put a stop to the proccedings. They
cxamined my bared back with great
interest, swaying from side to side and
debating amongst themselves in their
strange language. I realised that the cause
of their consternation was the tattoo of
the Imperial dragon which had been put
on my back many years ago in the
opium housc of Fu-Chow. It was a very
fine tattoo and now it had saved me
from death. My captors had tfaken it as

some kind of omen.”

(Historian’s note: The Imperial dragon as
depicted in Cathayan art of the period
of the Wu dynasty could be mistaken
for an archaic image of the god Sotck.
This no doubt gave the Skinks and their

Slann master a problem to ponder and

delayed the sacrifice of Yin-Tuan.)
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"I was dragged up the steps towards the
toad-creature ‘and was displayed before
him. He examined my back for a long
time and then uttered one word and
gestured once more, The lesser lizardmen
repeated the word and gesture and the
ritual was brought to an end. The
assembled multitudes began to disperse as
the drums continucd to beat. There was
now agitated debatc among the lesser
lizardmen, while the larger guards looked
on motionless, The august being on the
palanquin blinked and was taken back into
his shadowy doorway. 1 was led back
down to the vault whilst they decided
what to do.

“When I'd had time to calm my nerves
after this terrifying ordeal, it occurred to
me that they might flay me alive and usc
my skin as a decoration for their temple.
I began to wish 1 had died with Tzu-
Kwo, although I expect his fate had been
equally unfortunate. I looked around for a
means of escape. The vault was lit by a
shaft of sunlight. As the night fell, this
changed to moonlight. The vault became
very dark,

“I had noticed that the guards stood
motionless at the door and reacted slowly
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to my movements. It occurred to me that

the reactions of these reptiles were not as
good during the coolness of night.
Summoning all the energy 1 had left 1
performed a single somersault in the way
I had been trained at the school of
Master Po. Although I was only a poor
disciple of the martial ‘arts, 1 succeeded in
catching hold of the carvings on the edge
of the light shaft. 1 moved so fast that
the lizard guards were pot able to stop
me, and could only growl below me.
jabbing upwards with their spears: |
hauled myself out of the shaft and found
myself out in the open, on the lowest
step of the temple. [ did not waste any
time and ran as fast as [ could fowards
the jungle with the bronze manacles still
attached to my hands and legs.”

THE FATE OF THE

EMPEROR’S FLEET...

“I kept on going throughout the night,
without stopping to rest until I was
exhausted. T could hear the war drums

of the lizardmen beating the alarm in

the distance and knew that they would
be following me. I suddenly came out
of the jungle onto the banks of a river.

I stumbled along the bank tugging at
logs among the mangrove roots and debris
of fallen trees until I managed to move
one. I dragged it into the water and lay
on top of it. Soon 1 was drifting with
the current. It was good fortune that the
river was flowing in the direction of the

rising sun. [ thought as 1 slowly drifted

off to sleep.

“Suddenly 1 awoke, my feect were in the
water and in excruciating pain. As |
polled them clear of the water 1 saw that
carnivorous fish had attached themselves
to my feet, which were lacerated with
their fazor sharp tecth. 1 had been
fortunate to wake up as soon as | was
bitten. Somchow | managed to stay on
top of the log. keeping myself awake
until the sun had risen.

“The river had widened greatly. All day 1
drifted with the current under the burning
sun. | had escaped the Lizardmen at fast,
but it seemed certain that I would die
anyway and be eaten by the fish. At
length the log was washed up on a vast
sand bank. I dragged myself ashore and
slept. The next day I began to walk
across the sand bank until 1 had reached
the far side. The water was a different
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zolour, the colour of the ocean. It tasted
saity but I didn't carc as 1 rejoiced at
Ssally reaching the great Eastern Occan at
st I could tell from the sun that [ was
== the northern bank of the river mouth,
=2d so began to walk northwards. I
=zsoned that sooncr or later I would
=ich the invincible fleet of the Emperor
w=chored off the coast and be rescued.

T walked slowly for days, eating shellfish
=2d birds’ eggs. I managed to break free
=f the manacles on my wrists and ankles
v using big pebbles. As time wore on I
Szgan to see ships’ timbers scattered on
<2z sand which had drifted in on the
sdes. As | proceeded further northwards
© saw the shattered hulks of ships. Soon
I zecognised them as the war junks of
tmperial Cathay. At first | thought that
“aese were other junks which had been
scattered and shipwrecked in the typhoon.
* found no survivors, only a few blcached
scacs which had been picked clean by
5 birds.

1 sat down in despair. Before me was a
w=erible sight. The whole beach was full
=i wrecked junks and strewn with
—=sntless bones. It was all that remained
= the mighty invincible fleet of

Imperial Cathay, over a thousand war
junks and a hundred thousand men. I
wandered among the wrecks for hours
and found no sign of any survivors. The
misfortune that befell the fleet had
occurred too: lemg agu_n

YIN-TUAN RETURNS
TO CATHAY

3 | campcd on the hr:a_(:h for several days-
before I saw the sails of a junk out at
sca. I lit a fire of old tarred driftwood to
signal to it. Soon the junk approached
clos_: to the shore. It was a trad_ing iunk.
on the spice route to- Araby, flying the
banner of the Tei-Pings, who were well
known spice traders. They sent out

a sampan for me as | waved and shouted
from the beach.

“The: crew were surprised to see me and
very anxious to be gone from that place as
quickly as possible. From them [ learned
that the Emperor’s fleet had been wrecked
while at anchor by a second terrible
typhoon. The survivors had marched inland
and disappeared. The Emperor had therefore
ordered all traders to keep watch on the
coasts for any sign of their banners. 1 was
the only survivor of that mighty cxpedition
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to be found alive. 1 returned to Cathay and
was received into the presence of the
Emperor himself to give my account. The
Empcror ordered that it should be recorded
for posterity and rewarded me with
command of the Palace Guard”

(Historian's note: It is quite possible that
the Slann Mage-Priests with their arcane
power to influence the geography of the
world, brought about the two disastrous
typhoons which destroyed the Cathayan
fleet. One typhoon struck as the flect sct
out, the other as it lay at anchor. By that
time the bulk of the remaining troops had
already disembarked. The leaders decided to
march inland and attempt the conquest
rather than report failure to the Emperor.

The Slann would have needed no advance
warning of the invasion. They would have
acted according to the predictions of the
Old Ones. Thus the typhoons would with
uncanny accuracy coincide with the
Emperor of Cathay's attempted  invasion. It
is possible that only onc typhoon was
required according to the predictions of the
Old Ones, but that two opposing schools
of thought among the Mage-Priests of
different cities resulted in two typhoons
separated by several weeks.)
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The all-action comic

In this month's action-
_~packed issue: Helbrandt
Grimm hunts his prey, Kal

Jerico blasts into action,
more Catachan jungle
action from the 19’ers.

Plus the usual mix
of strips, features
and carnage!
Comic

Only £2.50

HONOUR OF
THE GRAVE

By Robin D. Laws

The battlefields of the Old
World are the deadliest of
places at the best of times,
- but there are rich pickings
_for anyone brave enough
¥ totry their luck. Anjelika
F}elscher is one such soul
- but trouble is heading
P her way.
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Novel
Only £5.99

HONOUR GUARD

Two classic Gaunt's Ghosts
novels are back as brand new
editions with stunning new
artwork! The blood and bullets
fly as Gaunt leads his men
against the dark forces of Chaos!

 HONOUR
'IHE GRAVE
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By Dan Abnett

Novels
Only £5.99 each
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CRUCIBLE
OF WAR

Edited by

Marc Gascoigne and
Christian Dunn

In the grim darkness of
the far future, Mankind
battles against its
enemies on a galactic
scale. This collection of
short stories describes
the full horror of war in
the 41st millennium.
Novel

Only £5.99

INFERNO 36

Tales of Fantasy

and Adventure

The Old World’s most
famous slayer is back in
this Gotrek & Felix
Inferno! special. Featuring
brand new all-action
stories and strips featuring
Gotrek and his
companions!

Short story anthology
Only £5.00

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



Founded to guard against the threat of the Traitor Legions attacking
from the Eye of Terror, the Relictors were once counted amongst the
most stalwart defenders of Humanity. But Chaos is insidious and a
sinister secret now lurks at the heart of the Chapter, a secret that
almost destroyed it and now threatens its very existence.

Origins

Originally designated the Fire Claws, it is
thought the Relictors were founded during
the dark days of the Age of Apostasy,
though records of events during that strife-
torn period are notoriously ambiguous and
difficutt to uncover. One transcription of the
Mythos Angelica Mortis suggests that the
Fire Claws may have been one of the so-
called Astartes Praesus Chapters, a
founding intended to bolster the defences
around the Eye of Terror by deploying
twenty or so newly formed Chapters at
strategically vital points in the region. The
Fire Claws' fortress-monastery was based
on an ancient Ramilies class star fort in
-geostationary orbit around the world of
Torva Minoris, and the Chapter served as
part of the Imperium’s defences against the
‘forces of Chaos for nigh on five millennia.

The Fire Claws are listed in the annals of
Imperial history on many occasions, and
have taken part in many glorious victories.
Not least amongst those conflicts were the
Purging of the Cult of the Inner Eye, the
Fitst Siege of Cocalus, and the Albrecht IV
Landings. They were also part of the relief
force that made possible the evacuation of
the millions-strong crusade army of
Warmaster Hendrik during his ill-fated
-expedition into the Wheel of Fire, far from
‘the Eye of Tetror...

In the middle of the ninth century of the 41st
Millennium, the Empetor's Tarot revealed
the existence of a badly damaged space
‘hulk emerging from the Warp near the
forge world of Stygies in the Segmentum
Obscurus, and the Fire Claws mobilised to
‘intercept it. The hulk, codified as the Captor
of Sin, contained a renegade warband led
‘by a Tzeentchian Chaos Champion known
as the Excoriator. The Fire Claws’ strike
cruisers crippled the vessel as it entered
the Stygies system and Terminator Assault
Squads led by Librarian Decario and the
shadowy figure of Inquisitor De Marche
stormed the vessel. Realising they were
doomed, the renegades made their stand
in the cavern-sized engine room where
furious battle was joined and Decario and
de Marche fought the Excoriator.

The Champion was a mighty warrior and
carried a weapon forged in the heart of the
Eye of Terror, -a terrible Daemon sword
with the esserice of a Greater Daemon
bound within its unearthly steel. The
Inquisitor hacked at the Champion with his
power axe, but the unnatural armour of the
Excotiator was impervious to his blows.

The Chaos Champion retaliated, his
Daemon weapon easily cutting through De
Marche's armour and grievously wounding
him. With: another strike, the Excoriator
shattered Decario's force sword and laid

‘open his Terminator armour. Decario

staggered, but struck back with his power
fist, ripping the Chaos Champion's sword
arm from its socket in a welter of blood.
Even mortally wounded and unarmed, the
Champion fought with hideous ferocity,
smashing the Librarian to the ground and
slaughtering four Terminators. Decario
muttered a prayer to the Emperor, reached
for the nearest weapon to hand and struck
out-at the Champion. The Excoriator's
head was chopped from his shoulders and
Decario realised he had picked up the
Daemon sword, killing the Champion with
his own weapon.

Decario was filled with a sense of utter
purpose as he wielded the Chaos sword,
weapon that could be tume_d against the
forces of Chaos. The wounded De
Marche cautioned the Librarian to put the
weapon down, that only he was trained to
handle such artefacts. The Librarian
handed the Inquisitor the weapon and the
Space Marines returned fo their ship,

leaving behind an Adeptus Mechanicus

survey team fo search the hulk for the
remains of any archaeotech.

De Marche explained that he also believed
that such weapons could be used to fight
Chaos and should not be destroyed out of
hand as was current Imperial policy. With
the aid of Decario, he was able to convince

the Fire Claws' Chapter Master of this and,
under De Marche's guidance, the Fire
Claws embarked on a crusade to explore

the worlds around the: Eye of Terror and
uncover more such relics. Over the

‘decades that followed, many such artefacts

were discovered and the Fire Claws

Chapter-became known as the Relictors.

However, it was only a maiter of time
before others discovered the Relictors’
practice of using Chaos weapons in battle.

‘Acell of Inquisitors backed up by the fleets

of no less than four Chapters of Space
Marines and an Emperor class battleship

descended upon the Relictors' fortress-

monastery and demanded they hand over
De Marche and all recovered Chaos
artefacts or be destroyed. Faced with
destruction, the Chapter had no choice but
to obey. As penance for dealing with
heretical weaponry the Chapter was

‘despatched on a century long penitent




crusade. De Marche was taken by the
Inquisitors and executed as a heretic.

As part of their crusade, the Relictors
recently took part in the Third War for
Armageddon. However, the Chapter
was publicly criticised, as the majority of
its warriors concentrated their efforts in
the equatorial jungle, particularly in the
region surrounding Angron’s. Monolith,
despite  repeated  requests  for
assistance elsewhere.

Homeworld

Torva Minoris, the Relictors’ homeworld, is
situated in an area of the Segmentum
Obscurus notorious for the intensity of the
Warp storms afflicting it, and it is believed
e world was trapped within such a storm
Sroughout the early years of the Chapter's
‘aunding. A plague of Warp storms affected
Se Imperium during the Age of Apostasy,
during which invasion and insurrection
were rife. The area surrounding the Torva
system was so ravaged by the taint of the
storms that frequent pogroms are, to this
day, carried out to ensure instances of
mutation within the population do not rise
zoove tolerable levels.

Torva Minoris is a satellite of the massive,
oiood red gas giant Torva Prime, and is
zlassified by the Administratum as a Feral
world. The population are superstitious
savages who worship the Relictors as
emissaries of the God-Emperor when the:
Chapter visits them, once a generation, to
carry off the most promising young

—

warriors to its ‘sky foriress’. The tribes are

known to revere the artefacts carried by

the Space Marines as divine weaponry
that can only be wielded by true and

worthy servants of the Emperor; an

attitude that seems to have been carried

forward into the dogma of the Chapter.

The ‘sky fortress’ is the Relictors' fortress-
monastery, a massive Ramilies class star fort
that orbits Torva Minoris. Few emissaries are
known to have returned from the fortress, but
those few that survive speak of a monastery

wreathed in perpetual gloom, where acolytes

toil within locked cells to transcribe ancient,
some say forbidden, texts as: part of their
training to become a brother of the Chapter,
One such report, recounted by the notorious
Heretic Archivist of the Gethsemane

Reclusium, tells of the existence of a

chamber deep within the fortress, sealed
behind stasis fields and protected by the

most potent of wards. Exactly what is held
within this chamber is unknown, but the
account speaks of a miasma of evil that leaks:

through the metre-thick adamantium blast
doors despite the safeguards. The Heretic
Archivist's writings suggest that the original
witness was driven insane by what he saw,
and died a slow, painful death within the
torture chambers of the Ordo Malleus.

After the Inquisition censured the Relictors:

for the actions of Inquisitor de Marche, the
Chapter lostits feudal rights to Torva Minoris,
which meant that they could no longer
recruit from amongst its feral tribes. The
Relictors were thus forced to gather potential
acorytes from amongst the popuiatlons they

b 4

encountered during their penitent crusade.
The Inguisition has ruled that no Adeptus
Astartes Chapter may recruit from Torva
Minoris, and it is believed the Ordo Malleus
keeps a close watéh on the world to ensuire.
natrves_ of Torva Mmo_ns now beheve the-
God-Emperor has forsaken them, and every
year their ceremonies of abasement grow
more extreme in their attempts to atone for
whatever fault has caused the emissaries of
the Emperor to tum from them.

Relictors. Chapter, founding. snkoowa

Ref.34.52/Relictor .
Pepitence marking
(lnq. report: classified)

MEVIT Helmet

{Hard vacuum madification)

Inquasitarial -access Leveli B eighty-nine six

Mkl)( Phall
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Index Astartes: The Relictors

Combat Doctrine

The Relictors are known to follow the
Codex Astartes as far as overall
organisation is concerned, but it has
been noted that they have strayed
from approved doctrine in a number of
other areas.

The major difference between the
Chapter's combat doctrine and that of
‘any otheris in its use of captured enemy
weapons. Many Chapters indulge in
‘trophy taking, but the Relictors have in
the past gone out of their way to
capture, master and utilise weapons
taken from the forces of Chaos. Despite
the evident consequences  of
Inquisitorial sanction, they are thought
by some to be continuing this practice.

Another notable feature of the Chapter's
doctrine is the inclusion of more
Librarians than is usual, a feature some
observers have attributed to the Relictors’
proximity to the Eye of Terror. To date, the
Inquisition has not acted on this
information, though with the Chapter's
recent conduct on Armageddon, it wil
doubtless be led to investigate further.

in terms of battlefield tactics, many
Imperial commanders who have fought
beside the Ghapter have voiced
concerns about its behaviour. It has been
noted on many occasions that the
Relictors will only embark upon a specific
course of action if it meets with some
criteria only they are aware of. It is
obvious they follow an agenda only they
are party to and will often only fight
alongside other Imperial forces if that
agenda may be furthered. This is most
evident in the Chapter's actions at
Armageddon, where it answered the
general call to defend the world from the
Ork invasion, but ignored all specific
instructions and requests, despite those
orders originating from Commander
Dante of the Blood Angels himself,

Organisation

The Relictors conform, at first appearance;
to that of a standard codex Chapter, with
ten companies divided into a standard mix
of Battle, Assault, Tactical, Devastator and
Scout Companies. But it is in the higher
echelons of the Chapter that many
differences hecome apparent. The

ARTEKUS BARDANE -
CHAPTER MASTER OF THE RELICTORS

" A fierce warrior from the wilds of Torva

' Minoris, Artckus Bardane was the son of a
battle chicftain and fcarned the art of war as
soon as he could hold a2 sword. Oa Torva
Minoris 2 child learned to fight quickly or
he died, and this resulted in a warrior people,

| living a existence  plundering
peighbouring clans  for  sustenance. His
confidence and courage saw him easily best
his rivals, and he was chosen by the
Librarians of the Relictors to become a Space
Marine, quickly adapting to the ways of the
Imperium and its weapons of war.

precarious

His supreme confidence. some would say
overbearing arrogance, saw  him rise rapidly
through the ranks of the Chapter, accepting
each new mystery revealed to him by the
Conclave with case, His skill in mastering the
weapons and artefacts of Chsos led to his being
given command of a company that penetrated
decp into the Eye of Terror on a mission 1o
hunt down and capturc Chaos weaponry. On
the world of Eidolon, Artckus defeated a
mighty Champion of Shancsh, taking up his
accursed weapon a screaming flail of dacmonic
faces and destroying the fiend's warband with
the howling Daemon weapon.

The Screaming Flail was placed in stasis at
the heart of the Relictors’ fortress-monastery,
where it is kept until needed. Before wielding
the Dacmon weapon, its bearer must spend
many days in penitent fasting and prayer,

: punI\,mg h:s snul .md bﬂ:tlmb his faith to

resist the whispered imprecations of the :
imprisoned daemon within. Artckus Bardane
continued to scrve with great distinction,
carning yet higher rank, learning more of the
Chapter’s scerets and uncarthing morc and
more Chaos artefacts. After the destruction of |
the Cult of the Scarler Vein, a bloody battle
of which Artckus was the only survivor, he
was finally elevated to the rank of Chapter |
Master st the recommendation of his
predecessor, who was mortally wounded in
the final battle against the cult.

When the call for aid came from Armageddon,
the Relictors mobilised their cntire Chapter |
and set off for the system-spanning conflict, |
Artekus ordered his captains to gather their '
warriors, and the cntirc Chapter journcyed to |
this war-torn world. Artekus led his men deep
into the heart of the equatorial jungle, where '
he believed the greatest potential lay for the
study of Chaos, given that the cursed |
monolith of Angron squatted in its haunted
depths. All through the war for Armageddon,
the Relictors remained within the depths of the |
jungle. famously refusing even the personal
commands of Commander Dante of the Blood |
Aﬂgcis, WhL‘ﬂ th: war on “\rmagcddon dl'l'.“’ |
to a close, the Librarians of the Relictors
claiimed to have had visions of a gunt eye
dripping with blood, and Artckus immediatly |
withdrew his Chapter from the warzone.

Following the Conclave’s vision, he began the

journcy towards the Eye of Terror.

Chapter's command ranks are gathered
together in a group known as the Conclave
and every decision concerning the
Chapter's deployment and operational
doctrine is made here. Only those proven
in combat and of guaranteed purity are
permitied to rise to become members of
the Conclave, and privy to the true nature
of the Chapter. As a warrior rises through
the ranks he is gradually initiated deeper
into the Chapter's mysteries and when he
is judged worthy to join the Conclave the
truth about the powerful weapons wielded
by its senior officers is finally revealed. It is
these warriors who, after many days
praying and shriving their souls of all
impure thoughts, are permitted 1o carry the
Chapter's Daemon weapons into battle.
The Chapter's Librarians, of which there
are a great many more than a Chapter
should normally possess, meticulously
screen potential initiates, rejecting all but
the strongest willed candidates.

In battle the Chapter fights with a
balanced mixture of forces, appropriate
to the given threat, and deviates little
from standard battlefield eperation. Only
when members ‘of the Conclave take to
the field of battle do the Relictors
become something much more sinister.

‘Senior members of the Chapter employ

the weapons of the enemy against them,
and individual squads carry unholy
artefacts, utilising the power of Chaos

‘against its foul minions.

Beliefs

Central to the Relictors’belief system is the
tenet that Chaos is not inherently evil, that
it is merely a power that may be tumed
against those who wield it for evil. This
manifests most commonly the Chapter's
use of captured Daemon weapons, but
also extends to their increased reliance on
Librarians. As a relatively new Chapter, the
Relictors display a confidence of youth that
borders on arrogance, as they believe that
they have the strength of will and faith to
resist the corruption of Chaos. They
disdain those who have not the courage to
use such artefacts, claiming that the power
of Chaos is a weapon like any other and
that the evil that threatens to engulf the
galaxy merits the use of such weapons.

The Librarians and Chaplains of the
Relictors teach that a warrior who is
armoured in faith can withstand the
temptations of Chaos-and it is their belief that
they possess this in sufficient amounts to do
s0. They believe it is their sworn duty to hunt
down such arefacts and study them that
they might better understand the
machinations of the enemy. This attitude has
often brought the Relictors into confrontation
with other Imperial organisations when their
objectives are in direct opposition, but thus
far open conflict has been avoided.

30 INDEX ASTARTES



Geneseed

The source of the Relictors' geneseed is
largely based on gene stock taken from
the laboratotium on Mars -and is thought
to be composed of that grown from the
Ultramarines and Dark Angels. If this is
the case then it would appear that the
High Lords of Terra's reluctance to
sanction the usage of Dark Angel's
geneseed in the creation of new Chapters
has relaxed somewhat. There are no

recorded instances of unacceptable
levels of mutation in the Relictor’s
geneseed, though given their close

working with the powers of the Warp, the
Apothecaries and Librarians maintain

close watch on the purity of their Battle:

Brothers for any signs of aberration. It is
rumoured that those zygotes that display
mutation are allowed to mature before
implantation into a host organism in order
that the Apothecaries might better study
the workings of Chaos on the flesh and
how best to defeat it. The source and
veracity of these rumours is unclear and,
in all likelihood, they are the product of a
fevered imagination.

Battlecry

“Strength of will, courage of willl

THE THIRD WAR FOR ARMAGEDDON

| When the Ork Warlord Ghazghkull Mag

Uruk Thraka led the Jargest Ork invasion in
many centuries against the Hive world of
Armageddon, the Relictors were amongst the
first of the twenty plus Space Marine
Chapters to rush to its aid. Commander Dante
of the Blood Angels took overall command
of the Chapters present, and cach was utilised
to the best of its abilitics towards the goal of
pushing back the millions-strong Ork horde,

Alone of all the Chapters, the Relictors did
acknowledge  the
Commander Dante. or of any other ]mpcrlal
leader. Dante was far more furgumb in this
regard than General Kurov and others, who
publicly dccried the Relictors as oath-
breakers, after the majority of the Chapter
spent the greater proportion of their time on
Armageddon cogaged in operations of their
own in the vicinity of Angron's Monolith.
The cquatorial jungle in this area is dark
and twisted. the only living creatures
frequenting it are the Feral Ork tribes who
were perform  dark

not autherity  of

said to ceremonics

beneath the gloomy jungle canopy.

As the first phase of the campaign drew to
a close, and ‘the Scason of Fire approached,

a ceaseflire of sorts was achieved, with both |
sides digging in to weather the coming |

storms. Man_y Spacc  Marine  Chapters
withdrew, as their lightning attack style of
warfare was of less relevance in this new

stage of the war. First to withdraw were

the Relictors, who. with no cxplanation

whatsocver,  emerged  from the

jungle, |

boarded their Thunderhawk gunships and |
simply left. Imperial N.wy picket ships in J

orbit challenged them, and a1  violent
confrontation between supposed allies was
only narrowly avoided when Commander
Dante ordered the pickets to stand down
and  allow the Relictors’ ships 1o
rendezvous with their fleet.

The next time the Relictors were scen was [

one month later, when thcv arrived at the |

orbital shipyards of Belis . Corona
demanded 1 complete resupply of their entire
fleet. After some tense altercations with
officious Departmento Munitorum officials,

and |

the Chapter's demands were acceded to and |
their ships resupplied. With no  further

explanati
of the Cadian Gate

Nothing has been heard of them since.

the Chapter left in the direction |

USING A RELICTORS ARMY IN WARHAMMER 40,000

SPECIAL RULES

A Relictors force is selected using Codex: Space Marines, with the following additions and amendments.
You will also need Codex: Chaos Space Marines to use the wargear options.

Outcasts: A Relictors force may not take allies (such as Deathwatch, Assassins etc), with the exception of Radical
Daemonhunters from Codex: Daemonhunters.

Daemon weapons

D6 roll Weapon

Dark Blade
Dread Axe

Axe of Khorne™
Pandemic Staff:
Needle of Desire
Warp Blade

G = W o =

‘{counts as a Daemon weapon in this case)

One character in the army may be designated the bearer of a
single Daemon weapon at a cost of 25 points, which counts
against his wargear limit. Note that the rule requiring a character
to bear a specific Mark of Chaos is waived in this case. Daemon
weapons come in many forms. Their effects may vary a great
deal, but the weapons described in Codex: Chaos Space Marines
are a good cross-section and can be used 1o represent the type
of weapon the Relictors might use. Roll a D6 before the game
begins to determine what type of weapon he carries. Rules for
these items can be found in Codex: Chaos Space Marines.

Chaos relics

D6 roll Relic

o T 6 2 [ L S & B

Just as the senior members of the Relictors bear
Daemon weapons to war, so too does the Chapter make.
use of captured banners, icons and standards, believing:
the unholy powers bound within these relics can be
turned upon their erstwhile masters. A single Standard
Bearer (ie, a member of a Command Squad) may te
equipped with a Chaos standard, at the cost of +50 pis.

Roll on the following table before the game to determine
which relic is available.

Icon of Chaos Undivided™
lcon of Chaos Undivided**
Banner of Rage

Plague Banner

Rapturous Standard
Blasted Standard

“{dogs not confar Dagmen Summening ability, but
any unit or mode! within §” becomes Fearfess.)

wr
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This competition attracts some of
e world’s best painters and
modellers, who pit their skill
@gainst one another as they vie
%or the coveted Golden Demon
awards. It's time to plan your
sairy and get painting in earnest!

nere are gold, silver and bronze
I trophies to win in each of the eleven
categories at Golden Demon and
T model judged to be the best of all the
2 Demon entries wins the coveted
Sword’, a uniquely forged item
nly the very best possess. The
‘:ung Bloods competition showcases
—= very best efforts of our younger
ashusiasts. The Open Competition is
= special free-for-all' tournament.
é-.‘:dy can enter, but beware — even
= Games Workshop staff can have a
== so ihe standard is always very

=CE ndeed!

Rhece are eleven categories in the

=Zen Demon tournament. Read the
1':=-.'e:.‘.-'f*.g category descriptions carefully,
== if you have entered the competition
==oe. In all cases, the judges will be
wo«ing for models that are, above all,
w= painted and well presented. In
===ton, we will pay attention to how well
== model or models fit in with the
‘shed concept of our game
‘grounds. That isn't to say that we
==t reward innovation and creativity,
© tnis must be demonstrated within the
ohere and spirit of the worlds we
in our games. Other useful things
% about are the choice of models,
= number of categories to enter and
model's base. Don't think that by
=g every category you will
mecessarily increase your chances of

]

1]

Oe
\

L

*Zu can only enter once in each
gory, and all entries to Golden

1on, Young Bloods and the Open
“ampetition must be painted Citadel
—matures, Forge World or Imperial
=rmour models or scratch-built models
2t you have sculpted yourself.

‘= welcome conversions and scratch-
=t models (ie, original designs of your
“wn making) in all categories but these
=~culd be consistent with the atmosphere
= e game worlds and spirit of the

= niatures ranges which we produce.
“werall, the judges will be looking for

w2 -painted models that adhere to the
—agery and ethos of the worlds
“=oresented in our fictional worlds of
“zrhammer and Warhammer 40,000. All
=~g'e miniatures must be mounted on

= appropriate gaming bases. Read the
gory descriptions carefully. It is your
==ponsibility to enter a miniature in the
correct category. When models are being

GOLDEN
DEMON 2003

GAMES WORKSHOP’S PREMIER PAINTING COMPETITION

winning. Most people are better off
concentrating on only one or two
categories and doing a really top job with
the entries rather than spreading their
efforts. Again the models you choose can
be an important factor. The judges are all
staff at the Games Workshop Studio and
50 are quite familiar with the latest
models and new releases. In fact, we will
have seen these models many months
before the tournament. This means that
we are unlikely to be swayed by the
novelty of a new release miniature. We
will be swayed by superb new
interpretations of old favourites! Lastly, a
brief note about bases. Put some thought
into the base and how it can set off the
colour scheme of the model mounted on
it. A poorly finished base can ruin a
perfectly splendid paint job. Similarly, a
base completely stacked with mounds of
detail can overwhelm a model.

Remember that all entries must be
Citadel miniatures, Forge World models,
Imperial Armour vehicles or scratch-built
models of your own devising.
Conversions are welcomed! Warhammer
40,000 categories include entries for
Necromunda, Gorkamorka, Epic 40,000
and Battlefleet Gothic. Warhammer
includes Mordheim, Warhammer Quest,
Warmaster and Blood Bowl.

Inquisitor models should be in the Large
Scale model category.

COMPETITORS” GUIDELINES

booked in, it is impossible for us to check
that every single entry has been entered
correctly. Whilst judging, we may spot
such anomalies but we simply won't have
time to correct these and models will be
marked down or excluded accordingly.
We reserve the right to refuse entry.

All entries must be personally handed in
and registered at the National Indoor
Arena, Birmingham, on the 14/09/03. All
entries must be collected from the show
stands at specified times by the entrant
in person. These times will be published
in White Dwarf (TBC) and will be
announced over the PA system on the
day. All competitors will be fully
responsible for the transport of their own
entries to and from the competition, and
for storing their own transport and
packing materials on the day. Please
don't ask us to look after carrying cases
and giant cardboard boxes. We simply
will not have the room behind the stands

CATEGORY 1
Warhammer 40,000 Single Miniature

CATEGORY 2
Warhammer 40,000 Squad

CATEGORY 3
Warhammer 40,000 Vehicle

CATEGORY 4
Warhammer 40,000 Monster

CATEGORY 5
Warhammer Single Miniature

CATEGORY 6
Warhammer Regiment

CATEGORY 7
Warhammer Monster

CATEGORY 8
Duel!

CATEGORY 9
Battle Scene

CATEGORY 10
Large Scale Model

CATEGORY 11
The Lord of The Rings Film Scene

to store these kinds of things nor the staff
to look after them. We will all be far too
busy looking after the entries themselves
(rather more precious, you'll agree!).

Once entries are booked in we will, of
course, undertake to look after them as
carefully as we can. However, we can
accept no responsibility for loss or
damage to individual entries. Models are
entered at the competitor's own risk.

Entry to any of the competitions gives
Games Workshop the right to photograph
and publish details of models entered as
we see fit. Finally, remember that the
point of the painting tournaments is to
showcase the efforts of all those who
paint miniatures in our hobby and to have
some fun. You may not agree with the
final outcome, but please bear in mind
that the judges’ decisions are final and
we will not enter into any
correspondence regarding them.

www.gnmes—workshop.comfgoldendeni;n 33




| | CATEGORY 1: WARHAMMER | | CATEGORY 3: WARHAMMER 40,000 VEHICLE ;
8 | 40,000 SINGLE MINIATURE | This category is open to single Warhammer 40,000 vehicles, Dreadnoughts

Any single Warhammer 40,000 | | and walker models. This category includes single bike-mounted characters if '
miniature mounted on a standard | | this is appropriate to the army in question (eg, Spacg Marmes Captain on a
25mm round slottabase. Models | bike). Battlefleet Gothic spaceships can be entered in this category as well.

on larger bases should be entered | | Although most of these models tend not to be supplied with a base, it is quite

into another category. Note that | | acceptable for you to mount the vehicle on a madest base (no more than

bik tintod chatactet modl ' 20mm larger than the vehicle itself). Forge World's Imperial Armour models
Lt agier e | may be entered in this category.
must be entered in the Vehicle

category.

AT

| CATEGORY 5: WARHAMMER SINGLE MINIATURE

. This category is for Warhammer 40,000 squads or
squadrons of five or more models. This is also the
category for Epic 40,000 detachments and includes
gangs and mobs from Necromunda and Gorkamorka. |
All squads must be ‘legal’ in game terms. Judges will |
be looking for units that best exemplify the qualities |
and character of the army !
they represent.

This category DOES include squadrons of bike- I
mounted models provided they are organised into a
unit of five or more models. Larger vehicle models
should be entered into Category 3.

All models should be mounted on their standard
gaming bases. Many entrants create presentation |
bases on which the squad can be displayed and this |
can enhance the appearance of the models. Please |
be aware that we won't show display bases if space

is at a premium on the day.

CATEGORY 4:

WARHAMMER 40,000 MONSTER

.| This category is for any single large Warhammer

. | 40,000 model mounted onto a 40mm square, 50mm
|| square or 40mm round gaming base. This covers

! models like the Avatar, Ogryns, large Tyranids,
| Ork Warbosses, etc.
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| This is open to any single Fantasy miniature (Warhammer, '

| Mordheim, Warhammer Quest and Blood Bowl). This

includes single models on horses, boars or wolves, but not
' mounted on large monsters. All models must be presented
| on their standard gaming bases. Generally these will be

I 20mm or 25mm square bases for foot figures and 25 x 50mm i

. cavalry bases for mounted models.




LATEGORY 6: WARHAMMER REGIMENT
= = for Warhammer regiments, Mordheim warbands, Warmaster brigades and Blood Bowl teams. The entry must
=<t of a minimum of five models mounted on their standard gaming bases. Regiments must be ‘legal’ units in game
=== The judges will be looking for units that best exemplify the qualities and character of the army they represent. In
~==cular, we will be looking for leaders, Standard Bearers and Musicians for Warhammer .

=aments. Some people like to make a display base for the whole unit. This is fine but K\ N

~==s2 be modest. If space is tight on the day we cannot guarantee e N

= 2l display bases will be shown. o

CATEGORY 7: CATEGORY 8: DUEL

WARHAMMER MONSTER | This category comprises two single models mounted on a

: This category is open to all { single 40mm or 50mm square base. The judges willbe | ©
/‘é Warhammer monsters on 40mm and | looking for a dynamic pairing of two well-matched
/ 50mm square bases and the really opponents in some kind of combat or other

dramatic situation. Models may be
from the Warhammer or
Warhammer 40,000 !
ranges. |

large monster models that are not
normally supplied with a base or are
simply too big for one!
This covers Dragons,
chariots, war
machines and all
large ridden
monsters (eg, Orc
Warlord on War
Wyvern).
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CATE"GC")RY. 9: EATTLE ScENE

Entries for this calegory consist of a battle scene from either Warhammer or Warhammer 40,000. The
- display must not be larger than 30 x 30cm and the maximum permitted

CATEGORY 10:

miniatures arranged in a combat pose, but otherwise there are

LARGE SCALE MODEL |

This is the category for
large scale gaming or
display models. The
entry should be a single
model and it may be
mounted onto a plinth or
display base. This
category includes busts
as well as full models.
Models from the Forge
World Collector series,
Showcase series and
scratch-built models may
be entered in this
category, as should
Inquisitor models. Note
that Imperial Armour
models should be
entered in Category 3.
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height is 30cm. The battle scene should have at least two

no restrictions on the battle scene’s theme or content.

" CATEGORY 11:
THE LORD OF THE RINGS FILM SCENE

This category has been included to commemorate the
release of Games Workshop's The Lord of The Rings
| range. Using miniatures from The Lord of The Rings

| games, this category is open to dioramas depicting

| scenes from The Lord of The Rings films. The
display's base must measure no more than

15 x 15cm, with a maximum height of 30cm.

| 4
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COMPETITION 2003

The Young Bloods painting
competition is open to any
competitors aged 14 years or
under. Your entry should
consist of any single Citadel
miniature, either Warhammer,

Necromunda, Gorkamorka,
Slood Bowl or The Lord of The
3ings, on its standard plastic
gaming base.

Models must be single foot
figures — no mounted models or
groups/teams. The judges will
be looking for well-painted and
well-presented models. Paint
schemes should demonstrate
originality, imagination and
consistency with the spirit of

[ the game worlds.

THE YOUNG BLOODS |

Warhammer 40,000, Mordheim, |

S St SNy TP S

| This is one of the hardest competitions to win,

S D B TRt 1A
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THE OPEN
COMPETITION 2003

As always, the Open competition is your
opportunity to let your imagination run riot!
Anything goes! Your entry could be a single
model, a sweeping diorama or an artefact.
We are looking for well-painted and brilliantly
executed models that really capture the
essence of our fictional worlds, but also the
spirit of what fantasy and science fiction
modelling can be at its best. This year sees
the inclusion of The Lord of The Rings
miniatures to this category adding an extra
dimension to the competition.

2 e st T A S

not least because we encourage our own staff
to enter. Yes, Games Workshop painters and
modellers get to enter this as welll We want
the Open to espouse the very best aspects
of painting and modelling, and we want to
give our very talented staff the chance to
join in the event as welll

2. Decide which category you want the entry to be entered into
and mark it on the form; put the name of the category and the | |

HOW TO ENTER

1. Make a separate copy of the entry form shown here for each
one of your entries. You can photocopy this form as many
times as required. Remember to fill out a different form for
each entry.

number of the category in the space labelled.
3. Fill in the rest of the form in BLOCK CAPITALS.

4, Bring all of these forms with you when you register the
models on the day of competition. Note: we will not accept any !
entries without these forms, so don't forget them! |

Name:.......
Address: ....

Category Name & Number: ..
Descriptionofentry: ............ D

FOR OFFICIAL USE ONLY:

Category Number

For official use only

Entry
Number

OFFICIAL ENTRY FORM

IMPORTANT: Please fill in a
separate entry form for each entry!

6((7]|1|8




Next month Codex: Eye of Terror will

be unleashed. The Imperium faces its

greatest challenge in ten millennia.

The Arch Heretic, Abaddon the

Despoiler, has forged a fearsome

= alliance of Chaos Space Marine

Tt I legions, deviants, traitors, foul
mutants and daemons which he
hurls against the Imperium. The fate
of Humanity rests on the desperate
battles being fought around the Eye
of Terror and the garrison world of
Cadia, home of the famed Cadian
regiments of the Imperial Guard.

This Codex details*four new variant
army lists for use in games of
Warhammer 40,000. Based.upon
existing codexes, these lists-allow you
to field the disciplined forces of the
Cadian regiments, a Strike Force from
the Ulthwé Craftworld, the shambling
hordes of the Lost and the  *
Damned or howling packs of the
Space Wolves 13th‘Company.
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. The Dcspoxlt:r felt his: pulse *
] quxcken ag he stared at the | =~
e gently spmmng planet L;imc"“,
j him on the ho]ohth?‘my times had™
h: seen this- world, andcach time it had
remained dcf[autlp—if, yond his: Taloncd grasp

To look uponit."it was nothing * -

wmarkable, merely one_inhabited wo_[ld___ :

among._ mi']Iibns in the gﬁ‘laxy"' ts bleak;

grey surface arraycd with streaked weather
paitcrns and slate grey oteans, looked  like

= countless other worlds that had fallen

"‘—'B}fon: hxm But where, those other worlds

= had burned in the’fires of the' Planet
b Killer, this onc had stood agiinst

tv:r)rthmg th: Eyc of Terror had husled

against it, ‘He formed the name of the
w.arid with th’in’,_\"d:a'd 'liPs.

“Cadia..”

of the Planet Killer as those closest to

as they sensed Thcir masfer’s anger and
withered, hunchbacked tech creatures
slithered into the concealing shadows,
fearful of the Despoiler's unpredictable

Uiy CEAVIGERA:VICITORUIT AU L JTTOKR T IS ITIC

A- pr]a of fear passcd through' the bridge

Abaddon. felt his rage build within him.
Mewling Chaos spawn fangled their chains

- temper. The war was already undcrwav the

ships ‘of Typhus, the: Herald of Nurg]c,

were spreading their contagions throughout

\%‘l: éccfers surrounding Cadia, and Tarraq

arkhloeds Night Lords were killing and

mlm‘hhng their way through Imperial space
witht murdcrous relish. Already recling from

these twin blows, the Cadian sector was

poised Mo fall.

Hanging in. glowing suspensor ficlds, & host
of scrying stones surfounded-the Despoiler,
each displaying an array of torment and
carnage. In ong; rampaging: warriors of the
World Eaters butchered screaming Imperial
soldicrs, while in anothersa diseased,
corpse-choked wasteland burned with pyres
of the dead. Sceries of slaughter, and war, »
armies marching ‘to battle and conquered
worlds filled hisssenses and the sights and
sounds” of a galaxy burning were pleasing
to him. He felt his satisfaction ebb as one
of his'.gr.nufl;:cﬁng servant creatures

approached.

“Master,” gurgled the deformed creature,
“He is here..”

Abaddon turned. his Terminator bodyguard

closing around him as a robed figure

emerged into the diffuse light of the
bridge, his cowled features remaining
swathed in shadow. Beneath the pale robes,
the newcomer wore dark power armour and
two ornate pistol grips in cross draw
holsters were clearly visible. Seeing this,
ont of the Terminators stepped forward,
lightning claws sliding from their sheaths
with a metallic rasp. Crackling arcs of blue
energy snapped from the blades. Abaddon

watched the newcomer’s reaction as the

. Terminator advanced upon him.

So ‘fast that even Abaddon almost missed

"t the figure drew and fired one of his

pistols. A searing bolt of incandescent fire
struck the Terminator and he sagged to his

“knees before crashing ‘to thc deck, a
‘smoking hole punched through his_molten

breastplate. The other Tcrmmators raised
their weapons, but'Abaddon halted them
with a pesture as the figure spun the piswl
and sheathed it in one smooth motion.

“Is it done?” askeds Abaddon,

“It is.” confirmed the newcomer, “The
worlds of the Agripinaa sector are in,zevolt
and on Piscina IV 1 have given the Sons of
the Lion yct another reason to hate me.”
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“Another twist of the knife in the flesh |
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+t the Unforgiven?”
Tadeed”

“Azd what is it you wish of me
: this?”

“Nothing, save that when the
Tower of Angels comes to
seage this wrong, you leave
==m for me”

“Aad that 15 all? y

“That 1s all.” confirmed the
wsbed figure, turning to leave.

4%:ddon nodded to himself

w=d said. "My spics tell me ithat
e Imperium ariscs resurgent |
= the violence you have
s=izashed. The common

seed’s faith in the False
Emperor is now stronger

s cver. Tell me why I

would be thapkful“for this”

I=c robed figure turned his
Sead and said, "Cadia is

sears for the taking,
Diespoiler, cverything else in
s war of yours is but a
wdeshow compared to that

S5 why concern yourself with'
=% agenda?”

“Because nothing must

seevent final victory herel”

sared Abaddon, “This is

what | was created to do, and
seerything before this moment
%ss been prologue. The Imperium
= weak, stretched too thin and
ssatled from withiout and. within,

& &= a rotting corpse, with ¥
siggots writhing in its belly i
=< it must fall” .

“Nothing I intend will prevent
=21 assured the warrior.

“Your soul is forfeit

sherwise,” promised

“5:ddon. “This [ swear

= il the daemons

-f Chios” . . @

5 robed warrior nodded,
sccenting the Despoiler’s
Sireat and. slipped from
¢ darkness of the
~*mmand bridge:

#=:ddon rcturncd his
gz 1o the gently revolving
=aze of Cadia on the hololith,
tsseing the image of the planct in
w= T:lon of Horus:

Cadiz is mine..” he higsed
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att: Over
the last
couple of

months I've been
frantically
painting Word
Bearers for the
forthcoming Eye

L of Terror battle
report. Having painted well over 30
models (not to mention a Defiler) since
Christmas | was starting to get a little
jaded of painting Red Gore (how many
coats?) coloured Chaos Space
Marines. | thought it was time to have
a go at a different army. The ‘40K in 40
minutes: Fast and Furious’ campaign
would be the perfect opportunity to
start a new army as the small size
needed meant | could quickly paint the
core of a force to which | could slowly
add 1o and create a force to be
reckoned with. The question was
which army to use? The new Eye of
Terror Godex is currently in
production, This codex is similar to the
Armageddon one and contains four
new variant army lists. Inevitably this
has lead to an influx of new miniatures
to whet the appetite. Being based in
the Studio is an extremely fortunate
place to be as it will mean | will be
able to get hold of these miniatures
months ahead of their release,

EYE OF TERROR VARIANT FORCES
The question was, which of these four
armies to collect? The Lost and the
Damned army is quite interasting as |
could use my existing Word Bearers as
the core of the force and simply build
the new one around it. Painting an
Imperial Guard army is a major
undertaking through the shear amount
of models you have to paint. This is
especially true for the Cadians as they
can have access to really cheap troops
in the form of the ‘Whiteshield'
Guardsmen, besides the new Cadian
plastics aren't out for a couple of
months and | don't want to paint the
old metal and then have to replace
them with the new plastic ones when
they become available. The Eldar
Ulthwe Strike Force's black colour
scheme is quick to paint but far too
similar to my Black Templars which |

WARHAMMER 40,000 WORLDWIDE CAMPAIGN
The Studio has just started a ‘40K in 40 minutes’ campaign to tie in
with the release of the Eye of Terror worldwide campaign. With only
400 point forces required staff around the Studio are using it as the
ideal time to start collecting a new force. Matt Hutson describes how
he is approaching the compaign and what army he plans to use in it.

have been collecting for the last five
years. The Space Walves 13th
Company are very tempting. The Space
Waolves were the very first army | ever
used in Warhammer 40,000 about 10
years ago and | had always wanted to
revisit them some time.

CALL OF THE HUNT

In the end the Space Wolves are just
too tempting. The 13th Company's
background is that they have been
fighting within the Eye of Terror since
the Horus Heresy and, as such, have
become an extremely elite fighting
force. This means that they have their
own unique units plus a few of the

current ones. Without going into too
much detail this means that even their
standard Troops choice unit the ‘Grey
Slayers’ are the equivalent of a Wolf
Guard in a standard Space Wolves
force. The only downside of the army
is the complete lack of tanks and
Dreadnoughts but this is more than
made up for by some special
deployment rules and a new psychic
power. Of course not having any
vehicles would mean that there would
be more points for infantry enabling
me to create a vast horde of feral
Space Marines hell-bent on racing
across the battlefield to tear the enemy
apart in close combat. This style of
play will make a nice change from the
stand off and counter—attack style of
play that I've been using recently with
my Word Bearers.

A quick look at the new Studio
army currently being painted up
completely made my mind up. The
new Wulfen models look really savage
and the Rune Priest, sculpted by Jes
Goodwin, is breathtaking and reason
enough alone to collect a Space
Wolves army (you tease Hutson! — Ed).
The most striking thing about the army




 ASSEMBLING GREY SLAYERS

= Space Wolves 13th Company offers many opportunities for conversions; the Core troops boxed set alone contains standard Space Marine, Chaos Space
Marines and Space Waolves sprues. This offers the converter a whole host of different accessories to add to ther models. I've assembled ming to include just a
‘2w parts from the Chaos Space Marine sprue. | haven't assembled my Wolf Guard Pack Leader yet as | want to use a Wulfen model as its base but have yet to

2y my hands on one,

“2ugh is the paint scheme which is
2= nitely old school. Because they
= back to before Codex: Astartes
 have the pre-Heresy grey colour
=c=eme. This will take no time to paint
~=ng Codex Grey and it will be a
w=come change from painting Word
zrers, The 13th Company also have
2.2 a shambolic appearence as, over
e centuries, they have had to
zzvenge bits of Chaos Space Maring
wargear and armour to replace their
=u7 that has become lost or damaged
2z time. Painting these as Word
==zrars equipent will be a good way of
‘=wng the army with my Chaos one. |
~d also paint these in the colour
mes of my regular gaming

nents armies, for instance
==nam Davey's Black Legion.

FORCE COMPOSITION
< =mough very much still in production
= managed to blag (a valuable skill
= the Studio) an in-progress copy of
x: Eye of Terror. So with codex
ampaign rules in hand it's time
siart planning out my small force.
=r the coming months I'll add to
= fo give me some different options
“zr my games and also so that
sop=fully | will be able to play some
= 2zergames as part of the global Eye
ror campaign when it comes
und. On this page | have included
== Fast and Furious force selection
25 As you can see the only
“=mpulsory choice is at least one
“2op choice. My choice was made
225y as the 13th Company only has
Troop choice, the Grey Slayers.
=52 Units are pretty tough though
272 would make a good core unit in
=, Space Marine force. Although not
=% vet, through having a chat with

Keith Robertson from the Studio "Eavy
Metal team | discovered that the
models themselves are simply created
by combining Space Wolves with a few
pieces from the Chaos Space Marine
sprue which | can get my hands on
immediately. Six of these led by a Wolf
Guard Pack Leader with the Mark of
Wulfen (13th Company special rule)
will form the core of my force and will
make a fierce close combat squad. Ina
game of this size you don't have to
take an HQ so for now the Wolf Guard
Pack Leader will be my commander. To
add some firepower | next included a
three man unit of Long Fangs armed
with two missile launchers. As they can
split their firepower these will be very
useful for taking out any opposing light
vehicles or walkers that I'm sure to
come up against some time. For my
final choice I've chosen a unit of five
Wulfen. These warriors have
succumbed to the Curse. They are an
awesome close combat unit with
Weapon Skill, Strength and Initiative 5.
Although not readily available yet my
privileged position of working in the
Studio would mean | could probably
get my hands on these ahead of time.

With only fourteen models in this
force I'm sure to get outnumbered,
especially against horde armies such
as Orks and Tyranids. To win with this
force I'm going to have to get into
close combat as quickly as possible
where the Wulfen and Grey Slayers will
come into their own. I'm quite
confident | can paint this force up in a
couple of weeks, just in time for the
start of the campaign. |'ve already got
my first game arranged against Adrian
Waood's Ork force. Next month I'll let
you know how | got on as well as how
the painting’s getting on.

FAST AND FURIOUS FORCE GUIDELINES

= Patrols are no more than 400 paints.
= You must have one Troops choice.

* You may have one HQ choice, but no maore than one.
= You may spend remaining points from anywhere in the codex following

the usual guidelines.

« o model can have more than 2 Wounds,

* No Special Characters.
* No 2+ saves.

= No vehicles with a total Armour value greater than 33 (front+side+rear).
e You must have a completed roster and access to the relevant codex(es).

* Painted models unless unavoidable.

SPACE WOLVES PRE-HERESY COLOUR SCHEME

When | start a new army |
always paint a single miniature first
to work out my colour scheme. To
paint the 13th Company I've
started with a black undercoat.
Next | painted all the grey armour
areas Codex Grey and highlighted
them with Skull White, The red
areas have been given several thin
coats of Red Gore and then
highlighted with Blood Red.

The Imperial Eagle on the
chest plate has been given a
basecoat of Bleached Bone before
being given a Flesh Ink wash. This
was then highlighted with Bleached
Bone and then Skull White.

All the metal areas were
painted with Boltgun Metal before
being given a Black Ink wash
around any detail. They were then
highlighted with Mithril Silver.

The black areas were
highlighted with Codex Grey.

To finish the model the eyes
have been picked out with Blood
Red before being given a watered-
down Black Ink wash.

The base has been painted in
a dark 'urban’ way to match the
rest of my armies.
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TRAITOR LEGIONS ASTARTES
Alpha Legion
20+ unconfirmed sightings - all sectors

Black Legion

Major presence-all sectors
The Traitor Marines of the Black
Legion are the Praetorians of the
Despoiler, standing at their
master's side at the forefront of
the 13th Black Crusade. Having
nursed their bitterness through
ten thousand years of the long
war, the Black Legionnaires
stand ready to vent their hatred
upon the Imperium of Man.

Emperor’s Children
Unconfirmed actions against Eldar

Iron Warriors
Suspected presence — Cadian system

Sons of Malice
Active — Scelus sector

Thousand Sons

Active — Caliban and Prospero sectors
Imperial scholars have, for many
centuries, feared that Ahriman,
Chief Librarian of the Thousand
Sons legion, might someday
gain access to the Eldar webway,
and through it the near-mythical
Black Library. Some fear that the
Thousand Sons have finally
penetrated the Eldar's secret
realm, and the completion of his
quest is at hand.

Warp Ghosts

Unconfirmed sighting — Agripinaa

system
A thankfully rare example of a
formerly loyal Space Marine
chapter that abandoned its vows
of fealty to the Imperium, the
Warp Ghosts have sold their
souls to the infernal powers of
Chaos and thrown in their lot
with Abaddon the Despoiler.
Though not as numerous as the
Traitor Legions, the Warp Ghosts

are renowned for their ferocity

and are a force to be feared

throughout the Cadian Gate.

WARHAMMER 40,000 WORLD WIDE CAMPAIGN
Due fo the sheer scope of the theatre of operations in which the forces listed below
operated in the 13th Black Crusade, these figures should be considered litile more than
conjecture. The status of the forces of the Imperium changed rapidly during the initial
stages of the conflict, and no true record of their disposition could be made.

THE FORCES OF ABADDON THE DESPOILER

Night Lords
Unconfirmed reports — all sectors

Violators
Three confirmed actions —
Cadian sector

Death Guard

Major presence — Subiaco Diablo
The blessings of Nurgle have
always been most gratefully
accepted by the oppressed and
the downtrodden. The teeming
hive worlds surrounding the
Cadian Gate provide fertile
grounds for the Plague Marines
of the Death Guard to spread
their patron’s blessings.

World Eaters
Significant involvement - all sectors

Word Bearers
Active — rear echelon sectors

A Abaddon leads the assault against the Imperial line.

TRAITOR GUARD UNITS
5th Columnus
Presence confirmed — Belis Corona

The Traitor 9th

Significant presence — Kantrael system
Formally the 9th Calydon
Voltigeurs, the Traitor 9th’
succumbed to the lure of Chaos
during the final stages of the
Aetolian Purge. It is believed that
the insidious taint of Chaos
spread through the regiment
after they took captive a group
of cultists, who convinced the
9th’s commanders that the
Inquisition would punish them
for their contact with the enemy
lest they make good their
escape.

666th Regiment of Foot
Confirmed presence — Gadia

Sentrek Freemen
Three suspected sightings —
Barisa system

Volscani Cataphracts

Active — Cadia
The Volscani are a regiment
specialising in armoured
planetary assaults, a method of
deployment notoriously perilous
due to the vulnerability of the
super-heavy transports required
to transport tank companies into
the thick of battle. It is not




«nown how or why they came to
2in Abaddon the Despoiler's
“orces, as, until now, they have
mazintained an illustrious and
sonourable record.

Z=zilian Apostates

firmed Jenen Ironclads major
=nce — Kromat system

The Discilians hail from the
sardinal world of Harmonia, and
szrved for many years as the
personal bodyguard of Cardinal
Weinrad, until he was declared
excommunicate by a conclave of
the Ordo Hereticus and executed
oy an Adepta Sororitas kill-
tzam. The Discilians escaped
their master's fate, and fled to
ine Eye of Terror, where they are
nelisved to have joined the
nordes of the Despoiler.

Zardius Light Infantry
V= or presence — Cadian sector

++continued in file io/57++

ZSTIMATED MUTANT HORDES

“2= Stigmatus Covenant

Sonificant presence —

ckan system
The name Stigmatus has been a
source of dread to Imperial
analysts and strategies for many
decades, and increasingly
frequent warnings that deviants,
mutants and recidivists are
flocking to jein its ranks from all
over the segmentum is a source
of great anxiety.

The Shyis'slaa
Linked to cuft uprisings —
Albitern system

The Annointed of Aq'si
Six attacks confirmed — Belisar system

The Unsanctified

Unconfirmed involvement —

Bar-el system
The Unsanctified were born of a
purge of their native industrial
world of Charak, which saw the
mutant slave workforce forcibly
exiled during a puritan crusade
led by the bombastic
mutophobe, Confessor Petasus.
Those mutants who escaped
created a twisted parody of the
Imperial Creed that rejected
them, and now lead their own
pogroms against the peoples of
the Imperium.

TRAITOR LEGIO TITANICUS
Death Stalkers
Unconfirmed involverent — Cadia

Firon Skulls

Major force sighted — Vorga Torg
The Iron Skulls have not been
reported as having participated
in any conflict against the
Imperium since their defeat at
the Battle of the Inlex Salient in
late 973.m41. It is believed that
Abaddon executed the legion's
master for the failure, and they
have been rebuilding their
strength in preparation for the
latest invasion since that time.

ire Masters
Limited presence — Cadian sector

Deaths Heads

Major presence confirmed — Cadia
The Deaths Heads, also known
as the Legio Mortis, are believed
to have been instrumental in the
attack that laid waste to the
world of Hydra Cordatus, though
this is only according to the
evidence of the sole survivor of
that conflict, The Deaths Heads
have been one of the most
destructive Traitor Titan legions
since the Horus Heresy, and will
no doubt be at the vanguard of
the 13th Black Crusade.

Legio Vulcanum |
Four unconfirmed assaults —
Belisar and Kromat

Legio Vulcanum I
Suspected presence — Subiaco Diablo

++continued in file de/80++

ESTIMATED TRAITOR FLEETS
Est. 38 Battle Fleets

Est. 19 ‘Wolf Pack’ Squadrons

2 Blackstone Fortresses
The hideously destructive
capabilities of the Blackstone
Fortresses have not been
witnessed since the destruction
wrought upon the Tarantis
system at the end of the Gothic

War. Though defeated in that

conflict, Abaddon reportedly

escaped with two of the six
ancient engines of destruetion,
the other four having self-
destructed after his flight.
Should even two Blackstone
Fortresses remain under
Abaddon’s control, then the
coming war may already be lost
for the Imperium.

BATTLEFLEETS OF NOTE

The Grand Fleet of the Despoiler

= 7 Battleships

= 13 Heavy Cruisers

= gst. 23 Cruiser Squadrons

» gst. 30 Escort Squadrons
Imperial Navy analysts believe
that the Despoiler commands the
largest single fleet that the forces
of Chaos have heen able to
amass since the Horus Heresy.
Though to date only smaller
elements of this formation have
been encountered, it is feared
that it will only be a matter of
time before its full force is
brought to bear.

The Fleet of Kosolax the Foresworn
= 1 Battieship

* 3 Cruiser Squadrons

= § Escort Squadrons

The Plague Fleet of Typhus
» Terminus Est

e gst. 2 Battleships

* 3 Heavy Cruisers

* 5 Cruiser Squadrons

» g5t 12 Escort Squadrons

VESSELS OF NOTE
Plagueciaw
Unknown class

Darkblood
Styx Class Heavy Cruiser

Planet Killer

Undesignated class capital vessel
Abadden’s flagship, known simply
as the Planet Killer, is a brutal
weapon, capable of destroying an
entire planet by unleashing an
immeasurably powerful beam of
energy. This weapon blasts
through the crust and causes the
world to collapse in on itself,
reducing it to scattered and
blasted asteroids within hours.
Supposedly destroyed during the
Gothic War, unconfirmed reports
state that Abaddon is still in
command of this terrible weapon.

Merciless Death
Despoiler Class Battleship

Fortress of Agony
Despoiler Class Battleship
++continued in file ww/33++
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LEGIONNES ASTARTES

Harbingers

8 Companies
The Harbingers hail from the
Black Planet, and are widely
respected for their skills in
planetary assault and ship-to-
ship fighting. Led by their
resolute Chapter Master Nimrod
Grudge, they present a highly
maobile force capable of
mounting a lightning counter-
attack against any gains the
forces of Chaos may make.

Iran Hands

10 Clans
Medusa, the home world of the
Iron Hands, is located scant
light years from the Eye of
Terror, and so all ten Glan-
companies of the chapter have
thrown themselves into the
struggle to repel Abaddon’s
hordes with the same ruthless
effectiveness they displayed
against the Traitor Legions ten
thousand years past.

Space Wolves

12 Great Companies
The Space Wolves have been at
the forefront of the Imperium’s
stand against the forces of
Chaos for ten millennia, and are
well known for their hatred of
the traitors who turned to
Chaos during the Horus Heresy.
Though the chapter's Great
Companies fight far and wide
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throughout the Imperium, each
is prepared to return should the
call go out that the Traitor
Legions once again threaten the
Emperar’s domains.

Subjugators®

3 Companies
The space-borne Subjugators are
a newly formed chapter, and the
defence against Abaddon’s latest
Black Crusade is to be their
largest deployment to date. The
chapter has committed three
companies to the conflict, but
the loss of even a small number
of battle-brothers would be
devastating.

Relictors™

10 Companies
The Relictors are a chapter held
in suspicion by the Inquisition
for past crimes of attempting to
turn the power of Chaos against
itself. The chapter has paid for
its lapse, but is suspected of
having returned to its former
ways. If the stories of the
Relictor's leaders bearing
daemon weapons into battle are
true, then they may already be
damned beyond redemption.

Iron Knights

1 Company
The Iron Knights are engaged
upon a self-imposed penitent
crusade, a punishment for a
crime known only to the chapter.

The mission has brought the
chapter’s 1st Company to the
Cadian Gate, where the Veteran
squads are to be found fighting
side-by-side with their brothers
from other chapters forming the
defence.

Angels of Absolution
10 Companies

Angels of Vigilance
§ Companies

Angels Sanguine
7 Companies

Dark Angels
10 Companies

Death Spectres
6 Companies

Doom Eagles
5 Companies

Exorcists
10 Companigs

Excoriators*
8 Companies

Iron Snakes
5 Companies

Marines Exemplar*
9 Companies

Night Watch*
11 Companigs

Brazen Claws
10 Companies

Novamarines
6 Companies

Howling Griffons
8 Companies

Storm Warriors
10 Companies

Ultramarines
1 Honour Company

White Consuls*
10 Companies

++continued in file qw/77++

* The Mythos Angelica Mortis
makes reference to a group of twenty
chapters known as the Astartes
Pracses. The tome claims that these
chapters were founded with the
express purpose of guarding the
regions surrounding the Eye of
Terror, although the identity and
status of cach individual chapter is
not currently known.

IMPERIAL GUARD UNITS

Mordant 303rd ‘Acid Dogs’

1 Regiment
Mordant Prime is a world known
for the mining of bioluminescent
bacteria from which a unigue,
highly corrosive acid is )

extracted, and the mining clan
militias provide the Imperial
Guard with some of the most
hard-bitten tunnel fighters in the
entire Segmentum Obscurus.

Gudrunite Rifles

47 Regiments
The elite of the Helican sub-
sector, the Gudrunites are a
regiment with a long and
proud history of service,
Their victories in the Ophidian
Crusade have earned them a
place in the history of the
Imperium which they proudly
maintain.

Mecromundan 8th ‘The Spiders’

1 Regiment
The 8th are drawn from the
Spider Clan of the Palatine Hive
complex on the hive world
Necromunda, and are famed
throughout the sub-sector for
the ferocity bred into them from
an early age amidst the lawless
levels of the underhive.

Finreht Highlanders

3 Regiments
The peoples of the
mountainous feral world of
Finreht three-seven are proud
and noble, and their taciturn
nature is a reflection of the
rugged highlands they call
home. Though the
Highlanders wear their
traditional armour and garb into
battle, they are every hit as
courageous as any regiment in
the Imperial Guard.

Cadian Shock Troops

612 Regiments
The Cadians have defended the
Cadian Gate for ten millennia,
standing before Abaddon’s
Black Crusades and numerous,
equally destructive incursions
by other Chaos warlords. On
each occasion the forces of
Cadia withstood the onslaught
despite horrific casualties. The
Cadian Shock Troops regiments
are the backbone of the
Imperium's defence, and should
they fail all etse will be lost.

Drookian Fen Guard

16 Companies
Hailing from the storm-wracked
swamp world of Drookia VI, the
Fen Guard are a predominantly
light infantry regiment, but their
rekhorn-mounted cavalry



squadrons are well known for
their infiltration and scouting
skills. The natives of Drookia
are often seen as a raucous, ill-
disciplined rabble, and the Fen
Guard as even worse.

Syzllornian Gunners
= Squadrons
Narsine Yeomanry
= Battle Groups

Zzaonian Free Companies
= Companies

2zr-g| Penal Legions

2 Lagions

“arren Praefects

~7 Regiments

4za De’'mans World ‘Redbacks’
= Fegimants

Azllersburg Irregulars

= Zegiments

Laovian Gharkas

< Regiments

Jzuran Dragoons

~ Ragiments

Zadian Kasrkin

235 Companies

Czdian Youth Army

5 Regional Commands

Thracian Guard
25 Regiments

ADEPTA SORORITAS ORDERS
Srder of the Ebon Chalice

< Preceptories

Order of our Martyred Lady

3 Preceptories

Order of the Bloody Rose

= Preceptories
0f the six Greater Orders of the
Adepta Sororitas, the Order of
the Bloody Rose maintains the
largest presence in the vicinity
of the Cadian Gate. The Order's
convents are spread across the
region, and stand ready to repel
the blasphemous forces of
Abaddon the Despoiler with the
absolute faith for which the
Sisters of Battle are legendary.

LESSER ORDERS

Order of the Ermine Mantle

3 Missions
A Lesser Order based on Subiaco
Diablo, the Order of the Ermine
Mantle has a proud tradition of
service to the Imperium. In
recent years the Battle Sisters of
the Order have performed many
missions in support of the Ordo
Hereticus, striking deep into the
corrupted heart of Subiaco
Diablo’s hives and destroying the
numerous underhive cults with
ruthless efficiency.

Order d! the Wounded Heart
T Commandery

ORDO MALLEUS
Inquisitorial Task Forces
Classified

Grey Knights
Classified

INQUISITORIAL STORMTROOPERS
Nemesis Tessera
est. 38 Companies

Ocularis Terribus Warzone
Classified

DEPARTMENTO MUNITORUM
18 Engineer Corps

Siege Auxilia Corps

28 Counter-Siege Batteries

OFFICIO ASSASSINORUM
Agents
Classified

TEMPLARS PSYKOLOGIS
37 Disruption Squads

6 Augur Teams

ADEPTUS MECHANICUS

Legio Astorum

Legio
The Legio Astorum has fought
beside the defenders of the
Cadian Gate throughout the long
centuries since the Horus
Heresy, and is considered by
many to be one of the most
proficient and experienced Titan
Legions when it comes to
combating the forces of Chaos.

Legio lgnatum

Legio
The Legio Ignatum Titan Legion
suffered grievous losses during

&

A (na ruined city, Night Lords break cover fo aftack the Cadian Imperial Guard.

the opening phases of the Ork
Warlord Ghazghkull's invasion of
Armageddon. The majority of the
legion was recalled from that
conflict to allow time to rebuild
its strength, but Abaddon's latest
Black Crusade has necessitated a
hasty redeployment of the
already dangerously under-
strength force.

Legio Metalica
Demi-Legio

Legio Gryphonicus
Legio

House Krast

2 Households

House Arokon
4 Households

Centurio Ordinatus
4 Ordinatus

Ordo Reductor
Demi-Legio
Skitarii

87 Regiments

Divisio Telepathica Psi-Titans
Classified

++continued in file vx/99++

IMPERIAL FLEET

Battlefleet Cadia

» 12 Battleships

« 12 Cruiser Squadrons

» 21 Escort Squadrons
BattleFleet Cadia, one of the
largest Imperial Naval formations
in the entire Segmentum
Obscurus, has been instrumental
in repelling every Black Crusade
that has attempted to pass the
Cadian Gate. At the outset of this
latest Black Crusade, the fleet is

H

facing nigh unstoppable odds,
but nonetheless is resolute in its
duty to oppose this invasion.

Battlefleet Corona

» 7 Battleships

* 13 Cruiser Squadrons
17 Escort Squadrons

Battlefleet Scarus

* 5 Battleships

* 9 Cruiser Squadrons

= 13 Escort Squadrons
Scarus is a major sector on the
outskirts of the Eye of Terror,
and, ever since the upheavals of
the Helican Schism and the
monumental conflicts of the
Ophidian Crusade, has
maintained a large naval
presence ready to oppose the
forces of Chaos.

VESSELS OF NOTE

Duke Lurstophan
Dauntless Class Cruiser

Abridal's Glory
Gothic Class Criiser

Honour and Duty
Emperor Class Battleship

TOTAL FLEET ASSETS
21 Front Line Battle Groups

36 Rear Echelon Battle Groups

4 Independent Strike Groups

21+ Space Marine Battle Barges
150+ Space Marine Strike Cruisers
200+ Space Marine Escort Squadrons

++continued in file hg/87++

sce file t/778/k2230z for summary
of battle honours.
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WARHAMMER

40,000
Spaces Marines Chapters from all over the P Ro I E I o Rs
sector have been sent to the garrison world of
Cadia to help fight against the 13' Crusade
of the Arch Heretic, Abaddon the Despoiler. F M A“ KI “ D
Available from your Games Workshop

store, in-store order point, independent
stockist (call 0115 91 40000) or at:
www.games-workshop.com/storefront

Reinforcements for your Eye of Terror campaign army.

Prices quoted are for products sold by Games
Workshop through its own stores, catalogue or
website. Independent retailers are responsible
for determining their own prices.

Space Marines Assault Marines £12.00 Space Marines Command squad

This boxed set contains This boxed set contains 1 Space Marines Commander, 1 Space Marines Techmaring, f;lf;‘:;"
5 plastic multi-part

e 1 Space Marines Apothecary, 1 Space Marines Veteran Sergeant Eurn,
Assault Marines. R and 1 Space Marines Standard Bearer. .

Space Marines 1acusa syuau - B £15.00 Space Marines Dreadnought £20.00
i % : i . Denmark. i i f Danmark...........kr 250.00
This boxed set contains 10 plastic multi-part Space Marines. b This boxed set contains 1 0R - or o)

EUMD.covcervcnin B 28 plastic multi-part
Space Marines Dreadnought.

Eura...... - €35.00

Space Marines Rhino S £15.00 Space Marines Devastators £18.00

Thi= | i i o 3 i Denmark. ... kr 185,00 i i i Denmark..........kr 225.00
s boxed set contains 1 plastic multi-part Space Marines Rhino. Pt il This boxed set contains 5 Space Marines Devastators. N oty

Euro...... 2000

&3 PROTECTORS OF MANK[ND Models shown at 75% of actual size. Banners not supplied. Models supplied unpainted and require assembly.



Zadex: Space Marines

“w= book contains full rules
2o sackground fora
Ssace Marines force.

Space Marines Terminator Captain

~os blister contains gezré-':rl*
~ e 1,
* Space Marines iy
=eminator Captain.

Szzce Marines Predator Tank

£20.00

Tmz boxed set contains
* piastic multi-part Predator.

Space Marines Land Raider Tank

This boxed set contains
* plastic multi-part Land Raider.

Space Marines Land Speeder

LKr 250,00

K 300.00
e €500

£30.00

K 350,00
Lk 400.00
E50.00

Th's boxed set contains

* plastic multi-part Land Speeder. 7,,™

Sgace Marines Bike Squadron

This boxed set contains Denmar

2 plastic multi-part Bikes. i

Space Marines Scouts

This boxed set contains
5 Scouts.

Space Marines Battle Force

Lk 125,00
k150,00
ET7.50

This boxed set contains
0 Space Marines,
= Assault Marines,

1 Space Marines Rhino, 3 Space Marines Bikes

znd 1 Jungle Tree frame.

Using the components below you can create stunning cuﬁversiuns to make
your Space Marines Chapter totally unique.

CHARACTER ARM SPRUE  CLOSE COMBAT WEAPDNS SPRUE
99299955007 €1

ME 7 DEVASTATOR 1
a4 7 NINNGNT F2

MK 7 ARMOUR &
0847010103356 £2

99339999014 £2

MK 7 DEVASTATOR 2
9947010100903 £2

MK 7 ARMOUR 7
9947010103354 €2

TERMINATOR 1
RTBSS £4

STORM BOLTER 2
RTBAD £1.50

BLOOD lMéE LS
PAD 1

BLOOD 1 50p

DEATH COMPANY
PAD 4
BR47010115870 &0p

BLACK TEMPLAR
PAD 1
4547010120200 50p
BLOOD CLAWS
PAD 1
2047010120403 50p

4]
VETERAN SHOULDER

PAD 1
VETERAN 1 50p

&

TERMINATOR HONOURS
PAD

TEAM' HONOURS 1 S0p

TERMINATOR 2
ATES4 £4

STORM BOLTER 1
RTBY/T E1.50

BLOOD ANGELS
1st COMP, PAD
BLOOD 15T COMP - G0p

&

DEATH COMPANY
PAD 5§
9947010115841 50p

5,

DEATH COMPANY
PAD 8
9947010115814 50p

TACTICAL

SHOULDER PAD 3
TACTICAL 3 50p

DEVASTATOR
SHOULDER PAD 3

DEVASTATOR 3 50p

ULTRAMARINES
PAD

LILTRAMARINE  50p

BACKPACKS, BOLTERS AND SHOULDER PADS
99395099031 £2

VETERAN CAPTAIN
$847010104702 £6

AGSAULT WEAPON BODY 1

99470101 1820% €2

TERMINATOR 3
RTBH3 B4

POWER FIST
RTBG&2 £1.50

8

DEATH COMPANY
PAD
9047010115813 50p

@

DEATH COMPANY
PAD

7
9947070115912 50p

RAGNAR'S COMPANY
FAD

9947010121002 50p

ATy
Leead
TACTICAL
SHOULDER PAD 2
TACTICAL 2 50p

DEVASTATOR

SHOULDER PAD 4
DEVASTATOR 4 50p

ULTRAMARINES
STAMDARD PAD

ULTRA STANDARD  50p

ASSAULT SERGEANT 1
047010101003 £3

LASCANNON
9947010100903 £2

HEAVY PLASMA GUN
047010102807 £2

ASSAULT SERGEANT 2
8047010103001 £3

ASSAULT WEAPON BODY 2 ASSAULT WEAPON BODY 3

9347010119203 €2

TERMINATOR CAPTAIN
RTBQ/7 £5

CAPTAIN POWER FIST
ATB&/T2 £1.50

B

DEATH GOMPANY
PAD 3
5247010115800 50p

/3

RAVENWING
PAD

9947070119308 50p

GREY HUNTER
2

PAD
9347010120902 50p

R

ASSAULT
SHOULDER PAD 2
ASSAULT 2 50p

i

DARK ANGEL
SHOULDER PAD
9947010118507 S0p

ULTRAMARINES VETERANS
PAD
ULTRA VET 50p

4947010119204 E2

TERMINATOR LIBRARIAN
RTBO/E E5

LIBRARIAN FORCE AXE
RTRAM3 E1.50

A

DEATH COMPANY
PAD 8

2047010113815 50p

WOLF GUARD

PAD
8947010121001 50p

)

BLODD CLAWS
PAD 2
9947010120904  50p

B

DEVASTATOR
SHOULDER PAD A
DEVASTATOR 1 5ip

WHITE SCARS

PAD
WHITE 5645 50p

i

DEATHWING
PAD
9947010119504 50p

These components are not availahle in stores, but you can still order them via the
in-store order point, direct on 0115 91 40000, or from our online store at
www.Games-Workshop.co.uk. Components shown at 50% of actual sizes.
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WARMAMMER

’!."l Inn
Abaddon the Despoiler has forged a E I F
fearsome alliance of Chaos Space Marines
legions and is heading for Cadia.
Available from your Games Workshop HAo
store, in-store order point, independent

stockist, call 0115 91 40000, or at:
www.games-workshop.com/ulstore COLLECTING A CHAOS SPACE MARINES ARMY

Prices quoted are for products sold by Games
Workshop through its own stores, catalogue or
website. Independent retailers are responsible
for determining their own prices.

Chaos Space Marines Sorcerer £6.00 Abaddon the Despoiler £9.00 Ahriman of the Thousand Sons £8.00  Chaos Space Marines Lord £7.00

This blister contains Denmark..........kr 55.00  This blister contains D .k 11500 This blister cantain Denemiark, kr 100.00 This blister contains Oenmark,
1 Chaos Space Sweden ... hr E’u‘.if.\'? 1 Abaddon 5 1 Ahriman. Sweden kr _TED.DG 1 Chaos Space Swaden .
Marines Sorcerer {377 ISR -4 4 1 1 the Despoiler. Eurg LT — 13,00 Marines Lord. {37751 S
Chaos Space Marines Obliterator £10.00
Chaos Space Marines Squad £12.00 This blister contains 1 ek
; - = e Chaos Space Marines 1

This boxed set contains 8 plastic multi-part Chaos Space Marines. .y 150,00 Obliterator.

Swedan ..kr 180.00

2T ., /1 X1

Chaos Space Marines Dreadnought £25.00 Chaos Space Marines Rhino

This boxed sat contains 1 Chaos Denmark.........kr 300.00  This boxed set contains Denmart....

Space Marines Dreadnought. f"‘f'foﬁe" L 1 plastic multi-part Chaos Space Marines Rhino. . f“’?ﬂ"‘
Eura,.... - {1 1 FEE

50 LEGIONS OF CHAOS Models shown at 75% of actual size. Banners not supplied. Models supplied unpainted and require assembly



CHAOS Si’ACE MARINES ,

“sizx: Chaos Space Marines £10.00

Lok 125.00

oed set containg
non Prince.

Chaos Space Marines Havocs £20.00
boxad set containg Denmark.

= Havocs. Swadan., o
Chaos Space Marines Raptors £20.00
75 boxed set containg

Apiors.,

T boxed set containg
= plastic multi-part Bikers.

This boxed set containg
* plastic multi-part Land Raider.

Chaos Space Marines lcon Bearer  £4.00
This blister contains DBOMAK o vescrievoere b SO0
1 lcon Bearer. Swedsn

i,

Chaos Space Marines Aspiring Champion  £4.00

5 blister contains
* Aspiring Champion.

This blister contains
haos Space Marine with
Azsault weapan.

Using the components below you can create stunning conversions to m&e
your Chaos Space Marines horde totally unigue.

CHADS SPACE MARIME 3 CHADS .SPM!E MARINE4  CHAOS SPACE MARINE 1 CHADS SPACE MARINE 2 CHAOS SPACE MARIME &
47010202905 £2 9947010202906 £2 9947010202903 £2 Ba47010202904 €2 9947010200402 £2

-]
- =
CLASSIC CLASSIC KHARN'S
RAPTOR MELTAGUN RAPTOR FLAMER PLASMA PISTOL
010208613 1 ai0z05403 1 010201403 81

CHADS SPACE MARINE 5 CHADS SPACE MARINE 6
BR4THI0202907 €2 9947010202908 £2

CHADS DREADNOUGHT POWER CLAW CHADS DREADNOUGHT
TWIN-LINKED HEAVY 010200313 £2 THUNDER HAMMER
BOLTER Opss215  £2
00462714 £3.00

CHADS SPACE MARINE CHADS SPACE MARINE
WITH MK1 PLASMA GUN WITH FLAMER
4047010202602 £3 8047010200401 £3

CHADS LORD CHADS LORD PLASMA
FORCE AXE PISTOL HARD
10205804 £1 010205805 5lp

CHAOS SPACE MARINE CHAQS SPACE MARINE LEFT SHOULDER

CHAOS SPACE MARINE CHAOS SPACE MARINE SORCERER BODY SORCERER BACKPACK 010200311 £2.50
CHAMPION 1 CHAMPION 2 010204301 £3 010201302 * £1
9947010202701 £4 9547010200403 £4

i Y_....l.--- Aﬁi.;.-—n ...d%

CHADS SPACE MARINE CHAQS SPACE CLASSIC RAPTOR -hﬁ
AUTOCANNON BACKPACK MARINE SORCERER PLASMA GUN
010201212 £1 BOLT PISTOL ARM 1 010205812 £1
010201303 £1.50

CHADS SPACE CHADS SPACE MARINE
MARINE MISSILE  LASCANNON BACKPACK

POWER SCOURGE ;:"é:ﬁ:g: 010201208 €1
o10200312. £2 010260410 " £1

CHAOS MUTATION SPRUE
99380162093 £3

& £
i
: ¥
o CHAOS AUTOCANNON ARM
CHADS CHADS CHAOS SPACE MARINE CHADS CHADS SPACE 010201211 50p
SPACE MARINE SPACEMARINE  WISSILELAUNCHER SPACE MARINE MARINE HEAVY _
AUTOCANNON BODY  LASCAHNON BODY BODY HEAVY BOLTER BODY  BOLTER BACKPACK sty
10201208 £2 010201205 €2 010200408 €2 oio20t201 €2 010201204 E1
CHAOS SPAGE MARINE
HEAVY BOLTER

010201203 50p

A "‘-\'I‘e‘m‘-@#

* . ty i
CHADS AUTOCANNON LASCANNDN MISSILE LAUNCHER HEAVY BOLTER LASCANNON ARM
010201210 £1.50 010201206 £1.50 Mo200408 £2 010201202 £1.50 a1oz01207  Slp

These models are not available in stores, but you can still order them via the in-store order
point, direct on 0115 91 40000, or from our online store at:
www.games-workshop.co.uk/ukstore. Models shown at 50°% of actual sizes.
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This month Ian Hawkes takes
a look at the rumours
surrounding Luthor Huss’ fall
from grace, and introduces
Valten, a mysterious young
man who bears the mark of
Sigmar upon his chest.

uthor Huss is one of the most
L controversial figures in the Empire.

He is undeniably amongst the
most staunch and fearless living enemies
of Chaos, and his strength of mind and
faith is irrepressible. However, his self-
imposed mission is to rid the Empire of
the corruption and laxness at the very
heart of the Church of Sigmar, in which
he was himself a priest for years.

Once fanatically loyal to the clergy, Huss
was appalled by what he saw at a
meeting of the Sigmarite Council to
elect an Arch-Lector to replace Mannfred
of Nuln, Instead of concern for faith and
justice, he saw the Lectors and Arch-
Lectors engaged in selfish games of
business and political manoeuvre.
Rather than stecling themselves against
Chaos, they ambled blindly in circles in
search of still more personal power.
Astounded, he made a venomous speech
artacking the Lectors, and for his gall
was ordered to present a formal
apology. Unable to reconcile his faith in
his superiors with what he had seen, he
could not. Instead, he distanced himself
from the ranks of the organised cult and
now travels the countryside and cities,
delivering damning sermons on the
moral laxness at the heart of the church.
He urges people to look to themselves
for their faith in these darkening times,
not to corrupted priests who would sell
their souls for gold.

Huss drew such attention to himself that
the cult leaders, who had previously
regarded him as a mere annoyance,
were forced to take action. Thousands of
people were now taking Huss and his
words seriously, and concern spread in
the church that his misguided zeal could
have dire long-term effects on the
people’s confidence in their god. As if to
say that even the heavens had taken an
interest, the twin-tailed comet, the
sacred symbol of Sigmar, was seen again
in the skies above the Empire, five
hundred and twenty-three years after its
last appearance. Some say this was a
blessing, as it had been when it signalled
the coming of Sigmar, others that it
must surely mean disaster, as it had in
1999 when the city of Mordheim was
annihilated. Since the comet's
reappearance, deranged extremists of
either belief can be found preaching
their dogma on street corners, and the
numbers of insane flagellants roaming

—

arhammer
chronicles

New rules and background for Warbammer

the Empire has soared as people seek to
atone for their sins before the end of the
world or the final salvation.

Matters were made worse when Grand
Theogonist Volkmar, perhaps the only
man in the upper reaches of the church
that Huss respected, was killed by a
Norse barbarian chief named Archaon,
whom Volkmar had insisted was
destined to destroy the world. To many
of the clergy this was clinching proof of
the old man’s diminishing faculties and
his failure to return was hardly a
surprise, but his loss was still a great
blow. The man chosen to succeed
Vollkmar was Johann Esmer, the High
Priest of Talabheim, renowned for his
political cunning.

Luthor Huss was preaching in Nuln
when he heard news that Esmer’s first
act had been to dissolve fourteen
remote missions throughout the Empire
as being uneconomical. Huss was
furious and flew into a wild rage. With a
wooden dummy and gold paint he
created an effigy of the new Theogonist
and stormed towards the Cathedral of
Sigmar. Frightened passers-by saw him
ranting madly to himself as he
thundered past, fully armoured, his two-
handed warhammer over his shoulder.

When he reached the huge, majestic
doors of the cathedral, he spun around
and struck them a massive blow, the
resultant deafening clang of the hammer
against the ornate metalwork drawing
the attention of everyone within five
hundred yards. He bellowed a plea and
a challenge at the top of his voice to
anyone who would listen.

“How long must we endure this? Can
you not see the darkness descending on
our souls? How long before this
downward spiral into devilry is the

end of us all?”

Smashing the doors with another
hammer blow, he drove into them the
icon he had made, before storming
away. As people tentatively approached
the doors they found the wooden doll
pinioned to them, a nine-inch nail
driven through its heart, and the word
‘Esmer’ carved into its forehead.

A direct attack on the Grand Theogonist
and the defacing of a cathedral were a
protest too far. Uproar has since spread
through the Church as clerics and

Lectors argue over what is to be done
with Huss. Luthor, however, has no
intention of submitting himself to what
he sees as the false justice of the church
and continues on his travels, now even
more of a vengeful figure.

The cloud of gloom and darkness that is
rolling slowly over the Empire has proved
the perfect climate for Luthor’s anti-
establishment and anti-materialist dogma
to thrive, and everywhere he goes the
mood of impending doom or salvation is
magnified tenfold. He has artracted bands
of hangers-on, demented flagellants and
monks, who add their dismal prophecies
to Luthor’s raging protests and
denouncements. Many imitators and self-
appointed disciples have taken up
Luthor’s cause, and the Empire has
become flooded with prophets of doom
and darkness, or purveyors of promises
of final redemption.

Luthor’s actions in Nuln shocked even
many of his supporters, and now his
incredible intensity has become a source
of dread in those he meets as much as
one of respect. He uses this to his
advantage, threatening the corrupt into
changing their ways. Rumours have even
begun to circulate that those he cannot
change with words, he releases from the
grip of evil with his hammer. Brother

Jakob of Erlach, notorious for

embezzling church funds, was found
with a crushed skull, a fallen chandelier
with a previously sturdy fixing the
apparent cause; Brother Bernhard
Schneider was beaten to a pulp by a
gang in the streets of Nuln; Erich of
Gottenberg, the subject of various
accusations by the women of the town,
simply disappeared when Luthor left.
There is never any indication that Huss
has anything to do with these killings bus
hearsay travels like wildfire, and now
even honest priests fear Luthor’s arrival.

Huss’ quest is not simply against interna
corruption, however. As he wanders he
seeks out besieged towns, travelling
armies and nests of evil, and lends his
might and faith to Sigmar's cause on the
battlefield as well as the podium.
Luthor’s sworn mission is to stamp out
evil wherever it lurks, and as the Empire
falls into anarchy it is not hard to find.
Bandits are everywhere, and the
numbers of Beastmen and Goblins seem
to many to have grown out of control.
Battles rage all over the Empire, town
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= itias and local regiments struggling to
soid off attackers both human and
=numan. Unhinged preachers and
“zgellants proclaim every minor hero of
“==se battles to be the incarnation of
“agnus or Sigmar returned, and there
2= many who are willing to believe
“=em, desperate for a saviour.

= was as Huss was sheltering from a
~oming storm in a coaching inn on the
“=mmigen Road from Nuln, that he
“eard a story from four travellers from
_achenbad, on their way to gather food
o their devastated village. They told
=m of how a young blacksmith’s son
==d single-handedly saved the village
—om a powerful band of Beastmen.

W hen it had been on the brink of
“estruction, the villagers fleeing for their
“wes, the boy, Valten, had seized two
=ammers from his father’s forge, and
“sught back against the creatures.
“aspired by his bravery, the villagers had
=lied behind him, and had followed
“zlten as he struck down Beastman after
Seastman, killing dozens of them before
wngle-handedly felling their massive
chisftain. The remnants of the warband
“zd fled in terror, and Lachenbad - or

Beast after beast falls to the fury of Valten's hammers.

what was left of it — was saved. Huss’
heart leapt. He knew that false saviours
were being presented by frenzied
Sigmarite cultists almost daily all across
the Empire, but the parallels between
this story and that of Sigmar were
uncanny. Could the heavens really have
deigned to return the man-god to the
world, to once more be its saviour in
these darkest of times? Immediately,
Luthor mounted his horse and sped
towards Lachenbad.

His horse was near to collapsing from
exhaustion when he raced into the
village. The rain was driving down in
sheets, and the people of Lachenbad
were miserably trying to rebuild their
ruined homes to shelter from the storm.
When they saw that Luthor was a priest
they flocked to him, pleading for his aid
and blessing, but such was his urgency
that he ignored them in his rush to
locate the blacksmith’s son. Then,
outside what must have been his father's
forge, Luthor saw him. The boy, if such a
term was not an injustice to him, was
every inch the image of the
Heldenhammer. He stood broad and tall,
his limbs strong and his eyes bright. He

effortlessly held a huge beam in place as
his father lashed it above the forge door,
and had none of the dejection of the
villagers, instead carrying himself with a
self-assurance and calmness that no man
should have been able to summon in
such awful squalor.

Huss was dumbfounded, dismounting
awkwardly and stumbling towards the
vision before him. He was overcome with
awe, exaltation and hope, and as Valten
turned and looked at him quizzically,
Luthor simply collapsed to his knees in
the mud with a cry of “My Lord!”

As the rain pounded down, ringing
against Luthor’s armour and swelling
the lakes of mud forming around his
knees, he was uncaring of the gasps of
the villagers. He ignored the scolding
murmurs, the amazed shouts of “Look,
he thinks Valten's Sigmar!”, and “The
priest’s gone mad!” Even if Valten’s
fellow villagers could not see it, even if
other false saviours had already been
heralded and discredited, it was
obvious to Luthor Huss. Once again, in
its darkest hour, the man-god would
drive out the foes of Humanity. Sigmar
had returned.

——_
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VALTEN, CHAMPION OF SIGMAR

Valten was born in a Reikland village and intelligence, the only truly unusual
called Lachenbad, where he had an thing about the young Valten was a
uneventful childhood, growing up as strange birthmark on his chest, shaped
the son of a blacksmith and learning like the twin-tailed comet of Sigmar.

his father’s craft as all boys did.

Although he was blessed with strength 'his caused a great stir at his birth, for

the comet is a powerful omen — but
whether for good or ill depends on the
whim of the gods. Many villagers felt
that either way Valten would surely
bring momentous events to Lachenbad,
and that this was something it could
well do without. They insisted that
leaving the boy to die in the
forest or drowning him in the
stream was the only way to
avoid disaster. Nevertheless,
his parents declared that no
one should lay a hand on the
child, and Valten’s father Kurt
was respected and fearsome
‘enough that none argued.

- It soon became apparent
that the young Valten was
a gifted child. Even
before he had uttered
his first words many
people commented
that his eyes
seemed to show




. srrange understanding of whatever
e fell upon. He was bigger and
~w=oager by far than other boys his age,
= 10 best them in wrestling and
~wher physical games with ease. At first
~wople muttered that this remarkable
~w==ngth was simply proof of the boy’s
~=ormality and that he should have
we=n strangled at birth, but Valten was
+ =2ppy child with an infectious
~=chusiasm, and became so well-liked
=z thoughts of his portentous birth
were soon forgotten.

= =as on the eve of Valten's 18th
“.hday, though, that the superstitious
~“osomsaying of his birth was proved
w=ll-founded. From the depths of the
Seikwald, the Beastmen came. Led by a
sowverful Beastlord named Rargarth,
“achenbad had not seen a horde even a
~=ath of the size in living memory. Bent
on pillage and plunder, the Beastmen
sweemed unstoppable and the few men
¢ Lachenbad that could wield weapons
=ad no hope of standing against them.
“with primal howls and brays they
Zescended on the village, and the
serrified people scattered before them,
Zeeing for their lives. The Beastmen
zave no quarter, and cut down anyone
“hey found, man, woman or child, and
zieefully hurled flaming torches onto
zhe thatched roofs.

Surt Valten refused to run. He made his
way to his father's smithy, and smashed
zside the Beastmen who tried to bar
his way with great blows from his fists.
Tzking up two hammers from the forge
5e set about the horde like a hurricane
with cries of anger and vengeance.
Seast after beast was crushed by
Yalten’s hammers, and all who came
sear him died. The panicking villagers
saw this, and were heartened by this
incredible display of bravery. They took
up their swords, pitchforks and scythes,
and ran to join the blacksmith’s son.
following the boy, they cut through the
warband until Valten stood before
Rargarth himself.

Valten launched himself at the
beastlord, He swung a hammer in a
massive arc but Rargarth raised his
giant scimitar and parried the strike.
Such was the force of the blow that the
blade was broken in two, and the
hammer torn from Valten's grasp.
Unfazed, Rargarth snarled and struck
out with the remnants of the weapon.
valten ducked back, fast but not fast
enough; the rusted metal slashed
across his chest, opening a
horrible wound and
sending him reeling.
Rargarth gave a
triumphant grin,
exposing yellow and
rotted fangs, and

M WS BS
Valten 4 5 5
Cost: 215 points,

SPECIAL RULES

he is taking part in.

rule replaces this.

Iron Resolve: Valten has stcel
sinews and a will of iron, and is
able to grit his teeth and fight

on despite wounds that would
kill lesser men ten times over.
To represent this he hasa 5+
Ward save. In addition, if Valten
is killed, take a Leadership test
for him at the end of that phase.
If he passes, his astounding
strength of will allows him to
ignore the wound and continue
fighting. He remains alive on 1
Wound, and the wounds that
killed him are discounted. Note
that the effects of combat
resolution, panic and so on are
worked out after determining
whether Valten recovers. This

rule does not apply if he is
fleeing and is run down by
chargers or pursuers, or hit
with a Killing Blow.

Valten

s T W 1 A Ld |
4 4 2 5 4 9

Weapons: Valten carries two blacksmith's hammers. These count as two hand
weapons, and so give Valten +1 Attack, for a total of five Attacks.

Against The Odds: Valten’s courage knows no limits, and even impossible
odds do not faze him. Enemy units can never gain the combat resolution
bonus points for flank or rear attacks, or for outnumbering, in a combat
involving Valten. In addition, Valten and any unit he leads is Immune to
Psychology. The only exception is that they always count as being stubborn.

Awesome Presence: Valten is not a military officer. He does not give
rousing speeches or offer rewards to fighters around him, nor does he yell
orders or threats in battle. Instead, others are inspired by his awesome
presence, and fight even harder as they see Valten strike down foe after foe,
Wounds inflicted by Valten in close combat are counted towards the Empire
combat resolution score of any combat within 12" of him, not just the one

Valten may not be your army General unless he has the highest Leadership
value in the army; if there are characters in the army with the same
Leadership as Valten, one of those characters will always be the General
instead, Even if Valten is the General, units within 12" of him may not use
his Leadership as they would normally be able to — the Awesome Presence

Valten is a Hero choice, but will use
up one extra Hero slot as well. J

the killing blow. But Valten raised his
remaining hammer at the last second.
There was an almighty clash as the
blade slammed into the metal hammer,
and the rtitanic strength of the
Beastlord forced Valten to one knee.
Incredibly his guard held. Amazement
appeared on Rargarth’s bestial features
as he strained against the wounded
boy, but to no avail. Impossibly, Valten
began to rise, shaking with effort as he
pushed upwards against Rargarth’s
blade, until finally he was on his feet.
Valten kicked out, sending the
Beastlord stumbling backwards, and
before the creature could recover, he
hurled his remaining hammer with
awesome force straight at the

awesome force straight at the
monster’s head. It struck Rargarth
between the eyes like a meteor,
shattering his skull and killing
him instantly.

With their leader dead, the Beastmen
turned to panicked flight, and the
exultant villagers chanted Valten’s
name. Though Lachenbad had been
half-razed, it was saved from total
destruction by the amazing prowess
and courage of a single boy. The stories
of Valten's deed spread like wildfire
around the surrounding villages and
towns, and before long all manner of
parties were showing an interest in the
boy who had become a hero.
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To go with the release of the new Grey
Knights Space Marines army, the ‘Eavy
Metal team converted their plastic
Dreadnought into something quite
spectacular. Here's how they
approached the task.

5 GREY KNIGHTS

sy
L

ASSEMBLY
The Dreadnought model was assembled
as normal, though the front sarcophagus
plate was left off, as this
would later be replaced
with another piece.
Instead, the reliquary
carried by one of the
Imperial Missionary
figures was clipped off
and its edges filed flat.
This was inserted into
the Dreadnought's body
and the gaps around it
filled with Green Stuff. A
Grey Knights
Terminator’s shield was

"EAVY METAL MASTERCLASS

# DREADNOUGHT

T
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the Dreadnought’s left shoulder and the
Grey Knights Chapter symbol was
sculpted from Green Stuff and attached
to its right shoulder.

The Dreadnought's
banner pole was
constructed using
aluminium rods
pinned together
with the finial from
a Warhammer
Empire standard
glued on top. The
banner itself was
sculpted from
Green Stuff. The
foil from around
the top of a wine
bottle was laid out on flattened
Blu-Tack with a layer of Green
Stuff laid on top and the creases

g7 { sculpted on. Once the Green Stuff

had dried, it was lifted carefully from
the Green Stuff and glued to the banner
poles. The same process was repeated
for the tabards hanging from the
Dreadnought’s front.

The Dreadnought's arms were also
converted. The book from another
Missionary figure was clipped off and
filed flat
before being
attached to
the side of the
lascannon
arm. The
Dreadnought's
_q Power fist arm
! was equipped
1 with an

" underslung
incinerator.
This was
constructed
using the
heavy flamer

| that comes on
the
Dreadnought
sprue then

'~ clipping off the
o4 nozzles and

| replacing
them with
those from a
Grey Knight's
incinerator.

Finally, to
match the
armour of the
Grey Knights,
grooves were
. filed in the
: “* bottom of the
Dreadnought’s leg
- armour using the thin
edge of a rectangular
i file. This groove was
i then partially filled with
Green Stuff, and the
% letters cut in with a

* scalpel blade. Not
completely filling the groove with Green
Stuff meant that when the letters were
pressed in with the scalpel and the
Green Stuff was pushed upwards, it
didn’t spill out over the Dreadnought’s
armour and remained flush.

THE ARMOUR AND SARCOPHAGUS
Once the Dreadnought was ready for
painting, an undercoat was sprayed on
using Chaos Black spray. When you're
spraying a model, make sure you cover
the model thoroughly, but be careful not
to obscure the details by overloading it
with paint.

The paints used for the Grey Knights
and the Dreadnought were mixed in
seperate pots so that the colours used
at each stage of painting would not need
to be continually remixed. Boltgun Metal
mixed with a little Chaos Black and
Regal Blue was used to basecoat the
model, which was then highlighted by
adding more Boltgun Metal to the mix.
Next, some Blue Ink was thinned down
with water and brushed into the
recesses of the model. This was then
highlighted with Chainmail before an
extremely thinned down Blue Ink glaze
(95% water to 5% ink) was washed over

"y




= model. A final highlight was added
=~ the very edges of the Dreadnought’s
=rmour using a thin line of Mithril Silver.

| The remainder
of the metal on
the
Dreadnought,

| such as the

. back of its legs,
was
drybrushed

& with Boltgun

. Metal to leave
itdark as a

. contrast to the
brightness of
~ the armour.
Areas that were
o remain black were highhghtad with a
20/50 mix of Chaos Black and Codex
Grey then given a final highlight of
Codex Grey on its own. The gold areas
=f the model were painted Brazen Brass
and given a thinned-down wash of
2rown Ink before being highlighted with
Shining Gold. A final highlight on the
very edges of the gold was added by
sing Shining Gold mixed equally with
Mithril Silver.

The metal on the weapon arms was
oainted Mithril Silver and given a
sninned-down wash (95% water to 5%
k) of Black Ink before highlighting it
again with Mithril Silver.

THE CLOTH, TABARD AND BANNER
The Dreadnought's purity seals, tabards,
nanner and the pages of the books were
painted in exactly the same manner,
using a basecoat of Scorched Brown
and Bestial Brown mixed equally.
Progressively more Bleached Bone was
added to this mix to highlight the cloth,
nefore finally adding Skull White for the

final highlights. The
book on the banner
was painted in the

highlights of Skull
to allow the book to

stand out against the
lighter banner.

THE RELIQUARY AND PURITY SEALS

The bones in the reliquary were given a

basecoat of Scorched Brown then
hlghilghted with Bestial Brown before a
thinned-down
Flesh Wash was
brushed into the

# and Codex Grey.
Some Bleached
Bone was added
to this mix, before
a final highlight of
Skull White was
applied.

The housing for the bones was painted
with a 50/50 mix of Chaos Black and
Red Gore then highlighted with Fiery
Orange and given a 50/50 wash of
Brown Ink and water.

The wax of the purity
seals and the red on
banner were given a
basecoat of Red Gore
and highlighted with a
mix of 50/50 Fiery
Orange and Red Gore

same way, but the final

White were not applied

recesses. This was
then re-highlighted
with a 50/50 mix of
Snakebite Leather

FINAL DETAILS

To add the finishing touches to the
Dreadnought, scriptwork was added to
its tabards using
Chaos Black mixed
with about 50% Black
Ink. Using an ink to
thin down paint makes
it run off the brush
more smoothly than if
water is used and,
when painting thin
lines, this is a real
bonus.

The blue, gem-like
targeting eyes of the
Dreadnought were
@ painted to match those
. of the eyes of the Grey
Knights. The base coat
was a 50/50 mix of
Chaos Black and
. Regal Blue, which was
successively lightened
as the colours
. approached the
bottom of the gem. To
begin with, the top of
the gems were painted
with this mix, with the
colour lightening
towards the bottom of
the gem by adding
Ultramarines Blue first, then mixing in a
little Shadow Grey. A final line along the
bottom of the gem was added using an
equal mix of Shadow Grey and Skull
White. To finish the gem, a tiny dot of
Skull White was applied in the middle of
the top half of the gem.
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Andy would like to thank the guys at
the Yahoo! 40,000 Chaos list and
especially the ‘Chosen’:- Ron
Ramsay, Al Borthwick, Borys
Zakrzewski. Jens Lehner, Ed
Rusk, Tim Pearce, CJ
Cummings, Paul
DiPonio, Lawrence
Dunn and Jason
Lantrip for their
invaluable assistance
this issue.

Q. Could you list the typographical
errors in the Codex?

A. Certainly, all the following will be
corrected at first reprint.

| Page
2 Fearlessness. The wording for
B Fearless should be standard
wherever it occurs in the
Warhammer 40,000 game
system. The entry in Codex:
Chaos Space Marines is an
error as it should confer
immunity to morale AND
pinning tests.

14 Servo-arm is Iron Warriors only.
Juggernaut of Khorne should
be 35 points. Talisman of
Burning Blood should be 10/5.
'- All Marks of Chaos should be
asterisked as they can be
used by models in Terminator
' armour.
16  Reference to Favour of Khorne
under bicnics should refer to
Feel No Pain instead.

17 The Terminator armour entry
o should state that models in
Terminator armour count as
stationary when shooting, even
if they move.

32 The line, “The squad may be
an Aspiring Champion" should
read “The squad may include
an Aspiring Champion”.

33  Screamers of Tzeenich have
the Furious Charge ability.

34 Predator Side Armour should
be 11.

47  Axe of Khorne should be 20/15
points.

47  Kharn has Daemonic armour
not Chaos armour.

48  Feel No Pain. Should read,
“cannot be used against
weapons which infiict instant
death (those with Strength
double or more the model’s
Toughness) or against close
combat weapons”,

=
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BY ANDY CHAMBERS

Greetings Citizens and welcome to this month’s Chapter Approved. This
time around it's time to clear up a few questions that have been asked
about the rules in Codex: Chaos Space Marines.

59  An Aspiring Champion with the
Mark of Tzeentch automatically
passes any psychic tests taken.
All models with the Mark of
Tzeentch are Fearless. A Disc
of Tzeentch costs 30 points.

60 Thrall Wizards have T3 W1.

Q. Is there a special statline for Sorcerers?

A. No, Sorcery is a skill that can be
utilized by a Chaos Lord, Lieutenant,
Aspiring Champion or indeed almost
any model with a Mark of Tzeentch.
Their profile remains unchanged.

Q. Does the Gift of Chaos psychic
power ignore Invulnerable saves?

A. No.

Q. It states that Chaos Hounds move
and assault at the speed of their owner,
but what about Thralls and Spawn? How
are they affected if their owner has
Daemonic Speed, Flight or a steed?

A. They move as infantry. Their owner
cannot move any faster. A question was
recently raised regarding the effect of
Blood Rage. On balance it seems
reasonable to allow a spawn to keep up
with a raging owner, primarily because [
would not like to see Spawn being used
as a way to curb the berserk tendencies
of the owner.

Q. It says on pages 34-36 that Chaos
vehicles may have “...any vehicle
upgrades and gifts allowed from the
Chaos Space Marine Armoury.” Does it
mean that a Dreadnought, for example,
can have the gift Daemonic Flight. It
seems that the words “Gifts allowed”
are not precise enought for some
players who are about to build this kind
of vehicle.

A. Vehicles may only have vehicle gifts.

Q. Can a Daemon Prince use a
bolt pistol?

A. A model with Daemonic Stature
cannot use a bolt pistol. A Daemon
Prince who does not have Daemonic
Stature may.

_ CODEX CHAOS SPACE MARINES Q&A

Q. Can Terminators use special
movement modes?

A. There is no asterisk next to
Daemonic Speed, Chaos Marine Bike or
Daemonic Fight, so no.

Q. Is a Lord’'s Chosen retinue counted

as an Elites choice? i
|
|

A. Yes, however many Chosen you
have though they only count as a single
Elites choice.

Q. How many attacks does a

Dreadnought with two Dreadnought \
close combat weapons and affected by ‘
Blood Rage get? |

A. 7. 3 normal, doubled to 6 for Blood
Rage plus 1 for the additional weapon.,

Q. May Raptors be carried in a Land ‘
Raider (or any vehicle with transport
capacity)? ‘
A. No.

Q May Obliterators be carried in a Land
Raider (or any vehicle with a Transport
capacity)?

A. No.

Q. Can a vehicle's standard combi-bolter
be upgraded?

A. No, only with an additional combi-bolter.

Q. If an independent character with
Daemonic Flight joins a unit of Raptors,
can they still ‘Hit and Run’ (as this is not

a Veteran skill).

A. No.

Q. Models supporting in close combat
make a single attack at their basic stats
and can't use special weapons like
power fists etc. Does this restriction
extend to ‘built-in' weapons and/or
Veteran skills like Daemonic Talons,
Furious Charge, Daemonic Venom etc?

A. Yes.

Q. The foreign language versions of the
Codex have a different description of the
Doom Siren’s effects. Which version is
correct?

A. The Engﬁsh version.



2. The Chosen entry states “Each
_nosen will be armed with either a
=olter or a bolt pistol and close combat
weapon.”

The Chaos Space Marines entry states
“=ach model may have a close combat
w=apon and either a bolter or a bolt pistol”

The Havocs entry states “bolter or bolt
= stol and close combat weapon”

2o all these wordings mean that
_hosen, Havocs and Chaos Space
Varines can all have bolter and close
combat weapon or are Chosen and
=avocs limited to bolter OR bolt pistol
=nd close combat weapon?

A. Any of the models in the units listed
may have a close combat weapon plus
=ither a bolt pistol or a bolter.

Q. Am | right in assuming that a Chosen
—haos Space Marine does not have to
oe an Aspiring Champion to carry a
soecial lcon?

A. That's right.

VETERAN SKILLS

Q. Infiltrate states that you cannot use it
with a bike, steed, followers, Mark of
¥horne, Terminator armour and
Daemonic Stature. Can you combine
Daemonic Flight and Infiltrate?

A. Yes.

Q. The Raptor entry states that they may
have one or more Veteran skills, are they
still subject to the restriction of one if
they take Mark of Chaos Undivided?

A. There is no implication in the wording
peyond wishful thinking. If Raptors have
the Mark of Chaos Undivided they may
only take one skill.

T T T T AT ST o iy

ST A M S L A A2

Q. Can True Grit be used by models
with combi-weapons?

A. No. The True Grit rule was used
because it is familiar to players alreadly.
The rationale is that it was a technique
taught by Mortarion to the first Death
Guards and is only really usable with
bolters.

Q. If a model cannot normally take a
Veteran skill do they receive any free
skill relating to their legion?

A. No.

Q. Does the Tank Hunter Veteran skill
help against the Monolith?

A. No, there are no weak spots to be
exploited.

Q. Can Terminators have skills (no *'s
beside any skills)?

A. In general yes, however some skill
descriptions specifically forbid their use
by Terminators, Infiltrate for example.

Q. Are the melta and flamer parts of
combi-weapons eligible to use the Tank
Hunter skill?

A. Yes.

Q. If a Lord has (say) Furious Charge
Veteran skill can he use the skill if he
takes a Chaos Spawn or Chaos
Hounds? The followers are a now part
of a ‘unit’ with the Lord but do not have
the same skill as the Lord.

A. No, skills may not be used by a
model with followers.

DAEMONIC GIFTS
Q. Do models with Daemonic Stature
really have to be 10 feet tall?

A. Only to scale.

) &

ritual is too late.
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Q. How strong is an Aspiring Champion
with Daemonic Strength and power
Fist?

A. He would have 9 Strength. In general
in Warhammer 40,000 any doubling of
an attribute is done before allowing for
additions or subtractions.

Q. Is it possible to combine Daemonic
Flight with Daemonic Speed?

A. No, see page16 — movement modes.

Q. Do any of the following give a model
3D6 Pursuit/Fallback:

A) Daemonic Flight
B) Daemonic Speed
C) Daemonic Steed?

A. All of them.

Q. Can Daemonic Talons be combined
with Daemonic Venom?

A. No.

Q. Can the additional weapon {+1 A)
granted by Daemonic Venom or Talons
be nullified by anything that removes
additional hand weapon bonuses like
Wych Weapons?

A. Yes.

ALPHA LEGION

Q. Alpha Legion can have Daemon
Packs if they also have Cultists to
summon them, can they utilise
Daemonic Beasts? It does not state it,
but | cannot see why they can have
Daemon packs but not Furies or
Screamers.

A. Daemon Packs represent the most
commonly encountered types of
Daemons, and Cultists can only
summon these.

g

The Grey Knights desperate effort to stop the
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Q. Can an Alpha Legion character have
a personal lcon?

A. No, only Cultist Icons can be used
to summon daemons in the Alpha
Legion list.

% Q. Unlike the Night Lords and Iron

#  Warriors there is nothing mentioning that
i Alpha Legion cannot have Marks other
than Undivided. s this accurate?

A. No, as stated in the Infiltrator entry
the only available Mark is that of Chaos
Undivided.

* WARGEAR

Q. How do items listed in the Cult
armouries translate to the appropriate
category in the main armoury?

A. All count as Daemonic Gifts for the
purposes of wargear limits except for
psychic abilities (all minor powers and
all Tzeentch-specific powers), which
count as part of the psychic abilities and
equipment list. Note that items such as
Thrall Wizards and Inferno Bolts are not
psychic abilities and can therefore only
be assigned to models that can select
from the full armoury. | have heard good
arguments that Thrall Wizards should be
psychic equipment and that Doom
Sirens should be weapons. Overall
though | think this would favour Marked
froops in comparison to Undivided and
Unmarked troops.
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Q. Which of the following headings from
the armoury on page 14 counts towards
a character's wargear limit?

A. As follows: -

Marksof Chaos . .............. No
Wegpons = ums semmnnn weosmwss & No
Wargear ;i s suva s 255eEs Yes
Psychic Abilities and Equipment . . .No
Daemonic Gifts . .............. Yes
Veteran Skills .. . v.ocvvn vvwiwine s Yes
Giits.ofihe . Gods: »ysay s | Yes
Daemon Weapons . ............ Yes

Q. Page 16 states that an independent
character with followers becomes a
small unit but can still join another unit
normally. Do the targeting restrictions for
shooting independent character’s apply
if you have followers?

A. You may still join another unit if
accompanied by ‘wargear’ followers but
while operating on his own a character
and his followers may be targeted as if
they were a unit.

Q. Can Chosen of Tzeentch take
Tzeentch Wargear without being
Aspiring Champions?

A. They can take items from the psychic
powers list only. See the note below
about categorising Gifts of the Gods.

Q. Can you master-craft Gifts of the
Gods weapons that are not Daemon
weapons (eg, Chain Axe, Plague Sword,
Axe of Khorne)?

A. No.

DAEMON WEAPONS

Q. Does the Warp Blade's effect work on
all psychic powers including, for
example, Synapse?

A. No, it only works on an ability that
requires a psychic test fo use. Abilities
like Synapse, along with Warlock
powers, are not affected.

Q. How does the combination of
Berserker Glaive and Blood Rage work
when your character has Daemonic
Flight? Notably does he fly faster when
subject to Blood Rage.

A. Flight has precedence, Blood Rage
will not make a jump pack fly faster. The
other Blood Rage effects do continue to
apply though. Similar logic applies to
other special movement modes, in each
case no extra movement is gained due
to Blood Frenzy.

Q. Does the Mark of Chaos Undivided
allow me to re-roll a failed ‘Mastery’ test
to control a Daemon weapon?

A. No.

Q. The Needle of Desire states that it
allows a regular Armour save (while
ignoring Invulnerable ones), even in the
hands of a model with the Daemonic
Stature ability. The Dreadaxe, on the
other hand, does not mention the regular
Armour save at all. In the hands of a
model with Daemonic Stature, does it
ignore Armour AND Invulnerable saves?

A. Yes. .
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Q. Is Abaddon's sword a Daemon weapon?

A. Technically yes, but his mastery is
such that it is not subject to the rules for
Daemon weapons.

Q.When Drachn'yen strikes a vehicle,
the rules say that the armour is always
penetrated. Is this a glancing hit or a
penetrating hit?

A. Errrerr let's see, | think the word
penetrated is a clue. It's a penetrating hit.

Note that although Fabius Bile's Rod of
Torment is Daemon-forged, it is not a
Daemon weapon as such.

While on the subject, special character’s
Daemon weapons do count toward the
0-1 per army limit.

SUMMONING

Q. Does the Blasted Standard function as
a normal lcon for Daemon summoning?

It doesn't say in the description {unlike
Plague Banner for example).

A. Yes, the Blasted Standard is a normal
lcon in addition to its special powers.

Q. Is summoning performed before or
after Deep Strike?

A, Summoning is rolled for at the same
time as other Reserve arrival rolls.
These rolls are completed before any of
the units are placed on the table.
Because of this daemons can only be
summoned to lcons with units that were
already present on the table.

T

Q. If the model with an lcon is in HTH,
can it still be used for summoning?

A. Yes, although placing the summoned
daemons may be made difficult by the
presence of the enemy.

Q. Can | summon daemons to an Icon
belonging to a unit which uses Deep
Strike to enter play this turn?

A. No, you can only use Icons that are
on table at the very start of the turn
before any Reserve rolls are made.

Q. If you get a successful summoning
roll for minor daemons but all lcon
Bearers are in Rhinos, do the daemons
still arrive?

A. No.

Q. The Blasted Standard is the only mark
specifc standard that does not explicitly
state that it functions like a normal Icon
for summoning. Does it actually function
as a normal lcon for summoning?

A. Yes.

Q. What if one Icon Bearer is outside
his transport but another is in a Rhino
and daemons arrive by summoning.
Can you summon them off the Rhino-
carried lcon Bearer?

A. No.
Q. Can Furies be summoned to a non-
Undivided lcon?

A. No, only an Undivided Icon will
summon them.

gt
%

DAEMONS

Q. For the purposes of things that have
extra effect or no effect against daemons,
what are classified as daemons?

A. Greater Daemons, Dagmon Packs,
Daemonic Beasts, Nurglings,
Possessed, a Chaos Lord with
Daemonic Stature andfor 51 or more
points of Daemonic Gifts.

Q. Does a Greater Daemon have to take
Instability tests if the Chaos Space
Marine it possesses is alive at the
moment of possession?

A. No, instability is only a problem for
Greater Daemons if they possess a host
when it is removed as a casually.

Q. If a Great Unclean One of Nurgle has
Nurgling Infestation do the bonus
attacks ignore Armour saves because it
is a monstrous creature?

A. No, it might be but the Nurglings
aren’t. As a general point Nurgling
Infestation aftacks are made af the WS
of the model infested but use the
Strength and Initiative stated for the
Nurglings. These attacks do not benefit
from any special weapons or attack
modes possessed by the host.

Q. If you upgrade Horrors of Tzeentch to
Flamers can they still use Daemonic Fire?

A. No.
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Iron Warriors take full advantage of a weak point in the defences.

Q. The Bloodthirster and Lord of Change
do not have to make a Difficult Terrain
roll for landing in difficult terrain with
their wings due to their massive size.
Does a Chaos Lord with Daemonic
Stature and Daemonic Flight get the
same immunity?

A. No.

Q. When making an instability test for a
Greater Daemon within range of a
Necron Pariah, is its Leadership taken
as counting as 77

A. Yes.

Q. The rules for Daemonhosts state that
the Greater Daemon shows up if the
host is killed. However, there are a
number of other ways for a model to be
‘killed’ that makes this a bit hazy. Also
some attacks obliterate the model,
leaving nothing left to possess.

A. Any circumstance which causes the
host to be removed as a casualty will
bring the Greater Daemon into play.
This keeps things simpler and
represents the ability of a Greater
Daemon to harness even the forces
which destroyed its host fo manifest
and take revenge before it is banished
to the Warp. The one type of
exceptlional circumstance | can think of
is if the Daemonhost never gets on fo
the table or moves off it. For example
if it falls back off the table or gets lost
in the Warp while performing a Deep
Strike. In this sort of situation the host
effectively becomes a casually along
with the Greater Daemon.
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Q. Are Plaguebearers Attack stats
meant to be 1+ 1 for Daemonic Venom
like the Daemonettes?

A. Yes. Although Daemonettes do not
have Daemonic Venom.

Q. The Greater Daemon entry states
they can make their Invulnerable save
against all wounds they take, even those
that allow no save. Does this include the
C'tan Phase Knife, the C'tan Warscythe
or Dreadaxe?

A. No.

DEFILER

Q. What does the Destroyer do if
mounted on the Defiler?

A. It re-rolls one miss per Close Combat
phase. Obviously there is no Fire Frenzy
effect as the Defiler is not subject to

this rule.

Q. What is the range of the Defiler's
battle cannon?

A. It is 72" when fired normally, 36" to
72" if fired indirectly. This is stated
correctly in the quick reference but not
in the Defiler entry.

Q. What vehicle upgrades can a
Defiler take?

A. It can take any upgrades from the
Vehicle Upgrades List subject to two
limitations. Firstly, it can only take
Living Weapon and Havoc Launcher as
a replacement for its heavy flamer.
Secondly, there is no point in taking
Daemonic Possession as it has it

anyway.
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Q: Does a Defiler get an extra attack for
having 2 arms?

A. This is already included in its profile.

Q. For the Defiler, which takes
precedence:

Walkers can always shoot their weapons
when moving?

They must remain stationary to fire the
battle cannon?

A. The latter, the battle cannon is a
move or shoot weapon.

SONIC BLASTER
Q. Are Sonic Blasters eligible to use the
Tank Hunter skill?

A. No (and neither is any Daemon
weapon!).

Q. If a Sonic Blaster is mounted on a
vehicle does it function any differently
because it is an assault type weapon?

A. No, treat Sonic Blasters as you would
any other vehicle mounted weapon. |

Q. Is there some kind of misprint in the
entry that makes Sonic Blaster Predator j
sponsons the same cost as the clearly
more effective Heavy Bolter sponsons? ‘
A. No, the option is there to facilitate |
conversions and consistency not to confer

BOOKS OF CHAOS
Q. Can Chosen of Nurgle in Terminator
armour be armed with a Reaper

‘autocannon?

A. Yes. The restriction in the rules only
applies to anormal autocannon. |

Q. Does a model with Warp Scream and
frag grenades strike first against models
in cover?

A. No.

Q. Do Aspiring Champions pass psychic
tests automatically if they have the Mark
of Tzeenich?

A. Yes, any model with the Mark of
Tzeentch will pass psychic tests
automatically with no need to roll the dice.

Q. Under the trial Assault rules what is the
use of the new Doom Siren, aside from
shooting? Please provide an example.

A. The rules for the Doom Siren take
precedence so all models strike in
Initiative sequence. Therefore, if a Lord
of Slaanesh was charging some
Imperial Guardsmen in a wood and was
equipped with a Doom Siren he would
strike at Initiative 5 and the Guardsmen
striking at him would be at Initiative 2 (3
normal —1 for Warp Scream).

Q. Does Nurgle's Rot affect Followers?
(Spawn, Hounds, etc).

A. Followers and steeds are all
essentially wargear so if their owner has
the Mark of Nurgle then they are also
immune to Nurgle's Rot.
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Q. Can you have a Doom Siren with
Zaemonic Talons/Venom?

A, Yes.

Q. Do Favoured units only get a free
2spiring Champion upgrade in the
elevant army?

A. That's right.

Q. If a transport vehicle belongs to a unit
with a Mark of Chaos can the vehicle
=elf be dedicated to a different god?

A. No.

Q. Where the Codex says you may
replace a meltagun with a Doom Siren
at no cost, does this mean you still have
0 pay for the meltagun first, and can
only have the amount of Doom Sirens
25 meltaguns?

A. That's right — it's just an option to
swap a weapon common to virtually
avery legion to a roughly equivalent one
used as a specialisation,

Q. If | have a Thousand Sons Sorcerer
with a retinue of Chosen and he casts
‘Twisting Path', can it be aimed at a
different enemy unit to the one being
iargeted by his Chosen?

A. No — itis an ‘instead of shooting’ power
and cannot therefore be aimed elsewhere.

Q. You are fielding a unit of Chosen with
the Mark of Tzeentch. The Mark confers
ihe Sorcerer ability. What exactly does
this mean?

A. They can be given equipment from
the Psychic powers and equipment list
(note that as stated above this includes
the Tzeentch specific powers) and may
use any psychic powers taken without
the risk of failing a psychic test.

They can then be further upgraded to
Aspiring Champions if desired and may
then select from the full Chaos armoury.
Because they always have the Sorcerer
ability you never need to take the
upgrade where it is presented as a
choice in a list entry.

Q. When Fabius Bile enhances his Chaos
Space Marines, can he enhance Khorne
Berzerkers and Noise Marines or just
normal, Unmarked Chaos Space Marines?

A. Any Unmarked Chaos Space Marine
Squads may be enhanced. Note though
that this is ONLY the Chaos Space
Marine squad entry as specified not
Bikes, Raptors, Obliterators etc.

Q. Can Chaos Space Marine Bikers with
the Mark of Khorne take bike-based
weapon upgrades, for example meltaguns?

A. No, the Bikers are in Power armour
so the only ranged weapon upgrades
they can take advantage of are those
involving plasma pistols and there are
no such options connected to bikes.

Q. Can you take the same upgrade multiple
times with Slaanesh combat drugs?

A. No

Q. The Night Lords entry states that they

make use of few daemons except that
Furies are often enslaved by Raptor cults.
We are not sure how many units is a ‘few'.

A. They may only use Furies. Other
daemons are so rarely encountered they
are not worth considering.

Q. Does a Doom Siren count as a
weapon for the purposes of only being
able to have 2 weapons? Can a Chaos
Lord get a Doom Siren, bolt pistol and
power weapon and still get the bonus for
additional hand weapon?

A. No to the first part, yes fo the second.

Q. Can a Word Bearers army have
more than one model with the
Demagogue ability?

A. Yes.

Q. In the Emperor’s Children list it says
that Dreadnoughts can upgrade their
flamer to a Doom Siren but
Dreadnoughts can't get flamers in the
army list. Does this mean that
Dreadnoughts come with a flamer, or
that Emperor's Children Dreadnoughts
cannot get a Doom Siren?

A. Not exactly, it replaces the heavy
flarmer option.

Q. Under Tzeentch armoury, in the entry
for Thrall Wizards (pg.60) it says “When
the Sorcerer wished to use a further
power the Thrall wizard is sacrificed and
a psychic test is taken as normal.” But
‘normal’ for the Mark of Tzeentch means
no psychic test is needed to cast spells
(pg.59). Which is right?

A. The reference to a psychic test is a
mistake (at one point Thrall Wizards were
Psychic Gear available to everyone). In
this case the Sorcerer simply sacrifices
the Thrall and the spell is cast
automatically, no Psychic test is needed.

Q. Are legion specific abilities/wargear
such as Stealth Adept, Demagogue, and
Accursed Crozius usable with Terminator
armour?

A. Generally yes, although look at the
skill descriptions, Stealth Adept for
example is not usable with Terminator
armour.

Q. Can the Eye of Tzeentch be used to
re-roll Invulnerable saves or Vehicle
Penetration rolls?

A. I'm afraid not, it works only on
Armour saves; to hit rolls and wound
rolls as stated.

Q. Can you sacrifice a Thrall if;

The Sorcerer and Thrall are in base
contact with an enemy model?

The Sorcerer it is with is in base contact
with an enemy model but not the Thrall?

The Thrall is in base contact with an
enemy model but not the Sorcerer?

A. If the power the Sorcerer wishes to use
can be used in the current situation then
a Thrall can be sacrificed to power it.

Q. Are Juggernauts, Discs of Tzeentch,
and Steeds of Slaanesh Dasmonic
steeds and, if so, do the Daemon Steed
rules apply in addition to the other
special rules for that type?

A. They are Daemon steeds but they
are all different and only use their own
special rules.

Q. How does Warp Scream affect
models with power fists? Does a model
with Warp Scream and a power fist
strike simultaneously with a model with
2 Initiative?

A. Yes, if you are using the trial
Assault rules.

Q. It is theoretically possible for Khorne
Berzerkers to carry bolters. Is this
deliberate?

A. Sort of, the possibility simply wasn't
excluded as there are some classic
Berzerker models with bolters. | doubt
many people will take advantage of it
though.




Warhammer World has now
passed its first birthday and is
still stunning visitors that travel
from across the globe to
experience it. Mark Chambers,
the man tasked with having
Warhammer World built, looks

at past events and future plans...

ark: It seems much more than
M'IS months since Warhammer
World had a

turning it from a smal
‘warehouse’ gaming area, into a
breathtaking medieval gaming arena and
store featuring the best G
Workshop has to offer, We used 32
tonnes o od, 40 tonnes of cement,
er 160,000 nails 4 screws and
nearly 1( 2

Michael Perry, r
Andrews’ spent in its design
(not to mention its painting which they
did by hand). At the end of the day
though, no matter how good the

I N e

WARHAMMER WORLD:
A GAMER’S PARADISE

A look at this unique gaming arena!

building looks, it is the people, activity
and di hin its hallowed walls
that make it really special. Situated in
Nottingham, Warhammer World has the
advantage of being able to d

throughout the ye

some of the more famous o
Workshop's personal Anyway
enough of my rambling — let’s look at
some of the things you can see and do,
review some of the great events that
have been held upon its flagstone floors
and cast an eye to the future.

THE GAMING HALL
Every time I visit the hall it seems there
able to play on or new
scenery mainly down to
Ray Dranfield and his team who
eat tables and
1ery for events, tournaments and
xhibition. You can hire th ables
to play on at any time for a small fee
and can even book one-on-one painting
and modelling tutorials (ring the store
{ out the last 18
months we have run several events from
‘Open Days’
games designers, art
painters (I hope I hav

From all over the world, people come to Warbammer World to imm hemselves in the hobby.

e
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and to play
y Grand Tournaments where the
; from all around the world
=5t themselves in battle and to
ted title ‘UK Champion’,
=r events which 1 found really
ng were the campaign wee
and,
n-one battles,
Int \'\'hl:rr: to

lhmﬂ [h:lt 111
W arlmmmt-.r

5 s something new
or du With more events being
. <hibits being installed and
S (o] plﬂ}' on, it )
. T hope you visit soon (if a strange
you “hdt vou think of the walls
s probably me it in the meantime
" m off to buy my Black Legion force.
r the call of Abaddon... something
ut destroying Cadia... about time!!!

A buge particip, haltle es at the We 17 wild Cpen Um'uu:r

‘__J
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THE EXHIBITION
Las Chris Bone (.
Bone) created the exhibitio
Warhammer World's hall to
some 0f our l'JI‘i al ary

attr:lcted some (Jnidg n [lLIl'll]l'l
entries and win I will hand over to
s to tell you his thoughts. ..

within its mutk}-’ dcpthbf

Aaaargh!!! As

confronted by -size replica of
Lurtz, Uruk-hai champion and slaye
of Boromir!

cious looking
an was made by
Weta Lid and sent to us
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special effects on The Lord of The Rings
film trilo

horror lurking in the
» of Khemri. The talented R
nfield and the lads from Warhammer
Id have been working on a series of
-amas that re
s Bretonnian adventurer and his
ration of the pyramids of
ngs. To tie in with this there
some of the origi
artwork from the Khemri armies book
hv our Studio illustr: [ really think
put something in the

mas and miniatures depicting the
Inquisition and its agents, plus the dark
gothic feel of the original artwork from
‘alk around this dark

and

¢ the story of

i e
and sinister display area surrounded by
life-s ges of the Tomb Kings and
Daemonhunters.

This is also your chance to get a :
Golden Demon
Check out the
aying the exquisite
iolden Demon
s by the best of the best in of
miniatures painting like Matt Parkes,
Christian Blair, Robbie Crawforth, Mike
and others who have very

adding stuff to the museum all the time,
so there 1ething new for
you to or those of you who

haven’t vet visited the Museum, what are
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THE STORE
sark: This is every hobbyist's dream
<=opping experience. Adorning the walls
¢ this medieval store are great displays
muring everything from ‘3-up’ resins
= models (huge resin versions of our
=odels that are used to cast their plastic
~susins) to some of the best models and
~oramas from our retail stores, "Eavy
weral figure painters and designers.

= that wasn't enough you can buy any of
~zmes Workshop's current range of
miniatures from our on-site direct sales
s=rvice, If it’s been cast it will be
svailable, meaning that you can
s=rsonally choose and customise your
2rmy or get any component for any
—onversion you can think of. This, of
course, includes Forge World and
Fanatic games and miniatures plus Black
Uibrary novels and graphic novels.

o find out more, check out our website
2t www.games-workshop.com/exhibition
or ring the Warhammer World store on
1115 916 8410,

e ) s g e
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The Games Workshop store
managers recently ran a
competition to see whose store
could produce the most
stunning model. We had to
show you them in the pages of
White Dwart.
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Codex: Daemonhunters has sent
many gamers into unprecedented
excitement. But what about
gamers who will be facing this
new force? Well, they can now
potentially field a range of
Chaos Daemons alongside their
own existing forces. Let Pete
Huaines take you through your
potential new army list.

One of the cool things about Codex:
Daemonhunters is that not only has a
splendid new army been added to the
Warhammer 40,000 setting but an
opportunity has been created to add an
entirely new slant to your existing armies.

Codex: Daemonhunters contains rules for
adversaries. Although the list is balanced

- to play any opponent, it's fairly obvious that
© the Ordo Malleus is most likely to be
' hunting down daemonic creatures and the

|| adversary rules are there to let you add
| daemonic entities to your normal armies so

that your battles with the Daemonhunters
have a really strong narrative element.

INCLUDING ADVERSARIES

Before launching into some of the
possibilities, I'll take a minute to explain
what the Daemonhunters rules allow for

© adversaries. Needless to say these options

. only apply when facing a Daemonhunters

]

|| army although as long as you are open
| about it your regular opponents might well

| F——
st s

72 THE DOWNWARD SPIRAL

OWNWARD
SPIRAL
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No longer serving for the greater good, the Tau renegades charge towards the enemies of Tzeentch.

agree to let you use a corrupted force in
games against them. If you have a Necron
or Tyranid army, sorry but there are
already enough nightmarish apparitions at
your disposal, so you can't use the
Adversaries rules. Chaos Space Marines
are similarly banned from using these rules
as their Codex has many more options
and can use them all the time rather than
just against Daemonhunters,

If you still qualify to be an adversary you
will have two additional options open to
you. The first is to take a Greater Daemon
as an additional HQ choice. The second is
to take Daemon packs as additional
Troops selections. The compulsory
selections still have to be from the main list
you are using but after that it's up to you.

Something to consider is that the Greater
Daemon and Daemons used are not
aligned with any of the Chaos powers.
Instead they are generic (You can use
specific Daemons but youwill need )
Codex: Chaos Space Marines for the rules

USING DAEMONHUNTER ADVERSARY ARMIES

as well). This is the best approach as it
allows all the appropriate stats to be
included in the Daemonhunters book and i
means anyone who fancies being an
adversary can use any of the Daemon
models currently available. Using a mix of
types (possibly with some conversions)
provides a use for the odd blister of
models every gamer tends to pick up from
time to time but which never find
themselves in a full army. With lots of new
Daemon models about as well as other
Chaos 'bitz’ out at the moment, the
chances are that in no time you will find
yourselves with the core of a whole new
army. A feature of the adversaries rules is
that Daemon units being used against
Daemonhunters get the benefit of
Sustained Assault to compensate them for
the amount of daemen-slaying hardware &
the Inquisition’s disposal. One unit of
Daemons can therefore go a very long
way. As you can see the rules for
adversaries are very simple, so how can
you use them?
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TEMPTED? -

~n2 most obvious use, filling the close
combat specialist void, will immediately
2cpeal to Imperial Guard and Tau players
whose own lists are strangely lacking in
=avering, bloodthirsty fiends from the
~ether realms. | guess it's down to
c=rsonal taste, some of these players see
='s omission as being a good thing whilst
=hers quite fancy a bit of slavering. If you
=2 of the latter category then the
=dversaries rules are your friend. Let's
~ave a look at each of these armies in a
=t more detail.

THE USUAL SUSPECTS -

THE IMPERIAL GUARD

“ne Imperial Guard is probably the most
covious army to become an adversary.
“he threat of possession is something the
mperium guards against as best it can but
=ven so, little accidents are bound to occur
~om time to time. Indeed it is to contain
“ese inter-dimensional whoopsies that the
Jzemonhunters exist.

There are many ways that an Imperial
Suard regiment could be corrupted. A
~=giment raised on a feral world might
_nwittingly confuse their tribal or ancestor
zods with a Chaos deity and end up
worshipping something they shouldn't
nave. Alternatively, while fighting their way
2cross a warzone, the regiment might
stumble upon a long-abandoned site and
zccidentally release something nasty. This
“oe of narrative has been used stacks of
=mes in horror and sci-fi generally so it
=houldn't be difficult to run the movie in
vour imagination to work out a background
=tory for your regiment becoming an
=dversary. Where would the Imperium be
without a conspiracy theory or two? Maybe
= Radical Daemonhunter has deliberately
=xposed the regiment to the possibility of
sossession simply to further his research
2nd now he has come along with his
=inions to tidy up the mess. This way the
=nsuing game not only gives you a chance
o use daemonic entities, but take revenge
2gainst a villainous Inquisitor!

haven't even begun to go through the
cossible weird artefact plotlines yet or the
mperial Guard transport that enters the
Narp as typically loyal soldiers of the
mperium but due to a tragic accident or
~eacherous sabotage come out of it as
something else entirely. The point is that
Sere are loads of ways that an Imperial
Suard army can become an adversary.
%ot convinced? Right. Perhaps the
Colonel, after numerous victories, feels
Tat the glory is his and not the Emperor’s.
What about the embittered Captain, risen
“rough the ranks but always passed over
“or the big promotion in favour of those
sorn with a silver spoon in their mouths?
=e has dreams and in them he leads
zrmies which gather the skulls of all those
who have disparaged him. A jaded,
Jeteran regiment, now a fraction of its
original strength is pushed too far when a
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Daemoneties dance towards the oncoming Grey Knight Terminalors.

newly assigned Commissar conducts one
field execution too many.

| could go on for hours. The possibilities
are endless so storyline is not a problem
for the Imperial Guard. The guestion
instead is how to go about it. The first
decision really is whether to include a
Greater Daemon or not. This really implies
that the man possessed by the Daemon is
the key victim and has dragged the rest
into damnation with him. Virtually all the
rationales | have described have scope for
there to be a central figure, the Adversary
if you like, and such an individual would
definitely bring the desired amount of
raging, blood-soaked fury to an Imperial
Guard army. Sure a Captain with a power
fist can sometimes surprise the toughest
enemies but imagine what a 15ft tall
daemon can do. There can be no doubt
that when he comes tumbling; mutating out
of the Chimera, there will be a good
chance of a momentum shift occurring in
the game. Haven't you always wanted to
have something in your army that can
wade through whole units and rip tanks
asunder? Of course you have, don't be
ashamed now, its only to be expected,
now all you have to do is become an
adversary and all that power can be yours.

Tactically the presence of a Greater
Daemon augments the close combat
potential of an Imperial Guard army
enormously. Alone and unsupported
though he can be taken down. No one
should be more aware than an Imperial
Guard player about how to deal with
rampaging uber-beasts with greater
numbers of less powerful troops. You
should know therefore that your Greater
Daemon will need to be supported if you
plan to attack. This is not easy for an
Imperial Guard army although Ogryns and
Rough Riders offer some options.
Potentially more effective is to fight a more
normal, firepower-orientated game and
look to the Greater Daemon to deter
enemy assaults and punish any unit which
is imprudent enough to stray too close.
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Greater Daemons are doubtless the
banner headline but sometimes the devil is
really in the small print. In this case
Daemon packs. You can use these units
alongside a Greater Daemon or
independent of them. If you combine
Greater Daemons and Daemon packs in
the same Guard army then your normal
options will rapidly start to disappear.
There may even come a point where your
firepower is inadequate to make the
enemy come to you (yes, it's shocking but
it may happen) so be careful you don't get
too carried away. If it's an army of
daemonic entities you are after, get a copy
of Codex: Chaos Space Marines.

Daemon packs are particularly useful as
they don't have to be too large and
combined with a numerically strong
Imperial Guard infantry platoon can make
all the difference. When | say combined
there are no special rules, you just try to
summon one moderate Daemon unit to
support each platoon. The Daemons lurk
behind the units that summoned them
while the shooting goes ahead and then
lead the way in assaults.

The other good thing about Daemon packs
is that they can be summoned where you
need them so a single stormtrooper or HQ
squad in a Chimera that manages to get to
a good position near to the enemy can
summon several powerful unit of Daemons
in the same position and catch the enemy
by surprise. If the mission calls for you to
attack, this sort of tactic is probably going
to work better than walking slowly towards
the enemy lines with fixed bayonets.

Daemon packs used as Adversaries
against Daemonhunters use the Sustained
Assault rules. This means that with a bit of
thought you can keep the Daemonhunters
under the continual pressure of being
assaulted by Daemon packs while the non-
slavering-extra-dimensional part of your
army does what it does best and unloads
ordnance at them. Potentially very naughty
I'm sure you will agree.




THE BEAST WITHIN- ORKS
To many victims of the rapacious,
warmongering Orks, they are already
quite daemonic enough. Some players
can never get enough of a good thing
though so rather than fight the
Daemonhunters equipped only with a
sturdy choppa and an experimental (but
loud) shoota, they decide instead to
include a Madboss and some
Daemonboyz in their army.

It seems easy enough to rationalise;
Orks salvage anything, fear nothing,
respect personal prowess and love
fighting. Excellent host material you
might think. However, they do have a
natural resistance to possession and
any warband seen as getting too un-
Orky could expect to be turned on by
the rest and destroyed in short order.
Orks are an elemental force in their own
right and have a kind of simple purity of
purpose that Chaos loathes. There is
therefore little mileage in Chaos acting
directly against the Orks but they are
the perfect tool to use against the
Imperium.

This is reflected in the plot hooks
provided in Codex: Daemonhunters,
The evidence of possession or
daemonic collusion with an Ork force
would be certain to draw out the
Daemonhunters. This could be bad
news for the Orks as an army of
storm bolter wielding stronger-than-
normal Space Marines is not high on

any Orks list of preferred opponents.
Becoming an adversary for the occasion
can certainly help.

Having your Warboss possessed on the
face of it isn’t that brilliant. However, if
he can hold the daemonic power within
him and resist possession you will have
a Warboss with between 6 and 8
Strength. Give him a 'uge choppa for an
extra 2 points of Strength and get ready
for a shocked expression on your
oppeonent's face when he rips his way
into a close combat. If you can get your
Warboss into battle before the Daemon
possessing him breaks out you will force
the Daemonhunters to fight and kill not
one but two combat monsters because
the moment the Warboss falls over the
Greater Daemon will appear. With any
luck, by the time that happens the
Daemonhunters will already have used
some one-shot wargear and lost a few
specialist personnel so that the greater
Daemon has a better chance of victory.
In any event this type of combat is the
sort that the Daemonhunters will want to
isolate so they can unlimber their best
guys to smite the godless. However
when you are fighting Orks, even
daemonically-augmented Orks, what
you get is a brawl. While the
Warboss/Greater Daemon is doing his
thing then the Boyz can get stuck in and
drag the powerful but
less numerous
Damonhunters down
one at a time.

Adi Wood's Nob under construction.

Daemon packs are also useful to Orks.
Superficially you might think that they
are quite expensive in points and that
for one Daemon you could have two
choppa-armed Boyz. This is all true of
course but ignores a few salient facts.
Firstly, consider a unit with an Icon that
hops out of a wartrukk and is suddenly
accompanied by fifteen Daemons; the
threat has become serious very quickly.
Being able to get through the enemy
barrage and dump lots of fighters in the
face of the enemy is what being an Ork
player is all about. Normally you don’t
have enough transports for it and have
to walk, hence the popularity of Speed
Freeks, but Daemons can do the job
too. Secondly, the Daemons could be 5
Strength and with Daemonic talons.
There is very little short of a Warboss’
retinue in an Ork army that can match
that sort of lethality. Thirdly, the
Daemons will keep coming back. If you
have ever fought Orks in a Meat Grinder
mission and been demoralised at the
sight of a mob coming back again
because of the Sustained Assault rule
then you will have an idea what a
Daemonhunters army facing an Ork
adversary will have to deal with.



UNWITTING PAWNS- TAU
_ust as the Imperial Guard lacks its own
mobile abattoir impersonators then so

o the Tau. Oh the Kroot do their best
nd in some cases that's plenty good
=nough, but when faced by elite shock
‘roops they tend to be a bit too
Toughness 3 for their own good. But
~ow could the ethical and articulate Tau,
= race firmly in the spotlight of high
=chnology fall prey to the Chaos gods
znd end up being an adversary army?

Adi Wood's Chaos Orks pounce on unsuspecting Catachans.

In a word, naiveté. The Tau are still Human's description of the horror that is
inexperienced in dealing with the the Warp is more of a cunning ploy to
nightmarish aspects of the forty-first deter them from investigating the
millennium. If they were to investigate a advantageous technology of warp travel.

space hulk there is a very real chance
they would split up to finish

the job quicker. It would

never occur to them that

the curse associated

with a strange )
artefact could have : >
any substance in @ _ a3 ' o S
reality. To them the =g B ’ . 1 4 >

The most common method of
possession-is the capture of an
unprotected psyker.
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Fortunately for them, the Tau are not a
psychic species, so for them to be
adversaries they will have had to
come into contact with a Warp entity
that has already forced its way into
the real universe either through a host
creature or by being bound in a place
or within an artefact. Unfortunately for
them this still represents a significant
peril for their emergent empire. Each
new system they explore is a potential
minefield of previously unknown
phenomena and each race they meet
could already be irredeemably
corrupted. As if this wasn't scary
enough their every move is scrutinised
by the massive and merciless power
that is the Imperium of Man. A power
that is more than willing to crush any
xenos species, especially one that
seems to be cooperating with Chaos.

The fierce loyalty that the Tau castes
have to the Ethereal caste suggests
that persuasiveness alone will be
inadequate to turn them to the path of
Chaos. There is little chance that
silver-tongued adherents of Slaanesh
or Tzeentch could lure the Tau astray.
Renegade Tau such as O’Shovah are
not unknown however, so clearly there
must be ways to lure the Tau from the
teachings of the Ethereals. How it has
been achieved remains a mystery. If
you want your Tau army to be an
Adversary for the Daemonhunters
then it will be up to you to come up
with a solution.

Overall the best bet is probably the
unwitting fools storyline. This can be
summarised as the Tau acting logically

with no regard for primitive
superstitions, secure an object/meet
an individual/ enter a place and are
made to regret it. The Daemonhunters
can then save the Tau from their own
curiosity and misplaced confidence.

Using an Ethereal caste member as
the victim of a possession works
especially well. A Daemon controlling
an Ethereal has the unquestioning
obedience of all the other Tau in the
army. It is a moot point whether the
appearance of a Greater Daemon
would trigger morale tests throughout
the Tau army as it kills the Ethereall!
To keep things sporting it's probably
best to assume that the Tau think their
esteemed Ethereal is using a little
known power to smite the aliens but
bear the thought in mind for an
interesting specialist mission where
the Daemonhunters are faced by a
huge Tau army and must get in and
kill the Ethereal before they are
overwhelmed. As the most expensive
HQ choice is the one possessed, if
you want your Ethereal to be
possessed you will have to pass on a
Commander. It is quite convenient in
this respect that Tau commanders are
not especially good choices as
possession victims. Their weaponry
backed by superior Ballistic Skill is a
vital part of the Tau army and costs
too many points to be happily
discarded when the Daemon emerges.
Clearly Chaos will need to subvert
them through some other means,
preferably one that keeps them cogent
and taking careful aim!

Including packs of Daemons requires
less thought. You must be careful
though because, just like the Imperial
Guard, there will come a point when
you have included so many Daemons
that your ability to outshoot the enemy
will be compromised. Having no
choice but to assault is a bit of a
worry, Tau Fire Warriors are not at
their best rushing to assault Grey
Knights, so don't overdo it.
Daemonhunter armies can be held up
very effectively by a Daemon pack
that fights, dies and returns courtesy
of the Sustained Assault rule. This
type of self-renewing speed bump is
just what the Tau need to keep ever-
advancing Grey Knights at a distance
or respond to enemy deep-striking into
their positions.

TASTY TREATS FOR SHE

WHO THIRSTS— ELDAR

Of all the Warhammer 40,000 species,
the one that has most difficulty being
an adversary is the Eldar. The Eldar
have learnt about Chaos the hard way
and are, if anything, more prepared to
fight it than even the Imperium.

Moreover there is much less need to
include Adversaries in an Eldar army
as one of its normal ingredients, the
Avatar, is already close enough to
being a Daemon to bring the Grey
Knights down on them on general
principles. Similarly, the Eldar
Webway and Infinity Circuit, plus troop
types such as Warp Spiders, could all
be used as justification for
Daemonhunter intervention.

Adding a Greater Daemon fo a Tau battle force can dramatically improve their assault potential. (No! Really?- Ed)
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* is conceivable that a Farseer could
== possessed or that an Eldar-
-ommunity might revert to an older,
=together more decadent lifestyle
ough so the question for the Eldar
clayer is whether to use a normal
=rmy or become an Adversary. As the
“vatar cannot be possessed you can
=nly include a Greater Daemon if one
=f your Farseers is a Daemonvessel.
This is a tricky business as you will
want your Farseers using powers
such as Fortune and Guide early in a
same. Clearly what you have to do is
=sist possession for as long as
sossible and just keep the Greater
Daemon under wraps as an
unpleasant surprise should anyone
succeed in ‘dealing’ with the Farseer.
Often the death knell of an Eldar army
-omes when the enemy’s assault
roops start high-fiving over the dead
cody of a Farseer. Well, the
zppearance of a rampaging Greater
Daemon will cut all of those
celebrations short!

Daemonic packs provide an
nteresting variation. The army of a
Siel-Tan Farseer adversary could
consist of several units of blood-
crazed Banshees, some sinister
Striking Scorpions and a horde of
raging Daemons. Alternatively the

Daemons can be used as an
sxpendable asset, something that can
be used to pin the enemy in place by
assault while the rest of the Eldar pick
them off. A Dark Eldar Wych army,
their drug dispensers firing them to
furious excess would also work well
with a summoned Daemon horde.

The main reason for an Eldar player
being an adversary has to be to get a
chance to use some Daemons in an
Eldar army, the sheer novelty should
be reason enough.

RESISTING ARREST

The fact of the matter is that if the
Daemonhunters are after you, there is
a good chance you are posing a
threat to the universe and the best
thing all around is for them to win.
Strangely the average arch-heretic
doesn’t think that way and most alien
races do not submit to the authority of
the Emperor’s Inquisition even if they
are in the right. So the question is,
what are you going to do when the
Inquisition comes for you? Well you
could just use your normal army or
you could make the game an event
and be a proper Adversary.

Try it, you'll like it.




As the Duemonhunters army is relesed,
we've had a look through our archives for

some great models fo include in your force.

Availuble from your Games Workshop

store, in-store order point, independent o F Exo Rc I SM
stockist (call 0115 91 40000) or at:

www.gamos-yrorkshop.om|shoreltont Collecting a Daemonhunters army

Prices quoted are for products sold by Games
Workshop through its own stores, catalogue or
website. Independent retailers are responsible
for determining their own prices.

it ! Death Cult Assassins
3 3 2 This blister pack contains Denmark ..
Grey Knights Terminators £30.00 5 Death Cult Assassins. et .

This 5 figure boxed set contains 1 Grey Knights Brother-Captain Denmark .......kr 350.00
and 4 Grey Knights Terminators. FAe

Inguisitor Lord Coteaz and Retinue £18.00 Inquisitorial Henchmen

This boxed set contains 1 Inguisitor Lord Coteaz, 4 Henchmen gﬂf;ﬁf’f ik ;ﬁg% This blister pack contains fS}e?g‘M :
e il - WZ5% 3 inquisiorl Honchmen 57

and 2 Servo-skulls.

Here you will find a selection of the different
troop types available to a Daemonhunters force.
Euch unit has it own specific role on the
battlefield and can be combined with others
into u force cupable of defeating any foe.

Remember you will need a copy of / _ .
Fodex: S‘pute I".':lurines or Cofiex: Imperial Guard Cadian Shock Troopers £6.00
it you wish to field these allied troops.

This blister contains 3 Denmark .........kr 70.00

Cadian Shock Troopers. SWOUHN ... Kr &L
EURD v € 1000

Imperial Guard Steel Legion Sentinel £18.00

This boxed set Danmark ...

contains 1 Sentinel. ?::Zdﬁ”

Storm Troopers Sergeant & Assault Weapon  £6.00  Storm Troopers

This blister contains 1 Sergeant Defimark ... This blister contains 3
& 1 Assault weapon. B Storm Troopers.

1211 SR, 3 {1471}
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DAEMONHUNTERS

Zadex: Daemonhuniers £10.00

i 125.00
150.00
L1750

== book contains full rules Der:;:“f
=~d background for a b
Zsemonhunters force.

Jaemonhost

~=is blister contains

Eurg.

Grey Knights Space Marines

his boxed set contains i
= Gray Knights Space Marines. ¢,

Using the models and components below you can create stunning conversions
to make your Daemonhunters force totally unigue.

MISSIONARY CHAINSWORD
010801202 50p

URIAH JACOBUS BACKPACK
010802105 £1

" MISSIONARY BODY 1 MISSIONARY BODY 2 MISSIONARY BACKPACK 1 URIAH JACOBUS BODY URIAH JACOBUS GUN

010801201 E4 Q10801204 E5 010801203 £1 (10802101 E6 010802102 £1

MISSIONARY BACKPACK 2
010801205 £1

PREACHER 1 PREACHER 2 PREACHER 3 REDEMPTOR KYRINDY BODY MACE OF VALAAN
010802201 £4 010802202 4 010802203 £4 010801101 £§ 010801102 £1.50

VINDICARE BODY 1 VINDICARE BODY 2 EVERSOR BODY 1 EVERSOR BODY 2 CALLIDUS 2
piggsooiot £5 010800103 £5 Mos0030T €4 010800304 &4 010800203 " 7

SOR1
EXECUTIONER PISTOL
010800302 £2

CALLIDUS BODY 1
010800201 £5

VINDICARE EXITUS VINDICARE 2 EXITUS EVERSOR 2 EVERSOR 1

LONG RIFLE LONG RIFLE SENTINEL ARRAY SENTINEL ARRAY
01080010z £2 (10800104 E2 010800306 £1 010800303 £1

GALLIDUS LEGS 1
* 010800202 £3
CULEXUS BODY CULEXUS EYE CULEXUS HEAD 2 CULEXUS HEAD 1
010802601 £5 010802602 50p 010802604 £2 010802603 £2

SISTERS OF BATTLE
MULTI MELTA
010801602 €2

SISTERS OF BATTLE

FRATERIS MILITIA 1 FRATERIS MILITIA 2 FRATERIS MILITIA 3 FRATERIS MILITIA 4 HEAVY BOLTER
Oipa0esn E2 010802302 €2 010802302 [2 (10802304 E2 010800603 £2

These components are not available in stores, but you can still order them via the
in-store order point, direct on 0115 91 40000, or from our online store at
www.Games-Workshop.co.uk. Components shown at 50% of actual sizes.

www.gﬁmes-workshop.com;‘ daemonhunters 79



As magnificent to look at as it is
deadly, the imposing Casket of
Souls is a fine addition to any
Tonb King Army. We asked Eavy
Metal’s Neil Green how he
painted this superb model.

CASKET OF SOULS

ASSEMBLING THE MODEL
The model was sprayed with an
undercoat of Chaos Black and any
areas where the paint had failed to
catch were touched up with thinned
Chaos Black paint.

PAINTING THE MODEL
The mound of skulls and bone sections
on the Tomb Guard warriors, were given
a basecoat of Snakebite Leather, A
wash of Brown Ink, thinned with two
parts water, was then applied. Bubonic
Brown was then applied to the model,
followed by
Bleached
Bone. These
.| sections were
i then given a
wash with
Flesh Wash
y watered down
with three parts
. water, before a
final highlight
- of Skull White
0 was applied.

"EAVY METAL MASTERCLASS

The gold armour of the Tomb Guards
and Liche Priest, and the decoration
on the casket, were given a
basecoat of Shining Gold. This was
e followed by a
W wash with
" Flesh Wash
thinned three
parts ink to
one part
¢ water. A
highlight of
& shining Gold
was applied,
followed by
Burnished
Gold. A mix
- of 50%
Mithril Silver
§ and 50%
Burnished
Gold was
applied,
before a final
£ highlight of
| Mithril Silver
« on its own.

STERCLAS

g

=8 The turquoise

¢ armour sections
# were given a

# basecoat of

| Hawk Turquoise
was applied to
. which Skull

& White was then
| added for each
. successive

. highlight stage.

A basecoat of Scorched Brown was usec
to paint the Casket. Equal parts
Bleached Bone were added to this for
each successive highlight stage. After
two highlight stages the Casket was then
given a wash with Brown Ink, thinned
with three parts water. A final highlight of
Bleached Bone was then applied.

Regal Blue was used as the basecoat for
the surround of the Casket and this was

highlighted by adding one part Bleachec

Bone to three parts Regal Blue.




-
SME DETAIL

= nandages on the Tomb Guard and
= _che Priest's cloak were painted
.~ 2 basecoat of Scorched Brown. An
== amount of Bleached Bone was
— then added to this
for the first
highlight stage,
followed by adding
more Bleached
Bone for each
| successive
highlight.

: Scorched Brown
was used as the
basecoat colour for
1 the Liche Priest's
4 robe. This was

! highlighted with

| Bubonic Brown,
followed by adding
equal parts of
Bleached Bone for
B cach successive

™ highlight stage.

The Liche
. Priest’s
. staff was
given a

Scab Red.

' basecoat of

To paint the flesh of the Liche Priest a
mix of 50% Snakebite Leather and
50% Chaos Black was applied. 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 paris
water. An
equal quantity
of Skull White
was then
added to the
highlight mix
for the final
highlight stage.

The exposed
internal organs of
the Liche Priest

. were given a
basecoat of Scab
Red. This area
was highlighted
with equal parts

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

The gemstones were painted with a
basecoat of Red Gore which was
highlighted with Blood Red followed by
a small line at the bottom of the gem of
a 50% Fiery Orange and 50% Blood
Red mix. Fiery Orange on its own was
then used for the final line of highlights
followed by applying a small dot of
Skull White.

to paint the blood in
the skulls. Once the
model had been

= varnished, a

B separate coat of

* Gloss Varnish was
-. then applied.

A Tomb King army is a formidable opponent with a Casket of Souls in their numbers.
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Il, it’s another big month for the
W:anatic Studio and the Specialist
Games range that we support, so

without further ado, here’s what we've got
coming out this month!

. This month sees the release of Necromunda:
£ Underhive. Regular readers of this column
will know that we've been working on the
new edition of the Necromunda rulebook
(which we called the ‘Necromunda Redux’
project) for several months now. Well, this
month seems the culmination of all these
efforts, and | think | can safely say that all of
the work the Necromunda Redux team have

" NEW RELEASES

FANATIC NEWS:
UNDERHIVE!

Specialist Games news from the Fanatic Studio

put in on the project has been well worth it. It
really is a class act, right from the stunning
new rulebook cover by the talented brothers
Karl and Stefan Kopinski, through to the new
Goliath and Orlock gangs produced by
Citadel designers Alan Clarke & Martin
Footitt. But don't take my word for it; have a
look at the pictures that adorn these pages
and you'll see what | mean! You can find out
more about Necromunda: Underhive in the
‘Question of the month' section on the next
page, and in the pages of Necromunda
Magazine 13. For now, though, suffice to say
that Necromunda really is back with a
vengeance, and the Underhive will never be
quite the same again...

Finally, fans of Mordheim are going to love
the two new Hired Swords we've got coming
out this month. The Human Warlock is a
useful addition to almost any warband, and a
really lovely characterful model by Juan Diaz
to boot. Players with Skaven warbands have
even more to be happy about, as Mark
Bedford’s superb new Rat Ogre is ready to
join their ranks. And this isn't any old Rat
Ogre, oh no, it's a Clan Skryre Rat Ogre that
has been, erm, enhanced with the addition of
several new mechanical bits and pieces.
Very scary, and very cool too. You can find
rules for both these new models plus the
latest part of the Mordheim ‘Empire in
Flames' rules supplement in Town Cryer 25.

. 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
. online store at: www.games-workshop.com/storefront.

Item Game Release Date
Town Cryer 25 Mordheim May
Skaven Rat Ogre Mordheim May
Human Warlock Mordheim May
Blood Bowl Magazine 7 Blood Bowl May
Blood Bowl Major Trophies Blood Bowl May
Necromunda Magazine 13 Necromunda May
. Necromunda: Underhive Necromunda May
. Goliath Gang Boxed Set Necromunda May
- Goliath Champion Booster Set Necromunda May
. Goliath Gang Booster Set Necromunda May
Orlock Gang Boxed Set Necromunda May
Orlock Champion Booster Set Necromunda May
Orlock Gang Booster Set Necromunda May
Hive World Battlezone Terrain Set
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Necromunda May

By the time you read this the official Blood
Bowl tournament will have been held and
winner of the 2503 Blood Bowl trophy
declared (you can find details of this on the
Blood Bow! website at www.bloodbowl.com)
What's more, over the course of the year
there will be official Spike, Dungeonbowl anc
Chaos Cup tournaments held in different
venues all over the world. All these things
make this month’s release of the ‘Trophy
Pack’ highly appropriate. The pack contains
a model of each of the major trophies — just
right for placing on top of ones computer, or
using as the prize for the winner of your own
Blood Bowl league. You can find out more
about both the trophies and Blood Bowl
events being held round the world in Blood
Bowl Magazine 7.

SPECIALIST GAMES MAGAZINES

Most of the Specialist Games have their own
bimonthly magazine, jam-packed full of new
rules, articles, letters and other cool stuff.
Here’s a list of the magazines that are
currently available:

Blood Bowl Magazine

Town Cryer Magazine (for Mordheim)
Necromunda Magazine

Warmaster Magazine

Battlefleet Gothic Magazine
Exterminatus Magazine (for Inquisitor)

Fanatic magazines are extremely popular
and are always highly sought after. The only
way to guarantee your copy is to have it
delivered to your door by subscription!
Subscriptions run for the next 6 issues, plus
you get the following benefits:

¢ Your copy delivered direct to your door
¢ You'll never miss an issue
* You'll save money on the postage

To find out about prices and availability you
can visit your local Games Workshop store,
contact Games Workshop Mail Order on
(0115) 91 40000, or visit the Games
Workshop online store at:
www.games-workshop.com

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

It's been all hands to the pumps in the
Fanatic Studio office these last two or three
weeks as we put the finishing touches to the
Necromunda: Underhive rulebook. Praise



QUESTION OF THE MONTH -

Every month a message is plucked from
the dozens sent to us to be answered in
the newsletter. This month I've decided to
answer a commonly asked question.

“How does Necromunda: Underhive differ
from the previous edition of the
Necromunda rules?”

The short answer to this question is ‘not
very much at all’, One of the first things
we decided on when we started work on
Necromunda was that the game rules
worked just fine, so we wouldn't change
them unless we really had to. This
means that the only real changes to the

Template weapons and Sustained Fire
weapons work. We had to change the
Template rules because we wanted to
replace the old cardboard templates with
the nice new ones used for 40K and
Warhammer. The Sustained Fire rules

. needed updating because the old

. ‘Sustained Fire dice' is no longer

~ available. These two things aside, all
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Necromunda rules are to do with the way

other changes are very minor and mainly
related to incorporating errata already
published for the last set of rules.

What this means is that players who
already have a Necromunda rulebook
should not feel the need to rush out and
buy the new one; the old rules work
pretty much fine just as they are, and if
you want to incorporate any changes
from the new rules you can find out how
to do so on the Necromunda website at
www.necromunda.com or in issue 13 of
Necromunda Magazine.

So what have we changed? Well, we've
mainly focused on updating the look and
‘feel’ of the rulebook. The old rulebook
looked brilliant when it came out, but we
felt it was starfing to look its age now, so
we've updated its appearance fo put it on
a par with the Warhammer and 40K
rulebooks and codexes. We also felt that
the last version of the game had a rather
‘industrial’ feel to it, that was more
appropriate to the workshops of the mid-
levels of the Hive than the Underhive

where Necromunda games are meant to
take place. This didn't feel right to us, so
we have tried to create a look to the
game that conjures up the dark and
oppressive nature of the Underhive.

One last thing | should explain here is
that the Necromunda: Underhive
rulebook does not cover the material
from the Outlanders supplement. Instead
it focuses on the six gangs from the
original Necromunda boxed game,
namely the Goliaths, Orlocks, Escher,
Delaque, Van Saar and Cawdor gangs.
The gangs from Outlander will be
released over the coming months, and
the rules for them will appear in
Neecromunda Magazine and on the
Necromunda website.

You can learn more about the new
rulebook at the Necromunda website at
www.necromunda.com and in Volume 2,
Issue 1 of Necromunda Magazine. You
can also e-mail the Fanatic team with
any questions or comments at the e-mail
address below.

. 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!).

nas to be heaped on the Fanatic editorial
eam of Steve Hambrook, Andy Hall and
especially Necromunda lead editor Matt
Keefe for all the extra hours they have put in
on this project. Very well done one and alll

As | write preparations are well under way as
for the Blood Bowl tournament (which of
course will have already been held once you
read this, such is the weird world of printers
deadlines!) There will, of course, be a
Fanatic presence at the event. We've also
agreed that the winner’s team will be
immortalised in the Blood Bowl background
as the ‘real-life’ winner of the 2503 Blood
Bowl championship.

Steve Hambrook is putting the finishing
touches to the Mighty Empires campaign
system for Warmaster. Those veteran
readers who remember the original version
of the Mighty Empires game will be intrigued
to hear that the new rules use the same hex
tile system. We're also hoping to convince

the Warhammer team to come up with an
appendix explaining how you can use the
system for Warhammer games as well as
Warmaster ones. You can find out more
about this project in Warmaster Magazine
and on the Warmaster website at
www.warmaster.com

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.

The fantastic new Blood Bowl trophies, available now.

. SURFING THE WEB

~ All the Specialist Games have great

- websites full of free downloads,

| resources and up-to-date news.
Here are their URLS:

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

' The websites now contain an article

| archive. This will tell you whether
rules are experimental, official or
House rules. Some can be

| downloaded as free PDFs. Check

' out the website for more details.
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Playing games where Battlefleet
Gothic and Warhammer 40,000
are linked can make for superb
games. Heres’ is just such a game
featuring John Shaffer and Ty
Finocchiaro...

The accursed enemy has established
a  base of operations on a
strategically important planet. To
make matters worse, the ecnemy
has activated the Macro Cannon,
a relic from the Dark Age of
Technology. and this is preventing
a full-scale assault of the planct.
While ground forces attempt to
wipe out the generators powering
the cannon, the enemy fleets are
locked in combat above.

US’s Promotions Team,

Ty Finocchiaro and John Shaffer will
be playing these linked scenarios. Ty
would use his Black Templars (1,500
points) and an Imperial Fists Space
Marine fleet (1,000 points) borrowed
from Jason Foley. (Ty's Chaos fleet,
featured last issue,somehow wouldn’t
have been suitable. John would use his
new Word Bearers Chaos Space
Marines (1,000 points) and a Chaos fleet
(1,000 points) borrowed from Ed Sires.

Two members of Games Workshop

The scenarios below, aside from being
fun to play and tactically challenging,
provide an example of how you can link
your games of Warhammer 40,000 and

) Battlefleet Gothic. In this case try playing
" the Warhammer 40,000 scenario first,

then apply the results to the Battlefleet
Gothic scenario.

WARHAMMER 40,000
SCENARIO

FORCES

Use'the Battle scenario force
organization charts The Attackers have
50% more points than the Defenders
(ie, if the Defenders have 1,000 points,
the Attackers will have 1,500 points).

BATTLEZONE

The Defenders control three bunkers
housing the surface exhausts for the
generators. Distroying the bunkers will
shut down the generators and prevent
the Macro Cannon from firing. The
bunkers are 'set up in the Defenders’
deployment zone. Extra terrain is set up
by any mutually agreeable method.
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Linked Warhammer 40,000 & Battlefleet Gothic battle reports

SETUP

The Defenders start at the northern end
of the board within 18" of the

table edge.

The Attackers start at the southern
end of the board within 12" of the
table edge.

The Defenders begin by deploying a
unit. The Attacker then deploys one of
his units. The players alternate
deploying in this way until their entire
armies are on the table.

No unit may be deployed within 18" of
the enemy. The players must deploy
units in the following order: Heavy
Support first, followed by Troops, Elites,
HQ, and finally Fast Attack.

If either player has Infiltrators in his
force, then they may be deployed after
all other units have been set up.
However, Infiltrators are not restricted by
the deployment zones and may set up
anywhere on the battlefield as long as
they are more than 18" from an enemy
unit. If both sides have Infiltrators, each
player must roll a D6. The player with
the highest score may choose to deploy
his Infiltrators first or second.

FIRST TURN

Both players roll a D6. The higher
scoring player chooses to go first
or second.

Defenders’ deployment zone

18”

Attackers’ deployment zone

SPECIAL RULES

Generators: The generators use the
rules for bunkers found in the
Warhammer 40,000 rulebook (p. 133).
Defending troops may be deployed in
the bunkers. The Attacker must destroy
or occupy the bunkers as described in
the Bunker Assault mission found in the
Warhammer 40,000 rulebook.

Timing: Keep track of the turn in which
each generator (bunker) is destroyed.

GAME LENGTH

The game lasts for 8 turns or until all
three bunkers are destroyed, whichever
comes first.

RESERVES

None.

LINE OF RETREAT

Troops forced to fall back will do so
toward their starting table edge as per
normal the Fall Back rules.

VICTORY CONDITIONS
The Attacker wins if all three generators
are destroyed in the first 6 turns,

The game ends in a draw if all three
generators are destroyed in the 7th
or 8th turn.

The Defender will claim victory if at
least one generator survives past
the 8th turn.

18"

S




AT

e Tys Black Templars John's Word Bearers

=iack Templar Térm;nafoé, !ed“b); a Chaplain, emerge from their Crusader.

S

are lo leave their defensive position.

: e Sl ?

More Black Templars armed for close combat.

John Shaffer built this
massive cannon and the bunker
emplacements for use in the Battlefleet Gothic:
Invasion booklet. The cannon and platform were
constructed from a variety of plumbing supplies and the
results of several rummages through the bitz box. The bunkers
and defensive walls were made from foamcard and plasticard
strips and then set into a cliff face made from insufatien foam.
Mike Radcliffe from the Battle Bunker completed the rest of the fable.
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; Ty's Initial
| Thoughts

| Quite a task
was set out
before me.
| Complete a
Warhammer
40,000 mission
and then have
the results
affect a game
of Battlefleet
Gothic. Fortunately, I'm pretty well
versed in both systems, so I'm up to the
challenge. Besides it's a chance to
trounce the new guy, John Shaffer!

Ty Finocchiaro

Looks like this mission is basically a
Bunker Assault. Those pesky Chaos
Marines have managed to get hold of
some powerful technology that could put
some serious dents in my orbital fleet.
So, in true Black Templar style, I'm
choosing a pure close assault army to
deal with.the Word Bearers occupying
the vital objective bunkers. I'm really not
going to waste time trying to take down
the bunkers with heavy weapons fir,
because, well, | have only one in my
entire force.

Most of my army is mounted in some
sort of vehicle so that | can grab the
objectives immediately and spare the

the Imperial Fists in orbit some grief. |
deployed first and chose to have the
Land Raider Crusader full of Terminators
set up to take the far left bunker. The
Chaplain and his squad along with a
further ten men in a Rhino would take
the right bunker. Finally, the Emperor's
Champion and 14 men would hoof it up
to the centre objective. Shielded by an
unshakable faith in the Emperor, | set
out to take the first turn and bash some
deviant Chaos filth. Suffer not the
unclean to live!

BLACK TEMPLARS

HQ
Emperor’'s Champion 105 pts
Chaplain 100 pts
Terminator armor, storm bolter
Chaplain 71 pts
Bolt pistol
TROOPS
Black Templar Squad 234 pts

10 Initiates, 4 Neophytes
Flamer, frag grenades, purity seals

Black Templar Squad 114 pts
6 Initiates
Flamer, frag grenades, purity seals

Rhino 58 pts
Smoke faunchers, extra armour

Black Templar Squad 196 pts
10 Initiates
Flamer, power weapon, frag grenades,
purity seals

Rhino 58 pts
Smoke launchers, extra armour
ELITES
7 Terminators 308 pts
Furity seals

HEAVY SUPPORT
Land Raider Crusader
Extra armour, searchlight 256 pts

TOTAL: 1,500 pts

John's Plans

When | heard
that | was going
to be the
Defender in this
scenario, | was
a bit concerned.

My Word
Bearers force is
John Shaffer primarily

oriented toward

assault and
guite mobile so that | can summon
Daemons deep within the enemy’s
ranks. The only effective defensive unit |
currently have is a squad of Havocs who
normally lay down a hail of supporting
fire for my advancing Rhinos.

The aggressive nature of my army
means that I'll have to adopt the old 'the
best defense is a good offense’ strategy
if | want to keep Ty's Templars at bay. Ill
keep the Havocs in the trenches to blast
Ty's Rhinos and send everything else
I've got (which isn't much in a 1,000
points Chaos Space Marine army) in a
hell-bent charge toward the Templar
lines in hopes of slowing their advance.
After the initial assault, I'll summon my
Daemons where they're needed most
and pray the dice are cooperative with
my efforts. Easy enough...

| hope.

John Shaffer used Fabius Bile's body, an Iron
Warrior head, the end of a Chaos Titan tail
from the Epic 40,000 archive range, and
braziers from the Vampire Counts Black
Coach to make his Dark Apostle.

WORD BEARERS

HQ
Dark Apostle (Lieutenant) 93 pts
Accursed crozius, bolt pistol,
krak grenades, Mark of Chaos Undivided

TROOPS
9 Chaos Marines 168 pts
Champion with power weapon, melta gun,
Mark of Chaos Undivided
Rhino 73 pts
Smoke launchers, dirge caster, extra armour
8 Bloodletters 208 pts
6 Daemonettes 90 pts
FAST ATTACK
5 Raptors 208 pts

Champion with lightning claws, mefta gun,
plasma pistol
HEAVY SUPPORT

5 Havocs 160 pts
Lascannon, missle launcher,
autocannon & heavy bolter

TOTAL: 1,000 pts
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L=arwining the D6 roll to go first, Ty
2=gan a general advance across the
~card to close the gap. All three vehicles
=ced forward 12". While the Rhinos
=unched smoke, the Land Raider
Crusader opened fire on the Raptors.

The hurricane bolters downed one of the
Chaos assault troopers, but the assault
=annoh fired by the blessed machine
soirit failed to kill any of the Raptors.

Word Bearers Turn 1

Aware he was in trouble, John launched
nis troops forward in an attempt to delay
the zealous loyalists. The Raptors
umped towards the Emperor’s
Champion and his accompanying squad.
The Word Bearers Rhino raced forward
12" ready to disgorge its contents but,
surprisingly, no troops disembarked.

The Chaos Havocs fired at the Rhino on
their far left flank and scored two hits.
The first left the crew and passengers
shaken. The second blew out a track,
mmobilizing the Rhino.

In the Assault Phase, John launched his
Raptors into combat against the Black
Templar squad on foot. Ty had chosen
the vow Purge the Unclean; as such, he
would need 3+ to wound, but his
Initiative was reduced by -1. The Raptors
took advantage and slew one Neophyte
and one Initiate, but the Templars held
their ground; in fact, they moved in to
surround the outnumbered Raptors.

Black Templars Turn 2

While one of Ty's Rhinos was
immobilized and his large squad was
under attack from the bulk of John's
army, Ty pressed forward with his
numerical advantage. The second Rhino
raced towards the centre bunker and
unloaded a Chaplain and six Black
Templars, all ready for combat. The
Land Raider Crusader advanced again
and disgorged the Terminator assault
squad and Ty's army commander — a
second Chaplain in Terminator armour —
in front of the unoccupied bunker on
John's right flank.

The assault cannons on the Crusader
tore the side armour of the Word
Bearer’s Rhino to shreds. Four of the
foul minions of Chaos were destroyed in
the explosion. A fifth Word Bearer was
cut down by the hurricane bolters.

The Chaplain and his power-armored
squad rolled for their Difficult Terrain test
and fell short of the Havocs' position.
The Chaplain and his squad would have
to wait until next turn to close for the
assault, if they could survive. Again, the
Raptors tore into the loyal Space
Marines. Four Templars died before they
could cut down one Word Bearer in
return. Saving the best for last, Ty
picked up the dice to roll for the

The Chaos Space Marine Raptors 5

Emperor’s Champion, and the hero,
much to John's astonishment, sliced the
remaining Chaos fiends to pieces. The
look on John'’s face said it all.

Word Bearers Turn 2

After losing nine precious Word Bearers
(almost half his force) in one turn, John
tried to summon some support. Khorne
answered the call of these worshipers of
Chaos and sent eight of his finest
Bloodletters to aid the cause.

Seeing their prayers answered by the
Blood God, the Dark Apostle and his
Word Bearers turned their attention to
the Black Templar Squad at the center
of the table. The Bloodletters advanced
menacingly towards the Emperor's
Champion and were ready to make him
pay for his misplaced faith.

Changing targets, the Havocs directed
their fire toward the Templar squad in the
centre of the battlefield. In a tragic display
of dice rolling, only one loyalist died!

In an important phase for John, the Dark
Apostle and Word Bearers charged the
Chaplain and Templars. In a titanic
struggle, the Word Bearers Champion
killed one Space Marine, and the Black
Templar Chaplain slew the Dark Apostle
— another blow to John's morale.

However, the promise of success with
the Bloodletters kept his hopes up.
Sweeping into the Neophytes and
Initiates, the Daemons of Khorne shed
the blood of the Black Templars with
great swings of their axes. Seven Space
Marines died, leaving only the Emperor’s
Champion, who cut down two of the
Bloodletters.

Black Templars Turn 3

Witnessing the destruction of the squad
in the centre of the table, Ty decided to
send his Terminators to secure the
central bunker. The Chaplain — and army
leader — headed into the bunker on
John's right flank to begin the
destruction of the generators. John
would not be able to fire the Macro
Cannon in the 3rd turn of the Battlefleet
Gothic game. The Land Raider Crusader
turned towards the shimmering Daemon
in the center of the board, and Ty’s final
squad leapt from their immobile Rhino
and advanced on the third bunker.

Turning its multi-melta and hurricane
bolters towards the Havocs, the
Crusader unleashed serious amounts of
firepower into the Chaos filth. Using their
fortified position to good advantage, the
Havocs managed to shelter from the bulk
of the fire and only lost one Word Bearer




In the struggle between the Emperor’s
Champion and the champions of Chaos,
two Bloodletters were dispatched to the

. Warp while the other four tore the brave
Jhero apart. John's luck continued to fade
" as three Word Bearers died to the
crozius of the Templar Chaplain. Only

\ one Space Marine died, and the Word
“\Bearers Champion held his ground.

Word Bearers Turn 3

Staring down the approach of dozens of
black armored Space Marines, John
prayed to the gods again and was
rewarded by Slaanesh. The god of
pleasure and pain gifted John with six
Daemonettes, arriving next to the
Champion, of the Havocs. John was still
in the fight.\,

The Bloodletters rushed towards the
Chaplain’s squad, as did the
Daemonettes, eager to spill more blood
and take mor?\skulls.

The Havocs targeted the Land Raider
Crusader, but the inches-thick
adamantium larmour held strong against
the weapons'of the Traitor Marines.
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In a frenzy, the Bloodletters and
Daemonettes fell upon the remaining
Templars facing the Word Bearers
Champion. In a flurry of blades and
talons, the Space Marines were torn
apart. The Bloodletters advanced
towards the Terminators, while the
Daemonettes and Word Bearers
Champion advanced towards the squad
on John's left flank. The Chaos Marines
were still in the hunt.

Black Templars Turn 4

The mobile Rhino withdrew 12" in an
attempt to avoid the destructive efforts of
the Bloodletters. The Terminators
continued their march to the central
bunker, and Ty's Black Templar squad
moved on the bunker on their right flank.

Worried about the strength of John’s
Daemons, Ty directed all of his firepower
in their direction. The Terminator
Sergeant was unsuccessful, but the
Crusader managed to destroy three of
the four Bloodletters closing on the
veteran Terminators. The remaining
Khorne Daemon managed to hold onto
its tenuous grasp on reality. The Templar
squad shot down three Daemonettes
and left John with just nine models. It
would be tough to hold out for

much longer.

The Word Bearers and Bloodletters close on both Black Templar squads.

Word Bearers Turn 4

Struggling to hold back the tide of black-
armoured warriors, John threw his assault
troops into the attack and advanced them
towards the dangerous Templars.

The Havocs drew a bead on the power-
armoured squad and managed to Kill twe
of the hated enemy.

The final Bloodletter charged into the
Terminators and hoped that its three
Strength 5 power weapon attacks would
make short work of the Assault veterans.
However, the invulnerable save of the
Terminators denied John any joy, and
the Terminators’ lightning claws made
short work of the Daemon. The soporific
musk of the Daemonettes and the vow
of the Black Templars ensured the
Space Marines would be attacking last.
The forces of Chaos killed two of the
loyal warriors of the Emperor and then,
in turn, were all killed in an Assault
phase John would rather forget.

Both the Terminators and power-
armoured squad consolidated into the
bunker nearest them, thereby ending the
game in Ty's favor. He would have to
face only two shots from the Macro
cannon in the Battlefleet Gothic game te
follow.




BLACK TEMPLAR VICTORY!

Victory for the Imperium! | managed to
capture all the objectives by the end of
Turn 4 and secure the Macro Cannon
from further Chaos usage. Not too
shabby! Everything went according to
plan. The Land Raider full of Terminators
delivered the troops that secured two
objectives unmolested, and the objective
on the right flank was taken by a horde
of Black Templars with only minor
resistance from some Daemonettes.

The Emperor’'s Champion and his
retinue were the most vital part of my
plan. By presenting so many juicy
targets in the open, | was hoping John
would be tempted to send in some
troops and take matters to me, which he
did! However it would have made much
more sense for him to stay put and wait
for me to assault the walls. Sure, every
man in the Champion’s squad eventually
died but they did so in the service of the
Emperor. They sold their lives to lure a
few big blocks of nasty scum, like the
Bloodletters and a Rhino full of Chaos
Marines, into the open. After that, it was
a simple matter of gunning down the
defenseless Daemons with the Crusader
from a safe distance, which is really the
only way to deal with those monsters!

But | can't claim all the credit. It seems
that the powers of Chaos abandoned
John during the battle. His Havocs
managed either to miss each target or to
fail to penetrate my transport vehicles.
The mighty Raptors were foolishly left in

The Black Templars make short work of the Daemonerres and the Wod Bearers Champion.

the open where they were shot to pieces
and then hopelessly outnumbered in
close combat. Also, his cherished Dark
Apostle was trampled by my Chaplain,
even though the Dark Apostle got the
chance to strike first! To top it all off, John
left a full squad of Chaos Space Marines
in a Rhino a little bit too long and lost four
of them when | wasted the vehicle with
some accurate assault cannon fire,
compliments of the machine spirit.

Oh well, John should have known that
such is the fate of all who turn their back
on the Emperor.

WORD BEARERS DEFEATED!

Sigh. Well | can think of at least two
things | did wrong in this battle. The first
was not disembarking and assaulting with
my Rhino-borne squad on the first turn,
and the second was not holding my
Raptors back to protect my flank against
the Terminators. The Bloodletters and
Daemonettes did great in the Assault
Phase, and things were going my way for
a while. However, a few crucial die rolls
didn’t go my way and cost me dearly in
the end. In hindsight, since | was quite
outnumbered, having some more troops
rather than the Elite units like the Raptors
and Havocs would have helped out.
However, what | played with today was all
| have painted thus far. I'll just have to
suck it up, break out the paint pots, and
get geared up for a rematch.
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AND NOW ON TO
BATTLEFLEET GOTHIC..

After John and Ty played the
Warhammer 40,000 scenarios, they
went on to play its Battlefleet Gothic
counterpart. Because of Ty's success on
the battlefield on the planet below,
John's Chaos force will be able to fire
only two shots from the Macro Cannon,
once in each of the first 2 turns of the
Battlefleet Gothic game. We recommend
playing this Warhammer 40,000
scenario as the first part of a paired set
of scenarios; however, you can.always
play either of these scenarios as stand-
alone games. Turn the page to find out
how John and Ty’s Battlefleet Gothic
game played out.

For more information on the Battlefleet
Gothic game and on linking your
spaceship battles with Warhammer
40,000 check out the Battlefleet Gothic:
Invasion booklet. More information and
additional scenarios are also available
on our web site: www.games-
workshop.com.
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FORCES
Forces are selected to equal points.

BATTLEZONE

The Defender begins by placing the
planet with the Macro Cannon in his
deployment zone. Alternate placing any
other celestial phenomena on

the table until they have all

been placed.

SETUP

Follow the setup rules for Scenario
Seven from the Battlefleet Gothic
rulebook (page 76).

FIRST TURN

Both players roll a D6. The higher
scoring player chooses whether to go
first or second.

Deployment

90 DEADLINE! *

BATTLEFLEET GOTHIC SCENARIO

SPECIAL RULES

Macro Cannon: The Defenders control
the Macro Cannon on the planet. The
Macro Cannon fires as a nova cannon
with no minimum range. The planet itself
does not block the Macro Cannon's line
of fire. The Macro Cannon cannot be
attacked at all in this scenario.

Generators: The Macro Cannon needs
all three generators operating to fire
each turn. With two generators, the
Macro Cannon fires every other turn.
With only one generator, the Macro
Cannon fires every 3rd turn. With no
generators, the Cannon is non-functional
and cannot fire at all.

Ground Assault: Make sure to regulate
when/if the Macro Cannon can fire
based on the turn(s) that the generators

were destroyed in the ground assault.
That is, if the first generator was
destroyed on Turn 4, then the Macro
Cannon cannot fire during Turn 4 but will
fire again on Turn 5 and again on Turn 7
(provided that no further generators had
been destroyed on or by Turn 7 of the
ground assault game).

GAME LENGTH
The game lasts until one fleet is
destroyed or disengages.

VICTORY CONDITIONS

Use the standard Victory points system
found on page 66 of the Battlefleet
Gothic rulebook.

Chaos

* Devastation Class

* Murder Class

* Slaughter Class

* lconoclust Squadron
* Fire Ship

Space Marines

* Batile Burge

« Strike Cruisers

* Sword Squadron
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Ty's Initial Thoughts
With the rattle raging on the planet
a=low, my Imperial Fist commanders
=iaced their faith in the fact that their
Slack Templar battle brothers would
=omplete their task with haste. An influx
=f energy readings signalled the
zpproach of the expected
Chaos resistance...

'n the second half of this batile report, |
save to guide a strike foree through a
‘ong stretch of space in order to quell
the Chaos incursion present on this
sarticular world. All the while, John will
receive a free nova cannon salvo each
turn, which is trouble, because it's pretty
sasy to calculate the distance for the
shot when you know the exact distance
to the target from deployment
measurements before the start of Turn
1! Fortunately, I'll only have to face two
shots from the Macro Cannon, because
my ground troops managed to capture
the bunkers to prevent any additional
shots.

Basically, the plan revolves around a
Space Marine Battle Barge. These
behemoths can take quite a pounding
and give back twice a good as they take.
I'll run this ship up the center, hopefully
attracting a ton of traitor vessels in the
process. Meanwhile, my three Strike
Cruisers will go on All Ahead Full Orders
and rocket down the flanks towards the
distant planet. Simple and direct, | know,
but Space Marine fleets are pretty blunt.
| shall be like a righteous hammer
smashing down upon my foe!

John's Initial Thoughts

Because Ty managed to captive the
bunkers in the Warhammer 40,000
scenario, | would have only two shots
from the Macro Cannon at my disposal.
These shots will be crucial for my victory
and cannot be wasted, so | had better
start practicing my metric range
guessing. | plan to divide my fleet into
three groups of about one or two cruisers
each. However, if | roll poorly, my setup
will be determined by Ty (because of the
special scenario setup rules). The basic
plan will be to send out two groups of
two cruisers each to engage the enemy
and leave another group back to move in
where it is needed. The Slaughter Class
cruisers will be the most aggressive
ships in my fleet, since they have a
devastating array of short-ranged
weaponry. The Murder class cruisers will
play the support role, and the
Devastation class will hang back and add
ordnance and lance battery support. The
few Escorts | have will be there to
distract the enemy and take shots when
they present themselves.

Chaos Fleet Turn 1

After winning the D6 roll to go first, John
ordered a general advance from the bulk
of his fleet. The Slaughter class cruiser

and lconoclasts closest to the Space
Marine fleet had been placed by Ty (per
the Setup rules for this scenario), and
John intended to make him pay.

Crossing abeam of the Battle Barge,
John's Slaughter class dropped two of
the shields on the Imperial Fists' flagship.
The Iconoclasts (and the rest of the fleet)
were too far away to cause any damage.

John chose this moment to unleash the
Macro Cannon shot from the planet. Due
to the result of the Warhammer 40,000
game, he would be able to fire the
Cannon in Turns 1 and 2. The shot was
on target (John's guessing was helped
by taking note of ranges in the initial
deployment). It stripped the final shield
from the Battle Barge and caused two
more hits.

Space Marine Fleet Turn 1
Ty rolled for his orders, and the two
Strike Cruisers on his right flank
executed perfect All Ahead Full

John's Slaughter Class Cruiser and Iconoclast Class Destroyer prepare for a heavy salvo.

manoeuvres. The remainder of Ty's fleet
advanced, though his Battle Barge was
slowed by blast markers.

The Master of the Fleet on board the
Battle Barge ordered all weapons to
concentrate on the Slaughter class
cruiser. The Chaos ship’s shields were
dropped, and a hit was caused. The
Strike Cruisers on the right caused
another hit on the Slaughter.

In the ordnance phase, Ty launched
torpedoes from the Battle Barge, but
they were destroyed by the debris
around the Slaughter. Thunderhawks
launched by the Barge and Strike
Cruisers closed in on the Slaughter and
lconoclasts and took out one of the
Escorts in a hit-and-run attack.

Chaos Fleet Turn 2

John's Murder class cruisers broke left
and right to intercept the approaching
Strike Cruisers. The second Slaughter,
the Murder, and the Fire Ship continued
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toward the Battle Barge. The damaged
Slaughter continued to cross with the
last Iconoclast.

The Murder class on John's left took
down a shield from the Strike Cruisers
but couldn’t press home the advantage.
The first Slaughter could only take two
shields away from the Barge, and John's
second, final, and all-important Macro
Cannon shot caused only one hit on the
Barge, dropping the final shield.

In the ordnance phase, John’s Devastion
launched Bombers toward the Strike
Cruiser on his right. Ty’s Thunderhawks
made short work of the Bombers and the
last Iconoclast.

Space Marine Fleet Turn 2

Ty called for All Ahead Full orders for the
Strike Cruisers on his right flank and
Reload Ordnance for his Battle Barge
and third Strike Cruiser. Ty's Swords and
third Strike Cruiser swung to the right to
add their firepower to the Battle Barge's
efforts.

Not only did the awesome firepower of
the Battle Barge cause five hits on the
damaged Slaughter, but it also stripped
the shields and caused a hit on the other
Slaughter. The supporting Sword class
frigates turned the now-crippled Slaughter
into a blazing hulk.

Ty's Battle Barge launched torpedoes
and Thunderhawks at the still-functional
Slaughter. As before, the torpedoes were
destroyed in the debris. The
Thunderhawks from the lone Strike
Cruiser attacked the Fire Ship but were
shot down before they could close.

Chaos Fleet Turn 3

John's Murders continued toward their
targets, and the Slaughter turned abeam
of the Battle Barge. The ace up John's
sleeve was the Fire Ship, which sailed

B amidst the Swords and detonated its

Jexplosive payload. When the debris
/ started to clear, Ty's Escorts were
nowhere o be seen.

In a flurry of appalling dice rolls, John
could only strip shields from Ty's ships.
No hits were caused at all!

Bombers launched from the Devastation
caused two hits on the Strike Cruiser on
Ty's left flank. When the Thunderhawks
closed with the Chaos fleet, they were
all shot down by Chaos turrets. John
realized that, while the smaller craft
would die easily, the Barge and cruisers
would take some work to destroy.

Space Marine Fleet Turn 3

Ty again called for All Ahead Full orders
for the Strike Cruisers on his right
flank.They sped ever closer to the target
planet. He also ordered Reload
Ordnance for his Battle Barge.

Ty targeted the damaged Slaughter and
crippled it with a further four hits (one of
them critical). The Barge also stripped a
shield on the Devastation.

In the ordnance phase, Space Marine
torpedoes finally made it through the
blast markers and caused another three
hits on the Devastation.

Chaos Fleet Turn 4

John's Murder on his left flank turned to
pursue the Strike Cruisers. At this point,
he tried to concentrate the rest of his
firepower on the Barge, so John headed
towards the mighty Space Marine
flagship.

The second Murder and Devastation
stripped the shields from the Battle
Barge, in preparation for the Ordnance
Phase.

The Bombers launched from the

Devastation screamed in to exploit the
opening, but the Battle Barge turret
gunners were deadly accurate and shot
them all down.

Space Marine Fleet Turn 4

Ty sent the Strike Cruisers toward the
planet and prepared to unleash the
righteous fury of the Emperor with the
Battle Barge.

In a classic demonstration of destructive
power, the barge crippled the Murder
class cruiser.

Both Fleets’ Turn S

John's Slaughter, Murder, and
Devastation circled the Battle Barge and
stripped the shields but failed to cause
any further damage.

Ty rolled successfully for Lock On orders
with his Battle Barge and swiftly turned
John’s Murder class and Devastation
class cruisers into blazing and drifting
hulks, respectively.

The way was now clear to get into
position for a planetary assault.

It was no surprise to anyone when

John's crippled ships limped off the table

edge. Victory again for Ty and the forces
of the Emperor!
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PURGE THE UNCLEAN!
Again, the'forces of the Imperium
friumph over the evil plans of Chaos! |
can honestly say that the battle went
off without a single hitch, besides the
ioss of a few torpedo salvoes to

olast markers. The Battle Barge was
the constant target of piecemeal
attacks. Instead of grouping his ships
for an assault, John would hurl them
at me one by one. You just can't go
ioe to toe with a Battle Barge with a
single cruiser.

The Strike Cruisers streaked down the
board for a few turns at speeds of
about 40cm a turn before John
realized what | was doing. But by
then, it was way too late. | left the
Chaos vessels in the dust with a few
squadrons of Thunderhawks to keep
them busy.

Towards the end, John was out of
freebie nova cannon salvoes (due to
the fact that the Black Templars had
achieved their objective swiftly in the
ground assault), out of options, and
too far away from stopping the Strike
Cruisers in time. His lust for
vengeance blinded him. In a crazed
attempt to damage the mighty ship, he
split up two Cruisers and went in
close, resulting in only minor damage.
This split opened the opportunity all

A rather smug Ty skss han

Battlefleet Gothic players dream
about. There was conveniently just
enough space between the two
vessels for the Battle Barge to slip in
and unload its full might at close
range to both port and starboard sides
while on Lock On orders. Needless to
say, neither enemy vessel survived
the attack...

gﬁmacfng John Shaffer.

| had a blast playing both games. It was
great to link them so they affected one
another. John is new to Battlefleet
Gothic, and | think this gave me an
advantage. John was grumbling
something about a rematch after our
games, so | may have to take him up
on that suggestion and stomp him
down a third time in the name our
glorious Emperor!

THAT'S GOTTA HURT!

OK. OK. I'll admit that | have a lot to
learn still when it comes to spaceship
combat. Ty's veteran Battlefleet Gothic
knowledge helped him run circles
around my fleet, and his concentrated
firepower crippled my ships left and
right. It really would have helped if
those nova cannon shots had
connected (cursed metric system!), but
in the end, Ty's knowledge enabled him
to play a better game.

The two most valuable lessons |
learned in our game were as follows.

1) If you hope to take down a Battle
Barge, you're going to have to throw
just about everything you have at it,
since attacking it piecemeal is a
complete waste of firepower.

2) Battlefleet Gothic is all about
ship placement.

Toward the end of the game, Ty made
a cunning move by positioning his
Battle Barge between two of my
Cruisers. This manoeuvre enabled him
to utilize all the firepower on both the
starboard and port sides of his
behemoth starship to deadly effect.

This attack would have been much
more forgiving on my side if | had sent
my ships to one side or the other,
cutting his firepower in half. '

The game was really quite enjoyable
though, and | really liked the narrative
continuity from the Warhammer 40,000
game to this battle. If we wanted to
follow up this confrontation, we could
play a game of Epic 40,000 and
determine the outcome of Ty's assault
on the planet’s surface.

Oh the possibilities!
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The relaunch of Battlefleet Gothic has
sparked off lots of shipbuilding
projects here at Games Workshop. In
addition o the ships we've featured,
there are many more in the Fleet
Gallery links in the Battlefleet Gothic
area of our website:

www.games-workshop.com

Jason Buyaki has spent
a lot of exira time on
this Dominator cfass
Cruiser. The additional
gold trim that he has
lavished on this model
adds to its antiquated
appearance.

Lonnig Mullins has used
parts from the Imperial
Guard tank accessory sprue
to create this alternative
design for his favourite class
of cruiser, the Mars.

94 BATTLEFLEET'S

7 \

HOWQ\\SE

1

ATTLEFLEET
HOWCASE

Battlefleet Gothic ship conversions

N T Finnachario built this
N slegant Slaaneshi pleasure
\ palace with parts from the
\ Man Q' War archive range.

Evan Lougheed has painted his Necron flest to
match the colouration of his new Necron army.
He plans on using a lot of Flayed Ones for
boarding actions.

Inspired by artwork from
the Daemonifuge comic
strip in Warhammer
Monthly, Nicole Shewchuck
fhas created this massive
flagship for her fleet. In
battle, she uses the profile
of an Emperor class
battleship.

=
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A long-time Battlefleet Gothic fan, Ty Finnochario
used the surge of enthusiasm in the office to unveil
his cool Nurgle fleet. This Slaughter class cruiser
has all the tell-tale signs of Nurgle infestation.

Ty also turned his hand to the power
of Change. This simple conversion of
a Devastation class cruiser replaces

its regular bridge with pieces from the
Man Q" War archives.

Rick Smith used bits
from the Chaos Spiky
Bitz sprue to convert
this Hades class
heavy cruiser.

Jason Foley was sa happy with the results
of his Space Marine fleet that he has
decided to build an Imperial Fists Space
Marines army for Warhammer 40,000.

After a trip to his local hobby
store, Jake Landis has added thin
franslucent rods to his Necron
Scythe class cruiser, linking them
visually with his Warhammer
40,000 Necron army.

This Dauntless class light cruiser and Retribution Class
battleship are from the Traitor fleet of Chad Mierzwa.

Chad uses the Imperial fleet list, but the skull-faced ships
obviously convey a warped Chaos influence.
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We now offer the complete Batilefleet Gothic
range to order direct. Expand your fleets and
wage war across the heavens!

TO CLEANSE
THE STARS

Imperial, Chaos and Alien fleets of the Gothic Sector

Available from your Games Workshop
store, in-store order point, independent
stockist, call 0115 91 40000, or at:
www.games-workshop.com/storefront

Prices quoted are for products sold by Games
Workshop through its own stores, catalogue or
website. Independent retailers are responsible
for determining their own prices.

Despoiler class Chaos battleship £15
CHAos FLEET This boxed set contains 1 Despoiler battleship. \

Iconoclast class Chaos destroyers £6
This blister contains 3 Iconoclast destroyers.

‘*;:?

Idolator class Chaos raider £6 Infidel class Chaos raiders £6 Chaos cruisers
This blister containg 2 |dolator raiders. This blister contains 3 Infidel raiders, This boxed set contains

2 plastic Chaos cruisers,

ELDAR FLEET

Eldar Shadow class cruiser £9

This boxed set containg
1 Shadow class cruiser,

Desolator class Chaos hattleship £15
This boxed set contains 1 Desolator battieship.

Eldar Eclipse class cruiser £9

This boxed set containg
1 Eclipse class cruiser.

This blister contains
2 Hellebore class frigates.

Eldar Aconite class frigates £6 Eldar Nightshade class destroyers £6 Eldar Hemlock class destroyers £6

This blister contains ’ This blister containg This blister containg
3 Aconite class frigates. 3 Nightshade class destroyers. 3 Hemlock class destroyers.

96 TO CLEANSE _i'HE STﬁRS : Models shown at 75% of actual size. Models supplied unpainted éhd require assembly
a \
PV \
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IMPERIAL FLEET

astribution class Imperial battieship £15 ¢
== boxed set containg 1 Retribution battleship.

Dauntless class Imperial
light cruiser £6

This blister containg
1 Dauntless light cruiser.

Emperor class Imperial battleship £15 |
This boxed set containg 1 Emperor battleship,

Firestorm class Imperial frigates  £6 Sword class Imperial frigates £6 Cobra class Imperial destroyers £5

“== blister contains 3 Firestorm #rigajiﬁﬂ This blister contains 3 Sword frigates. This blister contains 4 Cobra destroyers.

. GOTHIC
[ Battlefleet Gothic 2002 Annual £12

This book cantains new rules and
fleet lists, battle reports, tactics
and much more!

Imperial cruisers £9

This boxed set contains
2 plastic Imperial cruisers.

SPACE MARINES FLEET J

Space Marine Strike cruiser £6 Space Marine Battiebarge £15

This boxed sel containg | - This boxed set contains
1 Space Maring Strike cruiser. . 1 Space Maring battlebarge.

Firestorm class Imperial frigates  £6

This blister contains 3 Firestorm frigates.

Sword Class Imperial frigates  £6 Cobra class Imperial destroyers  £6

This blister containg 3 Sward frigates. This blister contains 4 Cobra destroyers.

DARK EI.DAR FLEET These models are not available in stores, but you can still order them via the in-store order point,
direct on 0115 91 40000, or from our online store at www.Games-Workshop.com/storefront

Dark Eldar booster pack £3

You can add the booster pack (example
of the components shown here) to both
of your existing ship classes far mare
variety and originality. Shown below is

2 Gorsair matle with the hooster pack. .i" m

Dark Eldar Torture class cruiser £7 Dark Eldar Corsair class escort £6

Tis boxed set contains
Torture class cruiser,

This boxed set contains
2 Corsair class escorts.

www.games-workshop.com/bfg 97



, WARMAMMER

/30000

o
e —




it would seem that the Orks are

on the rise! After recently ’
showcasing Guy Haley’s

Speed Freeks, we spotted this IT

bunch of nippy Greenskins at the
recent Warhammer 40,000 Grand
MORE GREENSKIN SPEED FREEKS!

Tournament heats.

an avid Warhammer 40,000 fan,

and since 2000, his motley crew of
Ork Speed Freeks has been growing
steadly.

Thomas Brutscher is something of

The fact that the plastic kit for
Narhammer 40,000 Orks enables you
0 build quickly (and cheaply) was a
oig plus for Thomas, and his
Sattlewagon with Big Mek HQ is one
that takes pride of place in his army.
Most of all, it's the very idea of a
speed cult in the Ork race that
grabbed Thomas' attention and
‘magination.




AES 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 UK 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...

WHAT'S
IN STORE
FOR YOU?

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

FREE GAMING AND TACTICS ADVICE FREE PAINTING AND MODELLING ADVICE

All our staff are gaming veterans (after all it's what they do for No matter what your level of painting or modelling skill, if you
a living!). They can give you sound tactical advice, help you spend 30 minutes with one of our members of staff you will
build battie-winning armies and clear up most of your rules see those skills improved and might find out something you
queries that you may have. never knew!

FULL ﬁANGE OF PRODUCT IN-STORE ORDER POINT

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

and paint your armies. customise your armies.

100 WHAT’S IN STORE FOR YOU!



BEGINNERS’ SUNDAYS
Sundays are especially devoted to helping those new to the
hobby. Whether you want to learn how to charge your Knights
into your opponent's battleline or lead a squad of Space
Marines into battle, all you need to do is come along! Our
special Beginners’ Programme, teaches you how to play and

helps you take your first steps into the Games Workshop hobby

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 to develop your painting skills, and a forum
for gamers to talk about the hobby, particularly for those who
ha\re JUSt graduated from the Beginners’ Programme

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

Games Workshop products are sold by a large number of shops spread
throughout the UK. What follows below is a complete listing of all the stores

that sell Games Workshop products. Alternatively, you can find a list of all our

retail outlets on our website at www.games-workshop.com.

We also have Games Workshop stores in 16 different countries across the
world (and independent stockists in even more). Call 0115 91 40000 to find
out where they are. Most Games Workshop stores are open seven days a
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(marked with a red dot on the store list below), are special
Store Clubs. These are evenings where the store closes to the
public, 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 yellow box are
brand new stockists. If you're still unsure as to where your nearest stockist is
located, why not give us a call on 0115 916 8200.
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This month, Heroes & Villains tells
the story of Cypher. Wherever

Cypher goes, trouble is never far or THE

| away. Held in equal measures as the

. thorn in the side of the Dark Angels 4 I ST M I l l E “ “ I UM
" and also their only saviour, Cypher

and his fellow Fallen Angels’ cursed

history is a famous legend. CYPHER, THE FALLEN ANGEL

“I know not if he represents the
greatest threat or greatest hope for the
future of the Imperium. I only pray
we stop him before we find out.”

Inquisitor Bastalek Grim

ypher is an enigmatic
c and sinister character. He
appears as if from nowhere,
bringing death and destruction with
him, and then vanishes just as

abruptly as he appeared. Strangely, it
is rare that Cypher himself instigates the
violent acts that invariably occur when
he is present; it is rather that he seems
to act as a catalyst which fans any
feelings of hatred or mistrust into a
raging, uncontrollable fire.

Cypher rarely speaks, and when he does
his tones are clipped and his words few.
No one knows his real name, and no one
in living memory has dared ask him what
that name might be. However,
the occasional glimpse
of the dark power
armour beneath
... the long robes that
Cypher wears means
there can be no doubt
that he is one of the
Fallen. In many ways he
epitomises their fate, being
cursed to wander through
time and space, never to be able
to return home.

The Fallen Dark Angels have their
origin in the dying days of the Horus
Heresy, when Lion El'Jonson, Primarch
of the Dark Angels Legion of Space
Marines, returned to his home world of
Caliban. As the unsuspecting ships of
Jonson'’s fleet moved into orbit they
were met by a devastating barrage of
defence laser fire. Stunned by the
ferocious attack, Jonson withdrew and
attempted to find out what had
happened on his home world.

A captured merchant ship soon
provided the answer: when Lion
El'Jonson had left Caliban to take part
in the Great Crusade, Luther, his




second in command and life-long battle
orother, had been left in charge of the
remainder of the Legion. Despite the
importance of Luther's position, it was
not one that suited his ambitious
personality, and soon his role as
planetary governor of some half-
forgotten backwater world seemed more
and more like an insult to him. These
seeds of jealously grew until Luther had
become a man obsessed, whose own
neuroses had pushed him over the
edge. He became easy prey for the
Chaos Gods, who used their terrible
powers to make Luther one of their
followers and dangerous beyond
imagining. Using his renowned skills at
oratory, Luther convinced the Dark
Angels under his command that they
had been shamed, that the Emperor
had turned his face from them, instilling
his own Chaos-fuelled feelings of
jealousy and rage in the Dark Angels
who had been left on Caliban during the
Great Crusade. When the Primarch
returned, these feelings erupted into
open rebellion.

The fury of Jonson and the loyal Dark
Angels at this terrible betrayal knew no
bounds. Jonson himself immediately led
an attack against Luther's headquarters.
What followed was a fight of titanic
proportions during which the two
equally-matched adversaries struck blow
upon blow against each other, tearing
down the monastery around them until

Cypher and his Black Legion cohorts blast their way through a Dark Angels blockade.

yit

Every segmentum, indeed almost every
sector of the Imperium has a Cypher
legend, some of them dating back
thousands of years. The sheer number of
tales carries a weight that defics disbelief
and the number of bounties offered for
his capture down the years would buy a
sub-sector were anyone fo collect them.
It is clear that the popularity of Cypher
fegends is tied to a basic human
attraction to non-conformity. Self-
deluded radicals clearly behieve that the
institutions of the Imperium attempt to
deter individuality and in a perverse

* reaction feel a subconscious approval of

the maverick mystery man.

The neurosis is classically formed:
Cypher is hooded. clearly implying that
he is an outlaw who wishes to avoid
recognition- necdless to say this is a
pointless gesture because everyone clearly
does! Indeed, the hooded man is only

Cypher because the observer confers that

identity on him. No doubt anyone who
ferments rebellion and defies capture
becomes Cyphcr and perpetuates the
myth. Tales commonly e_mphasisc
Cypher's prodigious skill with pistols,
normally he is portrayed firing both a
plasma pistol and a bolt pistol with
unerring accuracy. This technique is

normally associated with hive gangers.
particularly outlaws of the sort that
attract a particular type of mystique and
is clearly 2 product of uncontrolled wish
fulfilment rather than accurte
observation. Finally, and most perplexing,
are the frequent references to the sword
he carrics. Note that there is not one
credible example of the sword being
drawn. Despite this, the rumour most
commonly heard is that the sword is
broken and is somchow connected to the
early history of the Dark Angels chapter
of Space Marincs, The link with the
Dark Angels is a difficult one to prove
as they are amongst the most secretive
of the Adeptus Astartes. It is known
that the Dark Angels and their successor
Chapters sometimes refer to themselves
collectively as the Unforgiven and are
frequently scen hunting down renegade
and traitor Space Marines with or
without official sanction. It is assumed
by some, therefore, that Cypher is a
former Dark Angel and that his sword
may be onc of their sacred relics. This
is pure supposition and an insult to the
reputation of the Emperor’s most
devoted  warriors,

From The Heresy of Cognitive Dissonance
by Cardinal Elyass Vallkante
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Seeing Cypher’s crippled Rhino in the distance, The Dark Angels Assault squad try to seize their foe.

¢ the whole massive edifice had been

¢ levelled by their battle. Meanwhile, the
~ massed guns of the fleet pounded the
" planet, until the very surface of Caliban

| began to crack and heave under the

| strain of the bombardment.

Upon the dead world of Cthelmax,
our Adeptus Mechanicus Explorator
team researched the ruins beneath the
fractured crust of this barren rock.
Several previous expeditions to this
planct had alrcady been lost, but an
entire company of veteran soldicrs and
a squad of Space Marines guarded
this expedition. Upon our arrival at
the site of the previous expedition,
we were astounded to find a battle
underway between a group of dark-
armoured warriors and strange silver-
skinned constructs of gleaming metal.
They fought before a rippling gateway
of fade-veined darkness as a being
with skin of shimmering gold killed
the warriors with ease, each
languorous blow from its hand
cutting a warrior down.

But I saw that, alone amongst the
dark warriors, a single figure darted
through the combat, firing twin
pistols and evading cvery blow. As
the golden being turned to face him,
he slashed its torso with a shining
silver knife. No sooner had the blade
struck than it was wrenched from his
hand and swallowed whole within its
golden flesh. The sounds of battle
continued, but a dark veil dropped
around the combatants and when next
I looked into the tomb, there was no
sign that anything had occurred. The
chamber was empty.

Explorator Majoris Doreth [suppressed] M4l
Cthelmax - Primus Site

As the planet itself started to break
apart, the battle between Jonson and
Luther reached its climax. Luther, aided
by the powers of Chaos, unleashed a
furious psychic attack that knocked
Jonson to his knees and left him
mortally wounded. But as the dying
Primarch struggled to stand, his noble
features wracked with pain, it was as if a
curtain was lifted from Luther’s eyes and
he realised the full extent of what he had
done. His was a triple betrayal, of his
friend, of the Dark Angels and of the
Emperor. The truth shattered his sanity
and he slumped down beside Jonson,
no longer willing to fight.

Luther's psychic cry of pain and despair
echoed through the warp and the Chaos
Gods realised that, once again, they had
been defeated. They lashed out in fury
and frustration. A rent appeared in the
very fabric of space and a warp storm of
unprecedented fury engulfed Caliban. In
an uncontrollable, swirling flood of
psychic energy, the warp rushed into the
physical universe.

Those ‘fallen’ Dark Angels who had served
under Luther and his clandestine masters
were sucked from the face of Caliban into
the warp and scattered throughout space
and time. Caliban, already weakened by
the loyal Dark Angels' bombardment, was
ripped apart and destroyed, the debris
being sucked into the warp.

This story of treachery and betrayal is the
Dark Angels’ secret shame. None know
of it other than the Dark Angels, their
Successor Chapters and, maybe, the
Emperor on his Golden Throne. Even
within the Chapter itself very few brother-
Marines know exactly what happened
during those fateful days. It is only when
Dark Angels are inducted into the
Deathwing that they learn the story of
Luther’s betrayal. More terrible still, they
learn that many of the Dark Angels who
followed Luther are still alive. These
damned warriors are the Fallen Angels.

You may say he doesn't exist, but I
know better. When 1 was crewing on
an ore freighter back in 73, we were
laid uvp on Dagohma making repairs.
That was the time the mining
Guilders sent in their hired guns to
clear the colonists from the Shantos
Hills, The colonists were all for
packing up and leaving until Cypher
arrived, but his prowess and his words
gave them courage. Before long the
Guilder compound was under siege,
He didn't stay til the end, but by
then there was no stopping the
colonists; they stormed the compound
and hung the Guilders from their
strip-mining rigs. No one else could
have done what he did, so what if he
didn't tell anyonc his name? When the
Space Marine: Angels of Death arrived
a few weeks later he was all 1hcy
were interested in, but no one told
them anything cven when they were
declared rebels and the trials began.
No onc forgot what he had done for
them and they died proud and free.

Arsann Crowe,
Recidivist and Heretic

Not all of the Fallen Angels have
succumbed to the power of Chaos to the
same degree. A large number of the Fallen
have embraced the ways of the Dark
Gods, becoming true Chaos Space
Marines. However, many others realise
that their actions during the fall of Caliban
were wrong. Disgusted by the corrupting
influence of the Chaos Gods and unable
to reconcile themselves with the Dark
Angels, they lead a solitary existence.
Many become mercenaries or pirates,
roaming the galaxy as masterless men.
Others are willing to atone for their sins
and in an attempt to do so have integrated
themselves back into human societies.




Zut their subsequent actions are irrelevant
n the eyes of the Dark Angels, who
zelieve that the only way they can rid
memselves totally of their shame, and
r=store their honour and trust within the
Emperor’s eyes, is if all the Fallen are
ound and either made to repent or are
=lain. This is by no means an easy task.
The Fallen are dispersed throughout
space and time as either isolated
ndividuals or in small bands, and the Dark
Angels can go for years without hearing
any rumours that might lead them to one
or more of the Fallen. When they do,
nowever, and their mission is a success,
those Fallen that are captured are taken
back to the Dark Angels Chapter
Monastery — The Tower of Angels. Deep
inside its dungeons Interrogator-Chaplains
attempt to make the Fallen repent.
Occasionally they do and for their pains
die quickly. More often than not though,
the captured Fallen refuses and suffers a
long, drawn-out and agonising death at the
hands of those who would save his soul.

Cypher, of the Fallen Angels

However, there are some who whisper
that Cypher may in fact represent the
Fallen Angels’ only chance of redemption,
and that his seemingly random
appearances hide a pattern which reveals
that he is slowly moving across the
galaxy towards Earth and the Emperor
himself. They also point to the fact that
Cypher carries a sword which he never
draws or uses in combat, and that this
could be the fabled Lion Sword, wielded
by Lion El'Jonson himself, and thought
lost forever following the Primarch's final
confrontation with the arch-heretic Luther.
Whatever the truth of this, it is certainly
the case that his presence in one place
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special character. If you take him then he counts as an Elite choice. Cypher
is an independent character and must be used exactly as described and may

Any Chaos Space Marine or Imperial Guard army may include Cypher as a

not be given any extra equipment from the Chaos or Imperial Armouries.

Wargear: Cypher is armed with a master-crafted bolt pistol, and master-crafted

plasma pistol.

SPECIAL RULES

Space Marine - Cypher and any Fallen Angels benefit from the ‘And They Shall
Know No Fear' special rule as published in Codex: Space Marines.

Fallen Angels - If you include Cypher in your army, then you may also include a
squad of Fallen Angels. These are treated as a unit of Chaos Space Marines,
selected as normal from Codex: Chaos Space Marines. The Fallen Angels hate
the Dark Angels with a fiery passion and must assault them if they are able to in
the Assault phase. Note that if Cypher joins the Fallen Angels and they are
forced to assault, then he must also assault.

Animosity — The very presence of Cypher ferments discord and animosity
amongst the troops he leads. If Cypher joins a squad (with the exception of the
Fallen Angels), roll a D6 at the start of each tumn for as long as he remains with
it. On a roll of a 1, the members of the squad begin to argue and fight, suffering
a —1 penalty to their Leadership for the rest of the turn. Note that this rule does
not apply to other independent characters or to vehicles.

Divine Protection — If Cypher is ever killed or otherwise reduced to zero
wounds, he vanishes from the battlefield, so remove the model from play. Note
that this does confer his Victory Points to the opposing player. If mission-specific
rules require the opposing player to capture Cypher, then roll a D& when Cypher
has been ‘killed’. On a 6 Cypher has been captured, though of course he will no
doubt escape soon after, whisked away by his mysterious patron.

Gunfighter — Cypher is a master marksman and can aim and shoot with a pistol
in both hands. This enables him to shoot with two weapons in the Shooting
phase: once with his master-crafted bolt pistol and once with his master-crafted
plasma pistol. If Cypher remains stationary, he may rapid fire both pistols at the
same time, giving him four shots in total! Such is Cypher's skill with his pistols
that he continues to fight with them in close combat, counting as being armed
with a power weapon and gaining the +1 Attack bonus for being equipped with

two close-combat weapons.

Hunted by the Dark Angels - The name of Cypher carries millennia of hatred
for the Dark Angels and since the destruction of Caliban, the Deathwing and
Ravenwing Companies have hunted him throughout the galaxy. All members of
the Deathwing and Ravenwing, and all Dark Angels characters must charge
Cypher or Fallen Angels if they are able to do so in the Assault phase.

seems to attract others of the Fallen,
though none know how they are able to
find him or why they gather.

Probably because of this, the members of
the Dark Angels Inner Circle hate and
fear Cypher more than any other Fallen

The tarot has guided me truthfully as always.
On Amiste] 1 captured three of the disciples
of a heretic calling himsclf the Voice of the
Emperor. They proved quite informative. They
received their orders on Lelithar where the
cult of the voice is the strongest. Their
descriptions of the Cult Magos conforms
with Fallen one-zero—zero. I urge you to
bring the Tower of Angels and all the might
of our .'Chapttr to Agrapinna sector. Onc-

Angel, and would willingly perform almost
any act— no matter how vile, in order to
capture or kill him. That they have so far
not managed to do so speaks volumes of
Cypher’s almost supernatural prowess
and ability to escape capture.

zero-zero's machinations have destabilised the
entire sector and provoked a substantial
response from the Ecclesiarchy. Stealth will
not serve, we will aced to fight our way
through to him. That he should be sightcd
so openly, so close to the remains of Caliban
in times such as these demands urgency.

1 believe that the Gate is about to he stormed,
otr final reckoning with the Fallen is at hand.
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The Lizardmen return to the
White Dwarf battle report with
a brand new look. In this issue
they are faced with one of
their greatest foes — the
Skaven, commanded by Gareth
Hamilton. Anthony Reynolds
will have his work cut out!

his battle will be a Meeting
4 I Engagement scenario between
the Lizardmen and the Skaven,
with a sizeable 3,000 points on either
side. Fittingly, taking command of
the Studio Lizardmen army is
Anthony Reynolds, the lead
writer of the new Lizardmen
. Armies book. Facing up
4+ against him is the
renowned Skaven player
and Warhammer
playtester, Gareth
Hamilton. No stranger
to White Dwarf
readers, Gareth

VENGEANCE

OF SOTEK

A Warbammer Battle Report

is a well respected Warhammer general,
and his Skaven have faced countless
opponents over the years as well as
fought in numerous tournaments,

Gareth has a bone to pick with Anthony

- his Skaven lost to Anthony's
Lizardmen force during the course of
plavtesting the new army, so he is keen
to fare better and steal victory. Anthony
obviously has no intention of the new
Lizardmen faring badly in their first
encounter in White Dwarf, so this is set
to be a hard fought confrontation. Will
history repeat itself with the Lizardmen
again taking victory, or will the Skaven
manage to even the score?

In a Meeting Engagement scenario, the
order of march is incredibly important,
and it adds an extra layer of tactical
thought into the game even before
deployment has begun. Players must
decide their order of march before the
game starts, meaning that it is very

difficult to respond to your opponent’s

pia,cement of troops.

Below is shown the order of march for
the two armies. Each unit must be
deployed in this order, and each unit
must be deployed closer to one of the
neutral sides than any other friendly

unit already in play.

ORDER OF MARCH
LIZARDMEN SKAVEN
1. Saurus Warriors 1. Giant Rat unit
2. Saurus Warriors 2. Rat Swarm
with spears 3. Warp-lightning
3. Temple Guard Cannon
4. Skink 4. Night Runners
Skirmishers 5. Rat Ogre unit
5. Kroxigor 6. Rat Ogre unit
6. Stegadon 7. Clanrats
7. Salamanders with spears
8. Skink 8. Stormvermin
Scouts 9. Plague Monks
9. Terradon 10, Slaves
10. Characters® with Musician
11. Characters® 11. Censer Bearers
12. Clanrats
13. Giant Rat unit
14. Slaves
15. Gutter Runners

16.

Characters*#

# The two Skink Priests
set up independently,
the Old Blood joins
fhe Saurus Warriors,

. the Scar Veteran joins

the:Saurus Warriors
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Anthony: Having just
put the finishing
touches to the
Lizardmen armies
book, I'm looking
forward to using
them in the
inaugural battle
report. Playing
against Gareth is a
bonus, as we have
clashed before
(playtesting the Lizardmen against the
Skaven, strangely enough) and it was
great fun. In our previous encounters, T
had taken quite a lot of Skinks, and
demonstrated to him how scary they
could be - so I expected Gareth to be
particularly wary of them.

Anthony Reynolds

Before picking my units, I chose the
characters I wanted to have. A second
generation Slann (the oldest living
Mage-Priests left in the world) was just
too tempting, so he was in, souped-up
with an army standard (and the fear-
causing Totem of Prophecy), and a nice
array of tasty items. [ was worried about
the Skaven shooting and Warp Lightning
spells, so gave him the Divine Plaque of
Protection (upgrading his Ward save
against non-close combat attacks to 2+).
The Plaque of Tepok gave him an extra
spell, and the Diadem of Power would
allow him to save up to two unused
Power or Dispel dice a turn.

To back up the Slann, I chose two Skink
y Priests, both upgraded to Level 2. 1
have learnt from experience to

, respect the Skaven Magic phase,

L. and so took two Dispel scrolls

K
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and the Cube of Darkness. This item
works much like a Dispel scroll, with the
additional bonus of ending the Magic
phase immediately on a dice roll of 4+.
Nice.

For a bit of hitting power, 1 took an
Oldblood (a Lord level Saurus), and a
Scar-Veteran (a Hero level Saurus). It
was very tempting to put my Oldblood
on a lethal Carnosaur, but the points
expenditure of both the most powerful
Slann and a Carnosaur was just too
much, I thought. Both of these Saurus
characters are lethal killing machines,
and I enhanced this trait with the choice
of their items. The Oldblood was kitted
out with the Scimitar of the Sun
Resplendent (+2 Attacks), and the Aura
of Quetzl (4+ Ward save versus attacks
at Strength 5 or higher). The Scar-
Veteran had the Gleaming Pendant of
Chotec, a handy one use only item that
can be used in the Lizardmen Close
Combat phase forcing the enemy to
attack last. Very useful, for the Saurus
are rather slow, and a round attacking
first (especially with spear-armed
Saurus) can be devastating.

On to Core units, and I took a decent
sized unit of Temple Guard to act as the
Slann’s bodyguard, and two units of
Saurus Warriors, one armed with spears,
the other with hand weapons and
shields. One of these units of Saurus had
the good old War Banner (+1 to combat
solution. To round out the Core choices,
I took two units of Skinks, one with
blowpipes and the other with javelins
and shields. I upgraded one of these
units (the blowpipe one) to be Scouts.
Though not quite so effective in this
scenario as normal, they would still be
useful, depending on the terrain.

For the Special units, 1 took a unit of
the devastating Kroxigors, and a small
unit of Terradons. I'd use the Kroxigors
to advance behind one unit of Skinks,
and charge through them at an
opportune time. The Terradons are

surprisingly good on the charge (doubly
so with their special Hit-and-Run
attack), and I'd send them hunting for
any Jezzails or Warp-lightning Cannons
that Gareth happened to bring along.
Failing that, they would be used to
perform Hit-and-Run attacks against
good targets — skirmishers, or the Pack
Masters of Rat Ogres and such.

On to Rare choices. One of my Rare
slots was already taken by the Second
generation Slann. I took a Stegadon - 1
figured its Terror could prove decisive
against those lily-livered Skaven, as well
as it being a nightmare when it charges.
A full sized unit of Salamanders
rounded out the army. Their
manoeuvrability and the pure amounts
of wounds they can dish out would
hopefully panic the Skaven.

DEPLOYMENT

For the Meeting Engagement scenario,
you need to have an order of march. All
units have to be placed in this order,
and every unit must be placed closer to
the sides than the last. This makes it
tricky to react to your opponent’s own
deployment, so a solid plan must be
made before hand. I basically whacked
the Saurus units in the centre of the
table, with the lighter, swifter moving
elements to either flank. T was
concerned about getting flanked, as 1
was seriously outnumbered, so my
flanking units were there to try and stop
anything getting around me. If the
centre fell I would be doomed, so I
placed the Slann and his Temple Guard
as centrally as possible. From there, the
unit could go left or right, wherever was
needed while still extending his
Leadership to as much of the army as
feasibly possible.

This was going to be a tricky game, and 1
really needed to thin out the Skaven
lines before we made contact. Once
engaged in combat, [ knew my units
would fare well, but I was worried that
the superior numbers of the Skaven
would take their toll. I'd have to be
especially careful about exposing my
flanks, as well as wary of things that
would thin out my own lines. As my
army was fairly small, all casualties would
hurt a lot. I would try and be especially
protective of my Saurus units, for if they
lost a few models before hitting home,
there might just not be enough of them
to break the enemy.

So, kill the enemy and try not to get
killed myself. Good plan, Ant...
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Gareth: I got home
from work, checked
my e-mails and was
pleasantly surprised
to have a message
from Paul Rudge
asking me if [ would
be interested in
taking part in a battle
report for White
Dwarf? Bit of a silly question really. |
would be surprised if there is a single
White Dwarf reader who would not
jump at the chance.

Gereth Hamilton

| have been fortunate to already have
played a game of Warhammer against
Anthony’s lizards during the playtesting of
the book and certainly learned to respect
the Skinks in that game. It was a bloody
affair with both sides almost wiped out,
but in the end I came away suffering a
minor defeat. This would be a chance to
even the score, but it would not be easy.

Choosing my army for the game was
pretty straightforward. Firstly, as my
models would be featured in White Dwarf
I wanted to take all of my ‘new’ Skaven.
Having painted up nearly 3,000 points of
Skaven for 5th edition so hooked am I on
the furry fiends that I have started on
another Skaven army for 6th edition. In
my new army | have 2 units of Clanrats, 2
units of Slaves, Stormvermin, 5 packs of
Giant rats, Rat Swarms and Plague
Swarms, 6 Gutter Runners, 4 Rat Ogre
packs, Night Runners, 2 Ratling Guns and
a Warp- lightning cannon. This comes to a
little over 1,500 points and so leaves me
with plenty to spend on characters and
the rest to be made up with models from
my older army.

Characters are a very important part of a
Skaven army. Other armies can get away
without them, but a Skaven army will
flee without theirs. Normally, in less than
3,000 point games you have a tough
choice between the leadership and
fighting qualities of a Warlord, or the
magic capabilities of a Grey Seer, but in
this battle I would be able to take both!
Always one to try something new, |
decided to try out a new combo of magic
items for my Warlord. I would give him
the Languisher Sword (always strikes first
in combat), Cautious Shield (6+ Armour
save), Warpstone Amulet (4+ Ward save)
and Bands of Power (can potentially
double his base Strength, If I manage to
activate the Bands of Power I would have
a monster capable of dealing with most
things the Lizardmen could throw at
him, even a Carnosaur! With my Grey
seer I decided to stick with the tried and
tested. He is equipped with the
Tenebrous Cloak (to help protect him
from those skinky darts and javelins) The
Eye of the Horned Rat (can add an extra
Power dice) and the Warpstone Charm
(can re-roll any single dice roll once).

Next came the Heroes. Without the
support of other magic users and the
probability of facing a Slann, my Grey
Seer alone would be pretty impotent in
the Magic phase, so 1 chose a Warlock
Engineer to support him. He had all the
gear, including a warplock pistol, and
the ubiquitous Storm Daemon (able to
cast Warp Lightning without needing to
use Power Dice).

With the Warlock supporting the Grey
Seer, I decided to have an Assassin
support the Warlord. Recently | have been
having great difficulty getting any success
with the Eshin elite. Equipped with
Weeping Blades, 1 would hide him in the
Stormvermin unit along with my Warlord.
This would give me four Strength 4
(possibly Strength 8), and three Strength
5 D3 wound attacks before any enemy get
to fight, even if charged!

My next character was a Plague Priest. 1
decided that due to the lack of Dispel
scrolls I needed a bit more magic
capability and so gave him the Liber
Bubonicus. I decided 1 had to take a
chieftain with the ‘Frog Killer® (Brass
Orb). During the playtesting of the Skaven
book I took a Chieftain with the Brass
Orb, Skitterleaped him next to a Slann,
lobbed the Orb onto the unfortunate
amphibian and sucked him into the realm
of Chaos! I don’t think Anthony was in
the Warhammer Development team at the
time and might not have heard that tale. I
know it's a long shot, but it might work!

Having taken a Plague Priest, a unit of
Plague Monks was a must. With the
Banner of Burning Hatred, this becomes a
very powerful unit indeed, just so long as
it gets to charge. This can be a bit tricky
with the banner’'s downside of having to
move the maximum distance towards the
enemy half the time, but unpredictability
is part and parcel of a Skaven army.

Along with Plague Monks must surely go
an attendant unit of Censer Bearers. With
a Warp-fire Thrower to help deal with big
Saurus blocks and some more Giant Rats
to boost my Giant Rat units to a decent
size, I had my 3,000 points army. As it is [
will have to rely on magic, and the small
amount of shooting I have. This probably
is not going to be enough and so I will
need to be very canny indeed in order to
make my advantage in numbers count.

The Meeting Engagement scenario adds a
nice twist to a straightforward Pitched
Battle, the biggest difference being in the
deployment of troops. Because you must
write down your order of march before
the game, and deploy your troops from
the centre of the battle line out towards
the edges, it means you are not able to
respond very well to your opponent’s
deployment. It also makes the use of
terrain much more difficult to predict.

(It’s all very well wanting to put your war
machines on a hill, but if a hill is in the
centre of your deployment zone and you
have them at the end of your order of
march, that will be very difficult.)

In deciding my order of march 1 came up
with a bold plan that I hope will wrong-
foot Anthony and, with a bit of luck, lead
him to make some errors, [ would try a
‘Refused Centre’ approach. I would put
most of my strength on the flanks and
leave my centre relatively weak. My
centre will then hold or fall back as
needed, whilst my flanks advance and
sweep aside Anthony’s (hopefully)
weaker flanks and then finish off his
central units in a classic pincer move.
This plan is a big risk and is based on
how I guess Anthony will deploy his army
and the units he will choose. T think
Anthony will have a core central block of
Saurus units and a Slann flanked on each
side by the faster hard-hitting, but
potentially more fragile, units of Cold
One riders, Kroxigors, and Stegadon. If I
can keep out of a fight with the brutal
but slow Saurus units until the threat of
the faster units has been dealt with, 1 feel
1 have a chance of pulling off victory.

DEPLOYMENT

Well, I guessed the inclusion of the
Slann, but no Carnosaur or Cold One
Riders has surprised me. Also, less Skinks
than I would have expected. In fact,
Anthony's army is much smaller than 1
would have picked, considering we are
playing 3,000 points. He must have gone
big on magic items, and could it possibly
be a Second Generation Slann?

As for the deployment of the armies, so
far so good. | have two strong flanks
with which to descend on Anthony's
army from both sides, although the
Clanrats and Slaves on my rightare a
little boxed in by some difficult terrain.
The Terradon Riders and scouting Skinks
could cause some problems for my
frenzied Plague Monks, so I decided to
put my Gutter Runners over on my right
flank to help counter this threat.

As for my spells, the lack of either Warp-
lightning or Plague for my Grey Seer was
annoying. He now had only one spell
with any range to cast at the Lizardmen,
and Vermintide is only going to be much
use against the Skinks. As for the Slann’s
spells, I was pleased he only really had
damage-inflicting spells rather than
potentially more dangerous spells, such
as Unseen Lurker. Hopefully my
numbers would soak up much of the
magical damage, but if I am facing a
Second Generation Slann, he is going 1o
be able to successfully cast most of them
every turn which could cause some very
shaky Panic tests once my ranks

begin disappearing,

i
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CHARACTERS

2nd Generation Slann Mage- Priest
with Divine Plaque of Protection,
Standard Bearer, Plaque of Tepok,
Totem of Prophecy, Diadem of Power,
Steed of Shadows, Pit of Shades, Wind
of Death, Fireball, Conflagration

of Doom, 660 pts

Saurus Oldblood with hand weapon,
shield, light armour, Aura of Quetzi,
Blessed Spawning of Quetzi,

Scimitar of the Sun, 246 pts

Level 2 Skink Priest with hand
weapon, Cube of Darkness, Porient of
Five, Second Sign of Amud. 140 pts

Level 2 Skink Priest with hand
weapon, 2 Dispel scrolls. 150 pts

Saurus Scar-Veteran with hand
weapon, Gleaming Pendant of

_ Chotec, light armour, shield. 124 pts

O B —

CORE

16 Temple Guard with full
command, hand weapons, halberd
and shield. 323 pts

16 Saurus Warriors with full
command hand weapons and shield,
Warbanner, 257pts

15 Saurus Warriors with full
command, spears and shield 240 pts

10 Skink Skirmishers with a Brave,

hand weapons and shield. 65 pts
10 Skink Scouts with a Brave,
hand weapons, blowpipes. 75 pts

THE LOST CHILDREN OF THE FALLEN GODS

SPECIAL :
3 Kroxigor with great weapons, 174 pts

3 Terradon with a Brave, hand

weapons and javeling 115 pts
RARE_
3 Salamander Hunting Packs 195 pis

1 Stegadon & 5 Skink crew with hand
weapons & javelins, Giant bow:
235 pts

TOTAL

2,999 pts







MONTY LUKAST’S REVENGE

CHARACTERS et
Warlord Ratarsed Rat with heavy
armour, Languisher Sword, Cautious
Shield, Warpstone Amulet and

Bands of Power. 196 pts
Greyseer Monty Lukast with
Tenebrous Cloak, Eye of the

Horned Rat, 315 pts

Chieftan Ratatoey with heavy

armour, shield, Brass Orh. 101 pts

Plague Priest Infestus Vile with
Hand weapon, 2 Dispel scrolls.

114 pts
Warlock Engineer Skully with
warplock pistol, warp blades,
upgraded warp energy condenser,

super charged warp-power
accumulator, Storm Daemon. 120 pts

Assassin Takiratti
with Weeping Blade.
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CORE
25 Clanrats with standard, musician
and attached Ratling gun. 200 pts

25 Clanrats with standard, musician,
spears, and attached Ratling gun.
225 pts

24 Stormvermin with shields,
standard, musician Fangleader,
Banner of the Swarm and attached

Warpfire Thrower. 336 pts
4 bases of Rat Swarms. 180 pts
Giant Rat Pack (4 Packs). 120 pts
Giant Rat Pack (3 Packs). 90 pts
8 Night Runners. 56 pts
20 Slaves, with musician. 44 pts
20 Slaves. 40 pts

:"#‘.' -]

SPECIAL
6 Gutter Runners with poisoned
weapons and poisoned
throwing stars.

108 pts

19 Plague Monks with extra hand
weapons, standard, musician, Deacon,
and Banner of Burning Hatred.

202 pts
Rat Ogre Pack (2 Packs). 100 pts
Rat Ogre Pack (2 Packs). 100 pts
RARE
6 Plague Censer Bearers. 102 pts
\ﬁhrp-Lightning Cannon. 100 pts
TOTAL 2,999 pts
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LIZARDMEN TURN 1

Anthony: Having won the roll off, 1 chose
to go first — hopefully T could cause some
carnage in my first Magic phase. If I could
get one or two units flecing, then others
might soon follow, With this is mind, T
started moving my units.

Without a whole lot of subtlety, I moved
all my units forwards. My two blocks of
Saurus Warriors angled themselves
towards the strong Skaven right flank. My
scouting blowpipe Skinks pushed
forwards to the edge of their jungle, while
the other Skinks skittered forwards,
followed closely by the Kroxigors, with the
Stegadon nearby. My two Skink Shamans
got themselves into protected positions —
the Slann could see everything he wanted
to target with his spells this turn, so I
didn’t need the Priests in good line of
sight positions just yet.

r . UEMNCEAANC

TELEPATHY

Slann Mage-Priests can effectively
‘see’ through the eyes of any other
friendly wizard. So, if a Skink
Priest can see an enemy unit, even
if the Mage-Priest himself cannot
draw line of sight, the Slann can
still target that unit with spells.
The range is still measured from
the Slann itself, ignoring any
interposing terrain.

The Salamanders and their Handlers
would not be in range for their shooting
attack this turn. If I moved them up oo
far, then they themselves would be
targeted by the Skaven Ratling Gun, so I
just moved them up a little.

The Terradons caused me a slight problem.
I had wanted to nip them around the flank
of the Skaven to charge the Warp-lightning
Cannon in a future turn, but Gareth had
cunningly protected himself from such
tactics; there was another Ratling Gun

lurking nearby, a handful of crazed Censer
Bearers and a unit of Gutter Runners on
the flank. 1 wasn't going to get around
there, so redeployed them off the flank
into the main battle line. Maybe in the next
turn I could fly over a bit further, and have
a go at the Warp-lightning Cannon from a
different angle.

The Magic phase was the one I was really
looking forward to. I know that 2nd

Generation Slann are deadly, so my hopes
were high. For each spell that they cast
they have the option of adding in an extra
‘free’ dice after the roll, so their spells are
generally cast on very high casting rolls,
and the chances of an Irresistible Force
are much higher than normal.

With this in mind, 1 cast my first spell, a
humble Fire Ball directed at the Night
Runners. 1 deliberately tried to target units
far from the General for more chance of
them fleeing. Four of the Skaven were
burnt up, but they refused to flee. My
Conflagration of Doom was cast on the
Clanrats accompanied by the Grey Seer,
Chieftain and Warlock Engineer. If I could
get them running, that would really be a
bonus. The spell was cast on an
impressive 14, but managed a paliry 2
hits, neither of which wounded. Against
the same unit, I then cast Wind of Death,
which Gareth promptly dispelled,
followed by Pit of Shades. This killed five
of the rats, but they managed to clamber
out of the pit, and their movement
wouldn’t be hampered in the next trn.
Well, that was the end of my Magic phase.
Not an overwhelming phase, despite
getting loads of spells off, but an
encouraging start none the less.

The giant bow on the Stegadon was aimed
at one of the packs of Rat Ogres, but the
Skinks aiming the thing were way off.
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SKAVEN TURN 1

Gareth: My worst fears are confirmed,
Anthony has chosen a Second
Generation Slann. Ouch! I am now
going to be totally outclassed in magic,
even with the same number of dice.
With an extra dice to every spell and

+1 to cast Anthony’s ten casting dice
will easily allow him four or five spells
each turn and I will have to be lucky
to dispel just two.

I had a bit of fortune only suffering 5
casualties on my Clanrats with my spell
casters in from Ant’s magic. Losing that
lot on Turn 1 would have been a
devastating blow.

Annoyingly, my Plague Monks could not
control themselves first turn, 1 wish I had
deployed them behind the Censer
Bearers now, this would have at least kept
them in check. As it was they go barrelling
off toward the enemy at full speed. Now
in charge range of the Stegadon I decide
to put the Censer Bearers behind them in
case they do get beaten in combat and
flee. Any pursuit move will take the
pursuers into the Censer Bearers and
then allow a flank charge with my Clanrat
unit. Fortunately my right flank behaved
in a2 much more disciplined manner.

Sneaky ploy number one worked a
rreat. Ant used his Cube of Darkness

e i

Commitied to the atiack, the Temple Guard are slow to react to the Skitter-leaped Chieftan.

to dispel my first spell- fortunately,
the Cube failed to end the Magic
phase. That would have been
annoying. As it was I managed to draw
out enough of Anthony’s Dispel dice
allowing me to cast Skitterleap on my
chieftain with the Brass Orb.
(Personally if I was Anthony I would
have used a Dispel scroll even on a
little spell cast only on a 6).

L

Gareth and Anthony's armies are certainly no strangers to one another.

Now for the Shooting phase! It’s
crunch time. Pop the Slann and the
game is as good as won. Would the
gods smile on me this day?... No. The
useless Rat fumbles the Orb, drops it
at his feet and has to make a wild leap
out of harm’s way before the thing
detonates. Still, the look on Anthony's
face as I rolled the Misfire, oops 1
mean Artillery dice (cursed by those
fateful words!) made it all worthwhile.

-,

R
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LIZARDMEN TURN 2
Anthony: Oh my goodness! T think my
heart stopped when Gareth hurled that
Brass Orb. T should’ve known better
than to not try a bit harder to stop that
Skitterleap. Bad Ant! Still, in typical
Skaven fashion, the Chieftain botched it
— he was probably gloating or
something. After seriously berating
myself (that really would have been a
catastrophic blow had the Slann gone
pop), a brisk walk and a few thumps on
the chest to get the old ticker going
again, | moved into my Turn 2.

After umming and ahhing for a little
while, 1 charged my Terradons into the
Giant Rats in front of them. Terradons
had done me proud during playtesting,
so it was time to put them to the test
once more. With their ability to do a Hit-
and-Run Artack (basically allowing them
to flee after one round of combat after
they charge, and the enemy can't
pursue. Oh, and they also rally
automatically), T wasn’'t too worried
about them losing the combat. A few
extra casualties against the Skaven
would be handy though.

Gareth had cast Death Frenzy on his big
unit of Clanrats (the one with Grey Seer
et al), making them immune to panic
tests. Right, on to Plan 2 then. So, he had
three frenzied units on that side of the
board now (the Clanrats, the Plague
Monks and the Censer Bearers). Time to
try and use that against them, methinks.

The Chieftan and Night Runners give chase to the Skink Priest.

I moved my javelin-wielding Skinks up
into charge range of all three units, and
positioned my other units ready for
some counter-charges. The Stegadon got
itself in place for a flank charge on the
Plague Monks, while the Kroxigors and
Temple Guard also readied themselves.

The Skinks in the jungle pulled back
away from the edge, so that they
couldn’t be seen. On the other side of
the battlefield, my Saurus units
continued their advance. The Oldblood
left his unit to join the other Saurus
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regiment (so it now had a Scar-Veteran
and an Oldblood in it — ouch), as it was
looking like it would be in the thick of
the action sooner — and certainly was
less likely to be held up by those
blasted Rat Swarms. The Salamanders
darted forwards to launch combustive
gollops from their mouths, taking care
to keep out of range of the Ratling
Gun. The Skink Priest over that side of
the battlefield darted towards the
jungles, running away from the
Chieftain now lurking behind my lines.
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Cool. Time for my favourite, the Magic:
phase. To start things off, 1 cast Pit of
shades on the Stormvermin on the other
side of the battlefield. From 11 hits, 9
were wounded, and Gareth managed to
save all bar 3. Grr, no panic over there
then. Never mind. Next, I turned my
attention to the Rat Ogres supporting
the Stormvermin. They were in a nasty
position (especially as Gareth had so
many more units than I did), as 1
couldn't engage them directly, but once
combat had been joined, they were sure
0 be charging me in the flanks, getting
rid of rank bonus and causing havoc. 1
didn't want that! Although the Slann
could not see this unit, the Priest
running from the Chieftain could, and
so | cast Fireball at them, killing one of
the Pack Masters. Next off, 1 cast Wind of
Death on the same unit, slaying the
remaining Pack Master. Hoorah! They
would now more than likely be stupid
for much of the battle.

The rest of my spells were dispelled, and
I saved my remaining two Power dice in
the Slann’s Diadem of Power ready for
Gareth's surprisingly nasty Magic phase.

In the Shooting phase, the Salamanders
launched their fiery gobbets at the
Skaven Slaves, killing nine of them.
Impressive! However, two of the Skink
Handlers were gobbled up by one of the
Salamanders who obviously didn't like
getting jabbed in the rear by the Skink
pokers. [ must admit this made both
Gareth and myself chuckle.

The Stegadon again fired its giant bow at
the closest Rat Ogres, skewering one of
their Pack Masters! Not a good day to be
a Pack Master, it seemed. The brave little
Skinks who were luring the enemy into
a frenzied charge launched their
javelins, slaying a Censer Bearer with
their lethal poisons.

The Terradons killed four of the Giant
Rats, and suffered one wound in return,
and thus lost the combat. Never fear
though, they used their Hit-and-Run
Attack, and so fled away without the
Giant Rats being allowed to pursue.
However, to my annoyance, they fled 9"
before rallying automatically — putting
them right in the path of the frenzied
Plague Monks I was hoping to charge
into the flank with the Stegadon. How
annoying!

SKAVEN TURN 2

Gareth: Another barrage of magical
attacks survived with relatively little
damage, although losing the Pack
Masters on my Rat Ogres making them

stupid was unforrunate. 1 am beginning

to feel 1 made the right decision in
not taking any Dispel scrolls. 1
think that if T was going to
choose to use scrolls to stop
any spells they would have

all been used up by now.

I would have liked Anthony to charge
my Plague Monks with his Stegadon.
Against a fully ranked-up unit a
Stegadon needs a bit of luck to break it
but he was too canny for that. Instead,
by putting his Skinks in charge range of
the Plague Monks and shifting the
Stegadon a bit to the side when my
Plague Monks are forced to charge the
Skinks (due to frenzy) the Skinks would
flee and leave the flank of my Plague
Monks open to charge from the
Stegadon. | was assuming this unit
would be lost.

The Giant Rats seeing off the Terradon
riders helps the situation a bit. At least it
now gives me a unit the Plague Monks
can charge without exposing their flank.
I will just have to hope Anthony fluffs
his attacks from the combined charge of
Stegadon and the Kroxigor.

On the other side of the battlefield
things are looking a lot brighter. I have
Anthony’s Saurus unit containing both
Oldblood and Scar-Veteran perfectly
lined up for a shot from my Warpfire
Thrower and Ratling Gun. Also my units
are manoeuvring up for a combined
flank and front charge. The Salamanders
are proving to be a concern, but so long
as they continue shooting Slaves |
don't really mind.

My Magic phase turns into a disaster!
Getting Irresistable Force from my
Warlock is all very well but then all he
does is take a wound himself! And then
when my Grey Seer miscasts, I need to
use his Warpstone Charm to at least give
him a chance to cast again later in the
battle. This is bad, very bad. To add
insult to injury my Warpfire Thrower
backfires killing the weapon team.
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LIZARDMEN TURN 3

Anthony: Not the best of mrns from
Gareth, particularly with his Grey Seer out
of action for the next turn. The Warpfire
Thrower exploding was handy too.

Charge! The Stegadon ploughed into the
front of the Plague Monks (1 would have
preferred the flank, but the front will just
have to do). The Kroxigors also declared
a charge on them - however, they can
only charge through Skink units that are
not fleeing, so it would all come down to
the Skinks rallying — if they rallied, 1
could charge through them, if not, then
they wouldn’t be going anywhere. Luckily,
the Skinks did rally, and so the Kroxigors
also hammered into the Plague Monks.
That's gotta hurt.

The Terradons had had enough, and flew
off the table. Mutter, Mutter. Most of my
army marched resolutely towards the
enemy — my spear-armed Saurus with the
two Saurus characters put themselves in
the position to get charged, though | tried
to angle the unit so that they could only be
charged in the front. A daunting prospect
for Gareth, certainly. And 1 had another
trick up my sleeve, if that unit could just
hold out for one turn...

My Slann kicked off the Magic phase with a
well-aimed Fireball at the Rat Ogres in
front of him, killing the remaining Pack
Master. More Rat Ogres subject to
stupidity! Wind of Death was dispelled,
and once again my devastating
Conflagration of Doom managed a measly
2 hits — still, that was two less Plague
Censer Bearers to contend with, and [
really don’t like them much. I cast Pit of
Shades on an impressive 17, dropping it
on top of the Gareth’s big unit of Clan Rats
with the Grey Seer, killing four Rats. Again,
they clambered out of the hole with no ill
effect. One of the Skink Priests attempted
Forked Lightning, which he failed to cast.

The Salamanders backed off away from the
Ratling Gun, keeping out of its range. This
was starting to annoy me a little, for 1
usually prefer to use my Salamanders to
close with the enemy — from there they can
either charge into combat or move into
better positions to pick their target.
However, | really didn’t want to get
mangled by Ratling fire, so they backed off
and spat into the Slaves again, doing
another 9 kills. Again, they passed their
panic test under the glowering gaze of the
Warlord. Once more, two more Skinks
were gobbled up by the vicious beasts.

The Skinks in the jungles emerged on its
edge and blew a flurry of darts at the Giant
Rats. I killed just enough to make them
panic, and panic they did, flecing back the
way they came. That'll teach 'em to enter
the jungles!

In the one combat that was taking place,
the Stegadon killed only four Plague
Pricsts with all its impact hits, attacks and
Skinks in the howdah. The Kroxigors

f

faired a little better, smashing the Plague
Priest into the ground, and killing another.
In return, the Plague Priest Champion
(who I had forgotten about) killed a
couple of Skinks atop their howdah.
Nevertheless, this was enough to break the
Skaven, and both units pursued, running
them down. The Stegadon ploughed into
the Censer Bearers, but the Kroxigor fell
an inch short, standing just in the way of
the frenzied Clan Rats. Hmm. ..

SKAVEN TURN 3

Gareth: As expected the Plague Monks
were cut down by the double charge from
the Stegadon and Kroxigor. On the other
side of the battle things are still looking
very promising. Anthony has advanced his
Saurus with spears so 1 should be able to
charge his front with my Stormvermin and
Rat Ogres and flank with Slaves. With my
Assassin to take out his Scar-Veteran (1
think going for the Oldblood would be
asking too much) This is a combat [ really
have to win,

Again 1 survived the Magic phase with little
damage apart from my other Rat Ogre unit
losing the Pack Masters and going stupid.

I had a moment of concern when Anthony
forced a Panic test on my Slaves lined up
for a Mlank charge, but breathed a sigh of
relief when they passed.

Unfortunately, the Clanrats with spears are

frenzied and have to charge the Kroxigor
in the front: with 1 wound already on my
warlock and a stunned Grey Seer being hit
automatically, this is not a combat T would
choose. Frenzy has turned against me! It
was all very well when it made me
immune to all those Panic and Terror tests
but now my lack of control over the unit
could cost me the game!

Now to close the trap on the unfortunate
Saurus! Unfortunately the Rat Ogres fail
their Leadership roll and are stupid, so the
Stormvermin will just have to charge in the
front on their own. First I must declare a
charge from my unit of Slaves facing the
Salamanders in order to free the way for
my other unit of Slaves to flank charge the
Saurus Warriors. Then [ can declare the
Slaves flank charge followed by the
Stormvermins’ charge. On the other side

" of the bartle I am, reluctantly, forced to

charge the Kroxigor with my Clanrat unit
and, in order to pin down the second unit
of Saurus, I charge them with the Swarms.
‘This should mean that once I have
defeated the Saurus with my Stormvermin
it will be a simple task to turn round and
flank charge this unit while it is trapped
wading through 20 wounds of Swarms.

What's this? My first unit of Slaves fails their
Fear test? Nooooooo! Tt cannot be! Now |
have to face the Saurus one on one with
my Stormvermin. This is not what I wanted
at all. At least I still have my Assassin, but
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any chance of activating the Bands of
Power is lost because my Grey Seer is still
recovering from his miscast and my
Warlock is in close combat and so unable
to cast his magic missile spell!

With the prospect of the Kroxigor killing
my Warlock and possibly Grey Seer I decide
to shoot into that combat with my Rading
Gun, If I can kill one of the beasts the
Kroxigor may panic and at any rate, 3 less
attacks will mean they must surely lose the
combat and it may just save my Grey Seer.
After 2 dice T have 8 hits, a 6 and 2. I do

not feel these will be enough to kill a
Kroxigor, so I roll a 3rd and unfortunately
roll a double 2. No shots fired. Oh dear it
all seems to be going very wrong and the
calamity of the Shooting phase continues
when I misfire the Warp-lightning Cannon.

I still have my Assassin!

Crunch time. First the Stegadon destroys
the Censer Bearers. No matter they are
unimportant and expendable. In the battle
against the Kroxigor my Clanrats fight like
daemons and in Anthony's attempt to kill

my Warlock he misses with all his attacks!
Praise be to the Horned One! The
Kroxigors break and are run down and, for
an added bonus, my pursuit takes me into
a unit of Skinks! Phew, that was close, how
my Grey Seer got away with that one I
don’t know. I just hope my good fortune
can continue in the fight that now really
matters! Break the Saurus and the game is
as good as won. The Salamanders will be
no threat to a combined assault from 2
units of Slaves and a Clanrat unit, and the
other Saurus unit locked in combat with
the Swarm can be picked off at my leisure.

My Assassin leaps onto his Scar-Veteran as
the big lizard bellows a challenge,
Hurrah! T wound the creature. Double
hurrah! Roll a D3 for the Weeping Blades,
(3+ and the lizard is dead) Arrrgh a 1!' T
don't believe it, the stupid Assassin fluffs
it like all other Assassins before him! Is
there not a single Rat in all of Clan Eshin
that has the ability to kill anything! Curse
Assassins! He is promptly squished by the
Scar-Veteran. Serves him right the stupid
Rat. Fortunately for me Anthony's
Oldblood proves nearly as hopeless and
only kills 2 Stormvermin, and with the
help of my numbers and the banner of
the Swarm I win by 2 but it is not enough
and the Saurus hold. Curse them, but
more importantly than that, curse the
traitors of Clan Eshin.
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LIZARDMEN TURN 4

Anthony: The only charge that 1 could
actually do was against the stupidity-
ridden Rat Ogres in front of the Temple
Guard. Slight overkill, but I went for it
anyway. | didn’t need to take a Fear test,
for my Temple Guard caused fear
themselves due to the Totem of Prophecy.

There really wasn’t a whole lot else that 1
could move. The Stegadon ran around
behind Gareth's Grey Seer led Clanrats. [
could only hope that when the Skinks
broke (which they would invariably do),
that the Skaven wouldn’t pursue far
enough to get out of the Stegadon’s charge
range. Elsewhere, the Salamanders
decided it was time to go forwards, and
they moved across the battlefield in a
flanking move. The Skink Priest pursued
by the Chieftain and the Night Runners
legged it to the edge of the water, hoping
to hide in the watery depths. The other
Priest jumped into the other jungle,
attempting to hide from the Gutter
Runners that were gunning for him. Maybe
Gareth would forget he was there...

Slann Mage-Priests don’t count as being
in combat for purposes of their own
magic casting unless they are themselves
in base contact with an enemy, and so my
Slann targeted the Warp-lightning
Cannon with a Fireball while his Temple
Guard fought the Rat Ogres.
Unsurprisingly, it caused no wounds.
Next, the Slann cast Pit of Shades with
Irresistible Force against the unmolested
Clanrat unit on the other side of the
battlefield, killing four of their number.
This time, the pit did its job, and they
would be moving at half speed next turn.

Next on the spell casting agenda, and 1
wanted to get rid of that Ratling Gun
lurking nearby the Stegadon. Sure it might
run off from Terror in the next turn, but 1
didn’t want to risk it killing the one
remaining Skink on top of the Steggie.
Slight overkill perhaps (or perhaps not,
knowing my luck with this spell), I cast
Conflagration of Doom on the Ratling
Gun, frying the scrawny rodents.

The Salamanders launched another burst
of fire, this time at the big unit of
Clanrats nearby. From an impressive 18
hits, I managed to inflict only 5 casualties
- I only needed one more and it would
have forced a Panic test, but it was
obviously not to be.

Against all my hopes, the Skinks held
against Gareth's overrunning Clanrats! In a
spectacular display of poor dice rolling,
the Skaven caused only a single Skink to
expire, and they killed one Skaven in
return, Still, I lost the combat but held
thanks to the Cold Blooded rule (this
allows you to roll 3 dice for Leadership
tests and use the two lowest scores).

The Temple Guard absolutely slaughtered
the Rat Ogres, and trampled over their
bloody corpses. Meanwhile, I managed to
dispatch one of those irritating Rat
Swarms, losing one of my Saurus in
return. These guys were going hold me
up for ages! I'm just glad T got my Lord
out of there into a more useful position.

Talking about useful, my Scar-Veteran
(who had somehow escaped being killed
by the Assassin) activated his Gleaming
Pendant of Chotec. Sound and light
burst from the puzzle-box, momentarily
stunning the Skaven, and allowing my
Saurus to attack first. Most excellent,

And attack they did. The Saurus
slaughtered ten Skaven, and that was
before the characters had attacked! The
ScarVeteran butchered two more. The
Oldblood, in a challenge with the Skaven
general inflicted five wounds, but only
one got through Gareth's armour and
wards. In return, the Skaven general
inflicted two wounds on my general!
Ouch! I had a 4+ Ward save against
attacks of Strength 5 or more, but the
Skaven was only Strength 4.

still, the Skaven fled before the wrath of
the Saurus. After a bit of deliberation, I
chose not to pursue, though it hurt a little
choosing not to chase down the Skaven
Warlord, Still, if 1 pursued them, I'd be
putting my unit in a terrible position - I'd
get flank charged by a fully ranked up unit,
and I couldn’t afford to lose this unit.
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SKAVEN TURN 4

Gareth: Eeek! The Stegadon moving to
breathe down the necks of my Clanrat unit
has once again put my Grey Seer in jeopardy,
especially as those Skinks somehow held.
Once again I withstood the magical barrage.
The loss of the Ratling gun was of no matter
as it would have had to pass a panic test
from the certain defeat of the Rat Ogres and
then a Terror test due to the Stegadon
before 1 would be able to fire.

I had already counted this weapon as lost.
My fortunes took a downward spiral when
the Skinks in combat with my Clanrats
held! Now even if T break the Skinks next
turn (which I surely must) the Stegadon
will have a rear charge!

It was in Anthony’s Combat phase that the
full treachery of the Assassin’s failure was
revealed. Not only did his failure to kill the
Scar-Veteran the previous turn allow the
Saurus unit to hold their ground, which is
bad enough, Anthony had given the Scar-
Veteran the Gleaming Pendant. This meant
all in his unit struck before mine! Lapping
round the previous turn has only made
things worse for me. Butchered by the
Saurus and broken, my Stormvermin fled.
The one saving grace was that Anthony
elected not to pursue and thus expose the
flank of his victorious Saurus to a charge
from my Clanrats.

I decide that in order to keep the Rat Swarm
alive a bit longer, my Giant Rats must charge
into combat with the Saurus Warriors forcing
them back into formation from lapping

round the Swarms. At last I see a chance for
my Gutter Runners and move in to
surround the Skink Priest that just moved
into the jungle. Trapped with nowhere to
run 1 would hold back any dispel dice I have
to save the Gutter Runners from his Forked
Lightning spell. If they don’t panic the Priest
is mine! My Warlord rallies but what good
he will be now I don't know. At least
Anthony will have to do some more work to
get his Victory points.

In an effort to save my Grey Seer I try
Skitterleap on 4 dice (my best chance of
Irresistible Force) and promptly miscast.

Both players begin to let their nerves get the better of them.

Can this get any worse?

Yes, in my Shooting Phase I promptly roll
a double 1 for my Ratling Gun. And get
another amazing Strength 2 on the Warp-
lightning cannon.

The Giant Rats do a sterling job against the
Saurus Warriors but these guys just will not
break. The Skinks on the other hand do
break and if I can roll an 11 or more on my
pursuit I can get away from the Stegadon. A
10! So close, but this must surely be the
end for Monty and any hope I may have of
pulling this battle out of the fire.

The Warp-lightning Cannon fires wildly
overbead as the Stormuvermin retreat.
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LIZARDMEN TURN 5

Anthony: Right, things were starting to
look good for the Lizardmen, with much
fewer Skaven units on the battlefield. My
right flank was pretty much in complete
control of the Lizzies, and things were
looking good on the left as well.

With a resounding roar, the Stegadon
charged into the rear of Gareth’s Grey
Seer led Clanrats. The Salamanders
decided it was the moment to take
charge (yes, bad pun), and charged
the remaining Ratling Gun. It fled

before the fear-causing creatures. They
redirected into the flank of the Clanrats
— unfortunately for me, only one
Salamander was actually in range, and
so the rest ranked up behind it in an
odd looking (and weak) conga line.
Maybe that wasn’t such a great idea...
Still, at least it would hold the Clanrats
up, and stop them from being able to
flank my main Saurus unit, which could
be disastrous.

The Saurus launched themselves forwards
into the hapless, stupidity prone Rat Ogres
in front of them. The Temple Guard

manoeuvred closer to the Warp-lightning
Cannon, and the blowpipe-armed Skinks
started running out into the open (and
away from the Gutter Runners). The Skink
on my left flank bolted into a position
where he could see the Stormvermin,
even though it would put him in charge
range of the Night Runners.

Gathering his power, the Slann directed
his energies at the Warp-lightning
Cannon. He miscast of his first spell
(Fireball), but thanks to his abilities, he
did not need to make any roll on the
Miscast table. Next up, using the line of
sight of the Skink Priest, he cast Wind of
Death (curry the night before, perhaps?)
on the Stormvermin, killing three of
them and making the remainder of them
flee. Next up, I cast Conflagration of
Doom on the Warp-lightning Cannon.
For once, | inflicted a good number of
hits (12), but completely failed to hurt
the diabolical machine. Hmm, don’t
think I'll waste any more spells trying to
hurt that seemingly indestructible thing.

Now on to the spell I needed to work —
the poor little Priest in the jungle had
suddenly found himself completely
surrounded by Gutter Runners, so that he
couldn’t actually get away. He tried to zap
them with Forked Lightning, and
succeeded with Irresistible Force, but
managed to fry only a single Rat; not
enough to panic them. Alas, poor Priest.

The other Priest attempted to cast Comet
of Cassendora, but failed to cast it.

The Stegadon smashed into the rear of the
Clanrats, killing five with its impact alone.
With a couple more kills from its stomping
feet, the Clanrats were off and running,
though they managed to outdistance to
titanic beast, giving them a chance to rally
and ready themselves for one more charge.

The Saurus was engaged by the Rat
Swarms and the Giant Rats hacked
around themselves in fury, managing to
win the combat. The Rat Swarms, being
Unbreakable, couldn’t care less, and the
Giant Rats passed their Break test.

The other unit of Saurus smashed into
the Rat Ogres, leaving the remaining Rat
Ogre on one wound. He wisely (despite
his stupidity) fled, and was squashed
into the ground under the trampling of
clawed Saurus feet.

The Salamanders fared badly,
inflicting absolutely no wounds.
Nevertheless, they refused to flee.
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SKAVEN TURN 5

Gareth: As expected the Slegadbn'
charged me and still being frenzied T had
to hold and accept my doom!

The loss of Ratarsed and his Stormvermin
to the Slann’s magic was to be expected.
Obviously deciding that all was lost and
Monty was about to meet his doom now
was a good time for one of his famous
‘tactical withdrawals’. When Anthony
rolled Irresistible Force from his Skink
casting Forked lighining at my Gutter
Runners when 1 had 5 dispel dice saved
just for this spell 1 just couldn’t believe it!
I cursed the Horned One for abandoning
me this day, but when only one was
killed saving me from that Panic test I
said “sorry, I didn't mean it really.” He
must have accepted my apology because
despite losing combat to the Stegadon
and fleeing only 7" the Stegadon only
pursued 5", Could the luck of Grey Seer
Monty Lukast possibly continue?

You bet ya! Rallying on 7 the unit turns to
face this terrifying creature whilst the
Gutter Runners pounce onto the hapless

Skink Priest. Having spent the whole
battle chasing down the other Skink Priest
my Chieftain and Night Runners finally
get to charge the little lizard, who not
surprisingly opts to flee.

Now we shall see what Skaven magic can
do! With only 4 dispel dice and probably
no scrolls (unless the Slann was given any)
for the first time in the battle T felt T had
the edge in my Magic phase, Drawing out
one dice with Storm Daemon Anthony
decides to let Warp-lightning from my
Warlock through. The last of the Skinks on
top of the Stegadon dies and the Stegadon
fails its Leadership roll and decides to
wander off home. Yes! Once again Monty
escapes from the clutches of death.

Another misfire from the Warp-lightning
Cannon was of no surprise. | will be
having words with Clan Skryre
demanding a full refund on all their
so-called wonder weapons!

The Gutter Runners dispatch the Skink
with ease and, fuelled with a blood lust,
crash wildly out from the woods and into
the remaining Skink unit. That's a bonus!

“Charge!" - the Stegadon chases after the fleeing Clanrats.

Gareth prepares to eat another
piece of Warpstone Charm,

Suddenly the side of the battle that was
given up for lost earlier on is looking
good and the side where 1 felt in
command is as good as lost, although
finally breaking the Salamanders has
helped a bit, but catching them would
have been better.
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LIZARDMEN TURN 6

Anthony: Right, so it is into the final
turn — time to inflict as much damage
as possible. Unfortunately, there
wasn't really a whole lot for me to do
— most of my units were either
engaged in combat or out of position
(or in the case of the now crew-less
Stegadon, running towards the table
edge). How annoying, it would have
been immensely satisfying to rout the
Grey Seer.

The Temple-Guard charged the Warp-
lightning Cannon, which fled off the
table. Meanwhile, the spear-armed
Saurus turned towards their
beleaguered comrades, who were being
slowly hacked down one by one. The
Oldblood left the unit, running towards
the Slann. The Salamanders rallied, and
readied themselves to receive the charge
of the Clanrats. The Priest however, had
obviously had enough of running all
over the battlefield, pursued by black-
cloaked Rats, and skittered off the table.

In an attempt to panic the Grey Seer
and his retinue, the Slann cast Pit of
Shades on them, causing no wounds at
all. With a handful of dice, I then cast
Steed of Shadows on the Oldblood,
throwing him into the rear of the Giant
Rats that were slowly picking apart the
Saurus. The remainder of my dice were
wasted really (except for two I saved in
the Diadem once more), as the Slann
couldn’t draw line of sight to anything
else on the battlefield. Where are those
Priests when I need 'em?

In my last Combat phase of the game,
the unfortunate Skinks that had been
overrun into were torn apart by the
Gutter Runners, hacked down as they
turned to flee. The Oldblood thrashed
around him, slaying four Rats. The
Saurus themselves were cut down, so
that there was only three Saurus still
standing. Thanks to these unexpected
casualties, I lost the combat. I had
horrible visions of the Oldblood being
run down, but thankfully I managed to
pass both Break tests — once again,

thanks to the Cold Blooded rule in
combination with the Slann’s high
Leadership and battle standard.

SKAVEN TURN 6

Gareth: Okay, so the Temple-Guard
chased off the Warp-lightning Cannon.
The thing was a dud anyway. Moving
the Oldblood from out of the unit of
Saurus rang some alarm bells. The
fleeing Skink Priest failing to rally
helped things a lot. This should have
been enough to Dispel at least the Steed
of Shadows spell, or so I thought,

Saving all 5 of my Dispel dice to nullify
this spell 1 fail miserably. The result is that
in my turn, the Giant Rats are defeated
and flee from the combat. On the plus
side my Gutter Runners cut through the
Skinks and cause them to break.

Climbing out from the Pit of Shades
meant I could only move my Warlock
and Grey Seer 5" towards the Saurus in
combat with the Swarms. I hope it will
be enough. Testing the range with Storm
Daermon it is just within range, and one
of the remaining three Saurus dies.
Failing to cast Warp-lightning though is
a big blow. This would have meant
Anthony would have had to use his
Dispel dice to stop it and 1 would then
have been free to Skitterleap and
Vermintide or Pestilence Breath with my
Seer. As it was Skitterleap was dispelled
and there was nothing else to do.

The Salamanders pass their Break test
on a four or less for the second time in
the game robbing me of vital victory
points and my Swarms only manage to
kill one more Saurus Warrior leaving just
the Standard Bearer alive along with a
load more Victory points. Curses,
Anthony has done for me again!

Result: A solid victory for
| Anthony's Lizardmen.

The Saurus Oldblood magically charges into the vear of the Giant Rats. -
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Anthony: Phew! There
were 4 few moments
in that game that had
me seriously worried.
It could have gone so
badly in Turn 1, when
that Chieftain lobbed
his Brass Orb — it really
does bring a sickly
feeling to my stomach
even now. I was lucky there. Always be
wary of Skitterleap! 1t's the most innocent
looking of spells, and it has the potential
to be the most devastating of all, as |
should have known.

The army performed very well overall,
the star | think being the humble Saurus
Warriors. These guys are deadly, able to
deal out huge amounts of carnage, and
proved almost immovable. Their Cold

Gareth: It's not my
fault! Surrounded by
incompetent fools and
sub-standard
equipment what was |
to do? Through the
sheer genius of my
battle plan I had the

: battle all but won,
only to be betrayed by cowardice and
poor workmanship.

Is it so hard to understand simple
instructions such as pull the pin, count
to 5 and throw it? Not drop it, THROW
it! And who made those Weeping Blades?
Come on own up, who was it? Shoddy
inferior workmanship that's what!

Oh, the life of a Skaven commander is
full of frustration. But that's what makes
it so much fun. You just never quite
know how the battle will pan out.

Take the Brass Orb for example. If I had
rolled a hit and the Slann had failed to
escape [ would have probably won the
battle with that one shot! (Although it
probably wouldn’t have been such an
exciting game) He alone was worth
around 1,000 Victory points and even
though his magic did not cause much
damage directly it was enough to tip the
balance of a few combats in the
Lizardmen's favour and his Leadership
and re-roll saved his Saurus spear unit at
least once.

‘Take the Assassin’s Weeping Blade. If 1
had only managed to roll a 3+ on his D3
wounds roll against the Scar-Veteran, he
would have been killed meaning I would
have won the first combat by 5 not 2 and
the next turn (if there were a next turn)
would have been attacking first.

If my first Slave unit had not failed its
Fear test | would have had a flank
charge on the unit as well, probably

i

DEATH TO THE RAT SPAWN!

Blooded rule, particularly when nearby
the army standard, makes them such a
reliable unit,

The Temple Guard didn’t get much of a
chance to prove themselves — no one
wanted to fight them! And rightly so -
Gareth wisely avoided them. In
retrospect, | think I could have deployed
them in a better place to get more
involved in the battle, but using the
Meeting Engagement scenario certainly
makes that a lot harder.

The Slann proved his magical
dominance, and I could pretty much
cast my spells with impunity. All T can
say on his part is protect your Priests
{though this obviously depends on what
spells the Slann has). They were vital for
my Slann’s spell casting (using their line

RATS!

increasing my combat resolution by at
least another 1. Even Lizardmen have
difficulty passing Break tests at —6.

It's moments like these that keep me
coming back. If the dice behaved
themselves and always did as expected
the game of Warhammer would not be
nearly so enjoyable.

Miscasting twice with my Grey Seer,
Monty Lukast, did not help matters,
but amazingly, despite being in all sorts
of danger throughout the battle, he
survived. Not only that, prior to this
battle report, he was commanding my
army in the WPS Club Challenge event.
Even though I lost 4 of the 5 games |
played Monty survived in every one of
them! I love it when events on the
battletield shape characters into your
very own ‘special characters’. This
character of mine seems blessed with
extraordinary survivability, rivalling

of sight thanks to the Telepathy rule), as
I had so many Magic Missiles. Without
their line of sight in the final turn, the
Slann couldn’t cast his attacking spells
and all that power of his was wasted.

This was a great game, played in a
great spirit. Gareth is a top notch
opponent, and a pleasure to play
against. He really did have some
(appropriately Skaven) bad luck, with
exploding guns, wild magic and
unpredictable troops. Full credit to
him, because for a moment there 1
was thinking things were looking very
grim for the Skaven, but he managed
to claw his way back into the game,
making it a lot closer in victory points
that it could have been. And he even
shared out his remaining ‘Warpstone
Tokens' after the battle — what a nice
bloke! All fear the cold-blooded ones!

even that of Thanquol. I think Grey
Seer Monty Lukast will be making
many more appearances in future
Skaven armies of mine.

Despite the failures of my troops, the
battle was full of drama and excitement
as it always seems to be with a
Lizardmen / Skaven match up and 1
enjoyed every moment. The Lizardmen
proved to be as reliable as ever and my
Skaven as unreliable as usual.

In the end, even though the battle was
lost I can take some heart from the fact
that most of my troops ran away, rather
than were killed. “He who runs
away...... " You can be sure after Monty
has reported his triumph to the Council
of Thirteen and redirected any blame
onto others (Ratarsed seems to be the

. prime candidate for this) he will be back.

I'll get you next time Anthony!
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. This is the events calendar for the

. regions of Benelux, Denmark,

. Eastern Europe, Finland, Norway,

" Poland and Sweden. The calendar

will cover a three month period :
and will contain everything from

Roadshows and Fanatic events to
WHAT’S HAPPENING IN NORTHERN EUROPE

nationwide Grand Tournaments.

The calendar provides you with the freshest information on what's happening in the Northern European regions as and when it becomes
available. We are updating the calendar every three months but if you want more information about upcoming events and tournaments,
please contact either the shops directly or keep your eye on these pages.
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= == STORES IN SWEDEN = —

Games Workshop has no less than 56 outlets in Sweden. If you're a hobbyist in this country, why not pay a visit to one of the stores listed below. You'll
not only find a great range of products and play fantastic games, but also get all the latest releases from the Games Warkshop forges. Stores marked in
red are Games Workshop stores, while stores marked in blue are elite stores who stock the full Games Workshop range and offer hobby events and
demonstration games. Stores marked in green are partnership stores who stock a wide range of Games Workshop products. A full list of all Games
Workshop stockists in Northern Europe is available on our website: www.games-workshop.com/shopping/UK/locator.asp
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1. Mlingsés: Active Kids 11. Hudiksvall; Alhins Leksaker 21. Ljungby: Gamesmania
Kungsgatan 25, 441 30 =:0322634511 Storgatan 24, 824 30 =; 0650595082 Féireningsgatan 9, 341 30 =: 037214550
2. Boras: Hobbex 12. Jarfalla: Hobbex Jarfalla 22, Luled: Spelkallan
Skarahorgsv 62-64, 506 30 =:033418380 Flygavfarten, 175 38 =: 0858018091 Kungsgatan 14, 971 04 = 092014989

% 4. Enkoping: TV-Spelshirsen 13. Karlskoga: Leklddan 23. Lulea: Tradition
§ Radmansgatan 11, 745 35 =: 0171473494 Bergsmansg 17 691 31 =: 058633333 Storgatan 51, 972 31 =: 0920258702
# 4. Eskilstuna: Lasses Leksaker 14, Karlskrona: Simsalabim 24, Lund: Tradition
| Kungsgatan 21, 632 20 =: 016130335 Norra Kungsgatan 4, 371 33 = 045531103 Mova Lund, Fiiretags vgen 277 61 =; 1046128940
] 5, Falun: TV-Spelshiirsen 15. Karlskrona: Fact & Fiction 25, Malmi: Avalon
‘ Falugatan 2, 791 71 =: 023 27 77 5 M. Kungsgatan 7, 371 33 =: 045516710 Stora Nygatan 53, 211 37 -=: 0406118000
'* 6. Gévle: Hobbyshopen 16. Katrineholm: Marren 26. Malmi: Phantacity
& Drattninggatan 25, 803 11 =: 026186299 Fredsgatan 35, 641 22 =: 070550848 Gustav Méllersgatan 2, 211 51 =: 040123719
» 7. Gitehorg: Tradition 17. Kristianstad: Hénan Agda 27. Malmii: Tradition
Femmanhuset, 411 06 =: 031150366 (Ostra Storgatan 47, 291 31 = 044102288 Hamngatan 3, 211 22 =: 040230380
! 8. Giteborg: Tradition 18. Kungsbacka: Tradition 28, Marby: Gameshop Mérhy
Jarntorget 4, 413 04 =: 03124108 Kungsmassan, 434 38 =: 030071240 Mirbyplan, 132 31 =: 087559800
9. Halmstad: Tradition 19. Lidkdiping: TV-Spelsbutiken 29. Norrkiping: Hobbyhirnan
% Drottning Kristina passag, 302 42 =: (135128260 Gravhusgatan 11, 531 31 = 051066657 Drottninggatan 18, 600 42 =: 011162120
: 10, Halmstad: Lekcenter 20. Linkdiping: Tradition 30. Mykiping: Bara Spel & Hobby
3 Ktpmansgatan 8, 302 42=: 035128650 Storgatan 54, 582 28 =: (13137840 Bagaragatan 35, 611 30 =: 0155 286780
: .
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31, MNykdping: Laka TV-Spel
Dstra Storgatan 22, 611 04 = 0155281000

32. firebro: Tradition
Stortorget 7-9, 702 11 =: 019120140

33, Ornskiildsvik: Sound & Vision
Skolgatan 11, 891 33 =: 066019924

34. Ostersund: Hobbyhoden
Stortorget 4, 831 30 =: 063513310

. Siffle: Hobbykdllaren
Vastra Storgatan 6, 661 30 = 053314594

36. Skivde: TV-Spelshutiken
Kyrkogatan 11, 541 30 =: 0500488810

37. Solna: Gameshop Soina
Rasundavagen 157, 169 36 =: 087304030

38. Stockholm: Games Workshop
Regeringsgatan 30, 111 53 =; 08 213 840

39, Stockholm: SF-Bokhandeln
Vasterlanggatan 48, 111 27 = 08215052

40. Stockholm: Tradition
Storforsplan 42 - Farsta, 123 47 =: 06058160

41. Stockholm: Tradition
Hamnpatan 37, 111 53 = 084112151
42. Strangnds: Tv-Spelshdrsen
Tradgardsgatan 20, 645 31 =: 015210191

43. Sundsvall: Orion Spel
Storgatan 33, 852 30 =; 060155947

44, Sundsvall: Tradition
Storg 26, 852 30 =: 0860538473

45, Uddevalla: Alfred's
Torp Kopcentrum, 451 76 =; 052288899

46. Uddevalla: Tradition
Torp. Kopcentrum, 451 76 =: 052288650

47. Umea: Fantasia
Storgatan 44, 903 26 =; 090770360

48, Umea: Tradition
Wasagallerian 903 26 =: 090701590

49, Upplands Visby: Lekia Upplands Vasby
Dragonvigen 86, 194 00 =: 0853030933

50. Uppsala: Hobby Games
Skolgatan 7.750 02 =: 018711590

Uppsala: Prisfyndet
Kungsgatan 39, 753 21 = 018106607

52, Uppsala: Tradition
Bredgrand 4, 753 24 =: 018141315

53. Vdrmamo: Gamesmania
Storgatan 34, 331 31 =: 037010646

54. Visteras: Zetlerlunds
Stora Gatan 33, 722 12 = 021104494

55. Vixjo: Helges Hala

Klostergatan 4, 352 30 =; 047021802
56. Visby: Lekstugan

Hs‘_istgat__ap 18, 621 56 =: 0498215050

3

@

51.

;y ihere is a complete listing of all the places
your can biy Games Workshop products upon our website
www.games-workshop.com.

@ Games Workshop
@ CElite store

@ Partnership store

@ ndependent stockist
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SUBSCRIBETODAT!

_ SUBSCR]BEH.BENEFITS:
mﬂsomiuamouwmmszoomoxm | *'Guatabteed felivery to yeur daot

« A healthy saving on the cover price.
b Access to subscriber-only special offers!

& WHITE DWARF OFFERS YOU:

- | « New background material to enhance
the Warhammer world and
Warhammer 40,000 universe.

» The latest news and new releases.

« Painting, modelling and scenery building articles.
i < Gaming and tactics advice.

4« Battle reports showing veteran gamers in action.

Take out a one year
subscription today for
£40 and you'll get a
FREE £10 gift voucher!

me | Or take out a two year
subscription for £80 and you'll
get a FREE £25 gift voucher!

| For details call now on

0115 91 40000

Find us on the web at: www.games-workshop.com/whitedwarf
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Alessio Cavatore,
Ringbearer and head
of our The Lord of
The Rings Games
Development team,
waxes Iyrical about
what’s happening in
Middle-earth’s gaming community...

e
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THE RINGBEARER
SPEAKS...

Alessio Cavatore discusses all things The Lord of The Rings

Hi everyone,

You’ll have to forgive me, but I'm going to
use this space to rant-about how good the
new The Two Towers film is. You sce, we
work so much in advance on White Dwarf
that you’ll be reading this in late April, but
I'm writing this piece in the middle of
December. This means that I ve just seen
the film and I'm so excited about it that [
carnot resist, I have to talk about it!

I've been extremely lucky and the first
time I got to see The Two Towers was in
Paris, at the European premiere! I was
stunned by the experience of being in the
same room with Peter Jackson, many of
the actors, Howard Shore (who wrote the
soundtrack) and John Howe, whose art
has so strongly contributed to the way
Middle-earth looks both in the films and in
my imagination,

When the lights went out and the title “The
Lord of The Rings” appeared on screen,
everything else disappeared and I was
there, soaring over the majestic Misty
Mountains and then plummeting with
Gandalf and the Balrog into the depths of
Khazad Diim,

How cool a beginning was that?

At the end, when the credits started rolling
on the screen, the cinema exploded with
applause and I could hardly join in, so
exhausted was [ after that rollercoaster of
high fantasy.

1 was feeling overwhelmed. My brain had
been exposed to so much exceptionally
good material that it found it very difficult
to take everything in all at once. So strong
had been the many emotions I went
through, that I was feeling totally drained
of all energies.

Nevertheless I stood up on shaking legs
and joined in one of the longest clapping
marathon in my life, because I really
wanted to manifest my gratitude to the
genius from New Zealand for such a treat.

After that, it was off to the party and that
was a great experience too, because it
allowed me to talk to these famous people
in a more relaxed atmosphere. At first |
was 4 bit nervous but soon, to my surprise,
I found out that most of them are really
nice and friendly, a Jot more human that
one tends to expect from such huge ‘stars’.
Their kindness and approachability are
really a testament to how exceptional these

people are for not getting a huge head and
looking down on others. as it would be so
easy to do after so much success.

In the following days, thinking about the
film, I asked myself (and was asked by
many others) if I preferred The Two Towers
or The Fellowship of The Ring. A very
difficult question indeed. because the two
films are so different in scale, with the first
concentrating more on the nine
companions, and the second dealing with
much bigger themes and events, At first 1
thought that T probably preferred the first,
but now that The Two Towers is out and
I've seen it for the third time (in two
days...), I changed my mind. You see, there
is so much stuff in this film that you really
need to see it more than once to be able to
appreciate all the great detail that Peter
Jackson has managed to squeeze into three
hours (how unbelievably fast do they go?).
The grand thing is that the more I see it, the
better it gets, I'm now convinced that I like

this one easily as much as the first and
probably even more. T just love the fey
Ents, the astonishingly well-rendered
Gollum, the threatening but majestic
Nazgill, the exciting fighting scenes (The
battle with the Wargs! The siege of Helm's
Deep! The attack on Isengard!), the
characters (how cool are Legolas, Aragorn
and especially Gimli?) the magical places
(Edoras, Fangorn, Ithilien, the Black Gate
of Mordor), it’s just fantasy at its best!

OK, I feel better now. I'll stop the rant and
g0 back to work. With Shadow and Flame
almost done, it's about time to start
thinking about the Return of The King.

I don’t want to wait another year to see it!

“You shall not pass!”

Y
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\ The Two Towers game is one
of the most highly anticipated
games that Games Workshop
has released and, after a few
months, there are now a wide
range of models available.

Prices quoted are for products sold by Games
Workshop through its own stores, catalogue or
website. Independent retailers are responsible
for determining their own prices.

LG

JOURNEY ACRO

MIDDLE-

EARTH

The Lord of The Rings: The

Two Towers model range

full-colour manual, 12 plastic Riders of
Rohan, 20 plastic Fighting Uruk-hai,
1 Ruined Building and Dice.

6 plastic Riders of Rohan.

Heroes of Helm’s Deep £25 Fighting Uruk-hai £12
e e i
and an Elven Standard Bearer. C o, £35.00 i EUTD v E17.50
The Lord of The Rings:
The Two Towers £40 Riders of Rohan Warriors of Rohan £12
This boxed set contains a 180 pages Denmark. .. kr 430.00 This boxed set containg This hoxed set contains 24 plastic Denmark...

Warriors of Rohan maodels.

Available from your local Games Workshop store, Lurtz (I mintature} £5 kr 55 ke 85 €8
independent stockist and direct order. bidplonsi o SRR
+ Description UK Denmark Sweden Euro Moria Goblin Bow me_n _{4 miniatures) £6 kr 70 kr 80 €10
Mounted Arwen [l miniature) té kr 70 ke 80 £10
The Two Towers (Battle Game) £40 kr 450 kr 550 €60 Mounted Boromir (I miniature) £4 kr 70 ke 80 £10
The Two Towers Rules Manual £20 kr 250 kr 300 €35 Mounted Ringwraith (I minfature) £6 kr 70 kr 80 €10
: T FoE 1250 e o Orc Warriors (3 minfatirss) 4 kr 70 kr 8O €10
Crc Bowmen (3 miniatures 6 kr 70 kr 80 €10
Fighting Urulchat £12 kr 125 krls0  €17.50 Ringwralth (1 miniarure) ; £5 ke 55 kr &5 £8
The Riders of Rohan £12 kr 125 krl50  €17.50 Rohan Royal Guard on foot (3 miniatures) . £6 kr 70 kr 80 €10
The Fellowship of The Ring £25 kr 250 kr 300 €35 Rohan Royal Guard Mounted (I miniature) £5 kr 55 ki &5 €8
Battle at Khazad-dim £40 kr 400 kr 500 E60 Saruman (1 minlature) £5 kr 55 kr &5 €8
Warg Attack £20 kr 250 kr 300 €35 Uruk-hal Warriors (3 miniatures) £6 kr 70 kr 80 €10
Treebeard, Mighty Ent £20 kr 250 kr 300 €35 Uruk-hal Bowmen (3 miniatures) £6 ke 70 kr 80 €10
it by bofces FES i 8D S5 Mstl S ol Uruk-hai Berserkers (3 miniatures) £6 k70 kr80 €10
Sauron._ £20 kr 250 kr 300 €35 Urulk-hai Batterlng Ram (5 miniatures) £10 kr 125 ke 150  €17.50
Moria Goblins £l2 ki 125 kr 15075 e 1750 Uruk-hal with crossbows (3 miniatures) £6 kr 70 kr 80 €10
Warr!ors of the Last Alliance £12 kr 125 kr150° €£17.50 Uruk-hai Command (2 miniatures] £6 kr 70 kr 80 £10
Warriors of Rohan £12 kr 125 k150 €17.50 Warg Rider (I miniature) £5 kr 55 kr 65 €3
HE::"JTI‘:‘?ET”S::““ >t i.]:{z) :" :;—; :’ :gg : :;gg Wildmen of Dunland £6 kr 70 kr 80 €10
ruk-hal Pain r r }
Uruk-hai Sieze Ballista £15 ke 185 kr 225 €95 The following are only available from the in-store order point, on the website
Uruk-hai Siege Troops £12 kr 125 kr 150 €750 at www.gaimes-workshop.com/storefront, or direct by phoning OlI5 91 40000.
fie: = A .
Cave Trol (1 miniacure) g0 k5 kS0 €mso  eme e EE{:E::::‘,E M:ﬁ.';’a b i
Cave Troll with spear (I miniature) £10 kr 125 kr 150 €750 The Fellowship of Helinsbaen Atsaorh 5
Elendil and Isildur (2 miniatures) £9 kr 15 kr 140 €15 The Ring Rules Manual £20 Helm'e Peen Gl £5
Elrond and Gil-galad (2 miniatures) £9 kells ke 140 €1 Gring Hoeiiop s e S < e
Eomer (I mounted minlature) £4 kr 70 kr 8O £10 Amon Hen Aragorn £3 Heln's Deep 'I'h:uden o ol £9
Frodo, Sam and Gollum £6 he70 ks g o T Anan it E1 e et Pl 4
Faramir's Rangers £6 kr-70 kr 80 €10 RS :
Galadriel & Celeborn (2 miniatures) £10 kr 125 kr 50 €17.50 Amon Hen Lurtz i £3 ﬁe:;ﬂ’:%aer:pﬂgs‘l:rn g
Gamling, Rohan Royal Standard £6 kr 70 kr 80 €10 Amon Hen Merry & Pippin £5 Khazad-dam Gan;a[{ 5
Gandalf on Shadowfax £ kr 70 kr 80 €10 Bitbo Bagelns R Bl 2 o
Gandalf the White £5 k85 = knéS.. . €8 4 v capmidbyGondeR b o) o
Gondorlan Bowmen (3 miniatures) £6 kr 70 kr 80 £10 Faramir & Damrod £ Whrn Attack Araeor £
Gondorian Spearmen {3 miniatures) £6 kr 70 kr 80 £10 Captured by Gondor: Wars Adtack Thesden 4
Haldir’s Elves with bows (3 miniatures)  £6 kr 70 kr 8O €io a0, Sattae Gollum 2 i L £
Haldir’s Elves with swords (3 miniatures) €6 K70 k80 €0 Fellowship.Aragorn e e 5
EIF Spearmen (3 miniatures) £4 kr 70 kr 80 £10 Fe!!owsh]lp Boromir £ Weglherm] Frodgn e £5
' Legolas &t Gimli on horseback £5 k70 k@0 €10 Fellowghip-tiede Sean U I e £5
Lorien EIf Bowmen (3 miniarures) £6 kr 70 kr 80 €10 Fellowship Gandalf £3 / : Vb .
Fellowship Gimli £5 Weathertop Witch King £5
g 133




This month Matthew Ward
Jintroduces the final scenario in The
Lord of The Rings mini-campaign,
‘In the Shadow of Osgiliath’, where
Faramir will find out if his efforts
on behalf of his comrades have
been to any avail.

lthough I've said it before about
AThe Lord of The Rings scenarios;

don’t skimp on the terrain. While
playtesting this scenario, we found that the
game was far more dynamic and enjoyable
with a large amount of ruins and rubble in
the centre of the table. Such a wealth of
defendable obstacles and difficult terrain
really helped evoke the idea of a running
battle between the Orcs and Men.

The early game in this scenario belongs to
the Orcs. With the Warriors of Gondor
outnumbered and leaderless at the start of

G, Z

WAR IN
MIDDLE-EARTH

A look at a new scenario - In the Shadow of Osgiliath

the game you can really hit them hard,
using your Captain’s Might to hammer
through any defences that may be set up.

The main thorn in your flesh is the presence

of Faramir’s Rangers who can both
outshoot and outfight you. The best thing to
do 18 to ignore them for as long as you can
— there are enough Warriors of Gondor
trapped within the ruins to break the

Good force without dealing with those
irritating Rangers.

Correspondingly, the forces of Good have a
difficult start. The key to successfully

surviving until help arrives lies with using
the terrain. Defended obstacles are your
friend and can help to improve your odds
and give the Rangers time to arrive. How
you use Faramir's group will almost
certainly depend on where the bulk of the
Orc threat lies: if the Orcs are crowded
near Faramir’s entry point, you can charge
in and kill them the hard way, otherwise
you can pepper them with arrows.
Damrod’s group is pretty much the same
except you can bring them on wherever
they’re most needed, which can really get
you out of a tight spot!

m.*‘_

emselves under attack from all sides.
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;SCENARIO — IN THE Si-IADOW OF OSGILIATH

e

Rocks

Trees

o
o
&

Rocks &

%
North table edge
Ore survivors of
‘Faramir's Escape’ and
‘Damrod’s Gambit’
deploy within 6"/14em
af this table edge.
|y,
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DESCRIPTION

A column of Gondor soldiery is marching
back to Minas Tirith, unaware that two
Orc forces are converging on it from the
north and the south. Fortunately, the
northern advance has been discovered by
a patrol of Rangers led by Faramir,

son of Denethor.

Faramir has come south in an attempt to
warn the column, while leaving his chief
lieutenant, Damrod, to delay the northern
Ores. Slowed by Ore scouts, Faramir
arrives too late to warn the column and
finds the battle underway with many of
the Men of Gondor slain. Meanwhile, the
shrunken northern Ore force appears on
the battlefield, with the remains of
Damrod’s Rangers in hot pursuit...

PARTICIPANTS

The Good side consists of 8 Warriors of
Gondor with spears and shields, 8 Warriors
of Gondor with bows, and 8 Warriors of
Gondor with hand weapons and shields.

In addition, to represent the surviving
Rangers of Gondor, the Good side also
has both Faramir, Damrod, and 12
Rangers of Gondor armed with bows
and hand weapons.

If you are playing this scenario as part of
the mini-campaign covered in previous
issues. use the Rangers and Heroes that
have survived the other scenarios instead

(for example: if Faramir was slain in
‘Faramir’s Escape’ he cannot take
part in this battle).

In the southern force of Ores, the Evil side
has 1 Or¢ Captain (on foot), 10 Ores with
hand weapons and shields, 10 Ores with
spears, 5 Orcs with two-handed weapons,
and 5 Ores with bows.

In addition, to represent the survivors of
the northern force, the Evil side has a
further 10 Orcs with hand weapons and
shields, 5§ Warg Riders with bows, and |
Orc Captain riding 2 Ware. If you are
playing this scenario as part of the mini-
campaign covered in previous issues. use
the Orcs, Warg Riders. and Heroes that
have suryived the other scenarios instead..

POINTS MATCH

If you want to play this game with other
forces, choose at least 400 points of troops
for each side.

LAYOUT

The scenario is played on a board
48"/120cm by 72"/180cm. In the centre of
the board are several ruined buildings.
around which the Gondor column has
taken refuge (see map). A small wood is
located along one of the short table edges.
Atall hill (2-4" high is ideal) should be
located along one of the long board edges
(but no closer than 12"/28cm to the ruins)

to represent where Faramir and his
Rangers arrive. The remainder of the
board is covered with occasional trees,
rocky outcrops, and hills.

STARTING POSITIONS

The Good player deploys his Warriors of
Gondor within 6"/14cm of the centre of
the board. He then deploys Faramir’s force
on the tall hill (if using the standard forces
for this scenario then this is Faramir and
half the Rangers of Gondor, otherwise it is
whatever survived ‘Faramir’s Escape’).

The Evil player then deploys his southern
force of Ores anywhere within 6"/14cm of
the Warriors of Gondor. He may then
deploy the north force within 6"/14cm of
the wooded short table edge.

OBJECTIVES
Whichever side breaks the opposing side
first will win.

SPECIAL RULES

Damrod. After his attack on the Orc force,
Damrod has led his surviving men south to
link up with Faramir, To represent
Damrod’s late arrival on the battlefield,
each turn after the first, the Good player
may roll a D6 after he has finished moving
his other models. On the roll of 4+,
Darnrod and his Rangers arrive and may
move on from a table edge of the Good

player’s choice.
‘S 135
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Early in The Two Towers, Aragorn,
Legolas and Gimli must travel across
the land of Rohan, with Dwarf and EIf
riding together to meet Theoden.
Michael Perry beautifully crafted this
miniature, and we asked Kirsten
Mickelburgh how she went about
painting the model.

PREPARATION

The two halves of the horse were

assembled and glued together, with a little
Green Stuff used to fill any gaps. To finish
off, Legolas” arm was then glued in place.

Once the model was ready for painting, an
undercoat was sprayed on using Chaos
Black spray. When you're spraying a model,
make sure you cover the model thoroughly,
but be careful not to obscure the details by
overloading it with paint.

THE HORSE

Codex Grey was applied as a basecoat to
the horse’s body. The first highlight was
an equal parts mix of Fortress Grey and
Codex Grey. This was followed by
Fortress Grey, with a successive highlight
of Fortress Grey and Skull White, and a
final highlight of Skull White.

The horse’s halter was painted with a
basecoat mix of equal parts Bestial
Brown, Chaos Black and Blazing Orange.
A thinned wash of equal parts Brown and
Black inks was applied as a wash over
this. A small quantity of Bleached Bone
was added to the original basecoat mix
and applied as a highlight. To finish off, a
glaze of equal parts Brown and Black inks
was thinned down further and applied over
the top of the halter.

PAINTING
MASTERCLASS

Legolas and Gimli on borseback

FINE DETAIL

Chaos Black was painted
=4 onto the hooves. This was
first highlighted with
Scorched Brown, followed
1 by a mix of equal parts
Scorched Brown and
Bleached Bone.

The muzzle and lower legs were painted
Codex Grey, and then an equal parts mix of

‘Codex Grey and Chaos Black was applied

to the recesses. This was then blended from
dark to light.

The mane and tail were painted Chaos
Black. This was first highlighted Codex
Grey, followed by Fortress Grey, with a
final highlight of Bleached Bone:

Equal parts of Scorched
Brown, Chaos Black and
Red Gore were mixed
and applied to the head
guard of the horse’s
halter, the saddle front
and edging. This was
then given a thinned
wash with an equal parts
mix of Brown and Black inks. This was
highlighted with a small amount of
Bleached Bone which had been added to the
original basecoat mix, and the Brown and
Black inks mix was thinned further and then
applied as a glaze.

FINISHING TOUCHES

The harness, fastenings and bit were painted
with a mix of equal parts of Scorched
Brown and Shining Gold and then
highlighted with Shining Gold. A final
highlight of an equal parts mix of Shining
Gold and Mithril Silver was then applied.

Finally Scorched Brown, Bestial Brown and
Bleached Bone were applied as mud splatters
on the legs and body. Marks of sweat were
added using a small amount of Bubonic
Brown and then finished off with Bleached
Bone on the shoulders and rear leg muscles.

LEGOLAS:
PAINTING THE MODEL

Legolas’ skin was
painted with an
equal parts
basecoat mix of
Bestial Brown and
Dwarf Flesh.
Dwarf Flesh on its
own was applied as
the first highlight,
followed by Elf
Flesh and finally
Skull White.

Equal parts of Shadow Grey and Chaos
Black were applied as a basecoat to the
undershirt with a small amount of
Bleached Bone being added to the
original mix for the highlight stage.

The leggings were
painted with a
basecoat mix of
equal parts of Dark
Angels Green,
Scorched Brown

#1 and Shadow Grey. A
M highlight was

8| applied after adding
a small amount of
Bleached Bone to
the original mix,
and then a small
amount of Skull
White was used as a
final highlight.
Brown Ink was
watered down to
make a glaze that
was applied over the

il top of the leggings.

Legolas’” boots and arm bracers were
painted using a basecoat mix of equal
parts Scorched Brown and Chaos
Black, and then highlighted with
Bleached Bone. Equal parts of Black
and Brown inks were mixed and, after
mixing with equal parts water, this was
applied as a glaze,

Scorched Brown, Dark Angels Green and
Chaos Black were mixed together in
equal parts to paint the jerkin. Equal
parts of Goblin Green and Codex Grey
wete added to the basecoat mix for
subsequent highlight stages, Lastly, a
glaze of equal parts of Black, Brown and
Green iriks was applied.




FINE DETAIL

A mix of equal parts,
Snakebite Leather and
Codex Grey was
applied as a basecoat to
Legolas’ hair. This was
highlighted first with
Bleached Bone and
then a small amount of
i Skull White.

The bow was painted with an equal parts
basecoat mix of Vomit Brown, Codex
Grey and Chaos Black. A small amount of
Bleached Bone and Codex Grey was
added to the mix applied as a highlight.

FINISHING TOUCHES

The straps across Legolas® chest were
painted with a mix of equal parts of
Scorched Brown and Chaos Black and
then highlighted with Bleached Bone. The
straps on his stirrups were painted with an
equal parts mix of Chaos Black and
Codex Grey. Shining Gold was then
applied to the edging of the stirrups.

GIMLI:
PAINTING THE MODEL

Gimli’s skin was painted with a basecoat
of equal parts of Dark Flesh and Dwarf
Flesh. Dwarf Flesh was then applied as a
first highlight, finishing off with EIf Flesh.

Legolas” elven eyes Buy precious seconds as the Warg Riders launch a surprise atiack.

TR

His jerkin was
painted with a
basecoat of three
parts Chaos Black to
two parts Scab Red.
Scab Red was then
added to this to
bring the mix (o
approximately two
parts Chaos Black to
three parts Scab Red, for the next highlight
stage. A final highlight of Scab Red was
then applied before the model was given a
glaze with Brown Ink,

A basecoat mix of two parts Chaos Black
to three parts Scab Red was applied to the
trousers area with Scab Red being used for
the highlight stage. A small amount of
Codex Grey was added to Scab Red and
applied as a final touch.

FINE DETAIL

The beard was painted a basecoat of equal
parts of Scorched Brown and Snakebite
Leather, with a small amount of Scab Red,
then highlighted using Bleached Bone
which had been added to the original mix.

The leather part of Gimli's helmet was
painted a basecoat of three parts Chaos
Black to two parts Scab Red. Scab Red
was then added to this to bring the mix to
approximately two parts Chaos Black to
three parts Scab Red, for the next highlight
stage. This was followed by with a final
coat of Scab Red and a Brown Ink glaze to
finish off.

Gimli's chainmail armour and axe head
were painted Boltgun Metal and
highlighted with Chainmail. A mix of equal
parts of Brown and Black inks was washed
over the top of the axe shaft.

FINISHING TOUCHES

The metal area of Gimli’s helmet and his
axe shaft were first painted Tin Bitz. A
highlight of Brazen Brass was applied
followed by Shining Gold. A wash of
Brown Ink was then applied over the top.
A final highlight of equal parts of Shining
Gold and Mithril Silver was applied to
finish this section.

The bracers and greaves were painted (wo
parts Scorched Brown and one part Chaos
Black. A small amount of Bleached Bone
was added to the original mix to highlight
them. Finally a Brown Ink glaze was applied
over the top of the bracers to finish off.

LEGOLAS’ AND
GIMLI'S CLOAKS

Both cloaks are painted the same. Equal
parts of Goblin Green and Codex Grey
were mixed with a small amount of Chaos
Black and then applied to the cloaks as a
basecoat, They were then highlighted with
Codex Grey. Equal parts of Brown and
Black inks were applied next, followed by
a final highlight of Codex Grey.

Equal parts of Bestial Brown and Chaos
Black were drybrushed onto the cloaks
and boots as weathering, These were
finished off with Bestial Brown.

@,
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Matthew Ward has designed
‘rules for recreating the final
confrontation between
Gandalf the Grey and the
Balrog on the peak of the
mountain of Zirak-Zigil.

DUEL ON
ZIRAK-ZIGIL

A The Lord of The Rings Mini-game

“I'am a servant of the Secret Fire, wielder of the flame of Arnor”

fter the confrontation on the bridge
Anf Khazad-dtm, Gandalf and the

Balrog fall into the abyss below.
Such is the power within these individuals,
the fall is not sufficient to slay them, and
their battle continues as they fall into the
dark below Moria. After plummeting for
what seems to take forever, their descent
stops as they plunge into the pool at the
bottom of the abyss. Its fire extinguished,
the Balrog flees up the Endless Stair, the
edifice that connects the deepest depths with
the very pinnacle of Zirak-Zigil, with a
weary Gandalf in pursuit. The battle
continues as the two adversaries approach
the summit. On the peak of Zirak-Zigil, the
contest is decided as Gandalf draws upon
his inner reserves and clashes one last, fatal
time with the dark servant of Morgoth,

WHAT YOU WILL NEED
Duel on Zirak-Zigil is played in a circular
playing area, 30" (60cm) in diameter, You

@iﬂ not need to create a special board for

this game unless you wish to, simply mark
out the boundaries of the playing area onto
your gaming board using string.

The Good side has Gandalf the Grey.
The Evil side has the Balrog.

SETUP

The playing area represents the uppermost
peak of the mountain Zirak-Zigil, where
Gandalf and the Balrog hold their final
titanic battle. The peak actually slopes
outwards from the centre of the board,
which represents the pinnacle of the
mountain, but for the sake of simplicity a
flat board scattered with rocky outcrops
and debris represents this.

The Evil player deploys the Balrog 6" in
from the edge of the board, When he has
done so, the Good player deploys Gandalf
6" in from the edge of the board and
immediately opposite the Balrog.

SEQUENCE OF PLAY

1. Priority phase
2. Action phase

THE PRIORITY PHASE

Good automatically has priority on the
first turn. On subsequent turns both
players roll a dice. The player who rolls
the highest score has priority and will act
with their model first. If the dice roll is
drawn, priority automatically transfers
from one side to the other — the side that
had priority in the previous turn will
always lose it on a tie.

THE ACTION PHASE

There are three different things that each
player can do in the Action phase, starting
with the player who won priority. These
can be done in any order but each can only
be done once per turn. Once the player
with priority has finished his actions, the
other player may act.

1. Move
2, Cast a spell
3. Make a close combat attack

MOVE

Both characters move D6" (2D6cm). This
represents both the fact that they are
fatigued and the uneven footing on the
mountain peak. Characters may never move
through other characters or the debris and
other terrain features. Should a character
roll a *1° whilst rolling for movement, that
character has slipped on the treacherous
ground and slides down the mountain (see
Sliding Down the Mountain).
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CASTING A SPELL

Both the Balrog and Gandalf have a
small array of magic powers that they
can use, and these are detailed on
their profiles below. Each character
may use a single power at any point
during their turn.

CLOSE COMBAT ATTACKS
A character may make a close combat
attack if it is in base-to-base contact
with its enemy. The Balrog causes 2D6
damage in close combat, whilst Gandalf
causes D6 damage on the Balrog,

SLIDING DOWN

THE MOUNTAIN

Both Gandalf and the Balrog have
come to the peak up the Endless Stair,
constructed by the Dwarves long ago.
The footing on the mountain itself is
difficult and the terrain below the peak
is assumed to be too treacherous to
easily tread. If a model slides down
the mountain as a result of movement
or from falling down at the end of a
combat they are moved D6" (2D6cm)
directly towards the edge of the board,

If a character moves off the playing
area for any reason they are assumed
to have fallen to their death far below.

OBJECTIVES

The Good side wins if the Balrog
falls off the mountain or is reduced
to () wounds.

The Evil side wins if Gandalf falls off
the mountain or is reduced to 0 wounds,

-

THE COMBATANTS

GANDALF BALROG
Move Wounds Move Wounds
D6 (2D6em) 20 D6" (2D6em) 40

Special Rule
5+ save against each wound suffered.

Magic Powers
Gandalf may spend up to 2 Power points each
turn. Each point of Power allows him to;

- Cast a spell (once per turn)
- Re-roll a save (once per save)

SPELLS

Sorcerous Blast.

Summoning his reserves of power, Gandalf
propels a bolt of pure energy at the Balrog,
striking it with great force and knocking it

backwards.

Range: 6" (12em)

If Gandalf casts a Sorcerous Blast at the
Balrog it takes D3 wounds and is pushed
backwards D3" (D6cm). Gandalf can cast
Sorcerous Blast with an additional point of
Power and instead do D6 damage to the
Balrog (the Balrog is still only pushed
back D3"/Décm).

Revive
Bones re-knit and wounds close as Gandalf
focuses his magical energies on himself.

Range: Self

Gandalf instantly regains D3 wounds.
Gandalf can cast Revive with an
additional point of Power to instead heal
D6 points of wounds.

Special Rule
Regenerates a single wound at the end of
each furn on a D6 roll of a 5+.

Magic Powers

The Balrog has 1 Power points per turn.
Each point of Power allows it to use one of
the following abilities each turn.

SPELLS

Stomp

The mountain shakes as the Balrog drives
his foot into the ground with all his might.

Range: Battlefield

Gandalf and the Balrog are struck by
shards of stray debris and both take D3
wounds.

Flame Breath

The Balrog breathes a burning cloud of
flame that quickly envelops Gandalf in
its folds.

Range: 6" (12cm)

Gandalf takes D6 wounds.

Lash

The flickering coils of the Balrog’s whip
arcs out and drags Gandalf closer to the
Balrog.

Range 6" (12cm}

Gandalf is moved D6" (2D6cm) towards
the Balrog.

ey

Gandalf and the Balrog fight jo the death.
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We see many fantastic model
conversions each year, but none
caught our attention quite like
this amazing illuminated Balrog,
made by our own Daren
Parrwood. You may remember
Daren’s previous The Lord of The
Rings dioramas from issue 274.

“The idea came
about during a
conversation with
Fanatic sculptor
Mark Bedford last
Christmas. We had
recently gone to see
The Fellowship of
The Ring, and had
talked in particular
about how great the
Balrog looked on screen. We thought it
would be a great idea if they produced a
model of the Balrog that lit up and the
more I thought about it, the more [ felt
it would be possible for me to make
such a model myself.

Daren Parrwood

“Working in the Mould Room meant
that I had access to the orginal moulds
used to create the Balrog miniature, and
1 had also recently produced a clear
resin model of Frodo, representing how
Frodo looks whilst wearing the One
Ring. which gave me the confidence to
try and complete such an ambitious
task, I talked to a few of the managers
in the Studio and they thought it would
make a great little project to do.

“It was essentially put together using
clear resin cast from the original
moulds. It was then coloured with
orange to provide the basis for the flame
effect. The bulk of the Balrog’s body
was blacked out to stop the light from
escaping out of the entire model. and
limiting it to areas of the model, such as
the neck and facial features, that
appeared to be on fire on the Balrog’s
body in the film.

“The only part of the model that was
built from scratch was the whip, and
that was a simple piece of clear resin,
coloured in exactly the same manner as
the main body of the Balrog.

FROM SHADOW
AND FLAME

Daren Parrwood’s Light-up Balrog

Daren Parrwood's Balrog in all its illuminated glory

“All in all, it didn’t take that long to do,
around 2 or 3 days. The only really
difficult part was the hollowing of the
model to get the lighting fitted. I was
really pleased with the reaction to it in the
Studio, People were really impressed and
asked how 1 got it to light up so well.
“Right now I'm working on several
different things in the Mould Room. I'm

doing the moulds for a couple of things
for Forge World at the moment, but I'm
finding time to work on my next The
Lord of The Rings project, which is
going to be a diorama featuring the
Riders of Rohan. I'm not going to be
doing any illuminated parts, though so I
think that this one’s going to be pretty
straight-forward to be honest!”
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“To fit the lighting system into the l

body, parts of the model were hollowed
out, not only to provide the space to
house the light bulb and wires, but also
to allow extra light to shine through the
model. The largest amount of
hollowing was in the neck, where the
light needed to be at its most
prominent. The arms also had some
hollowing dene to them. The lighting
system simply consists of a small,
single light bulb, positioned in the
Balrog’s neck, attached to a battery
housed in the base of the model. The
wires were fed down from the light
bulb, through a hollowed-out part of
the Balrog’s legs, to the base.”

“The mouth served a very
important purpose on the
model. The biggest
concern that I had was that
if the light was left on for
a prolonged period, it
would cause the clear resin
to melt, distort, or slowly-
but-surely warp out of
shape. The mouth needed
to act as a kind of exhaust
vent for any excess heat
that would build up in the
body of the model. It
required quite a bit of
extra hollowing out, but it
does the job perfectly.
When I came to paint it, I
blackened out everything
but the eyes and nose, so
that the light shining out
of these points would look
more dramatic.”

“The base was actually quite
time-consuming to do. The
flames were initially seulpted
using Green Stuff, leaving a gap
for the Balrog model to stand
in. Once they had set
sufficiently they were then cast
up and turned into a mould. A
clear resin version was then
produced and coloured in an
identical manner to the rest of
the model. I then put a small
modelling light bulb underneath
the flames, so that when the
light was turned on, you would
get a nice, warm firelight effect
on the Balrog model. Finally, I
used a nice, simple wooden
base to house the batteries and
switch of the lighting system,
and to stand the model on.”
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This month Matthew Ward
confirms his allegiance to
the evil forces of Sauron and
shares with us his thoughts
and tactics for getting the
best from the varied dark
forces of Isengard.

s part of the continuing series of
A tactics articles, this month I've

decided to focus on the forces of
Isengard. Whether you're building an
army for a tournament, or purely as an
alternative ‘points match’ battle for one of
the many scenarios, there are plenty of
options available to you as a general of the
White Hand. As there is such a large range
of troops to hand for an Isengard general,
I've also tried to look at the army from a
‘characterful’ perspective and look at the
force on its own merits, rather than as part
of the forces of Evil as a whole. Generally
speaking, the army of Isengard can be
quite versatile and it does really depend on
your own personal preference as to how a
force should fight. If you enjoy the
freedom and flexibility of a fast cavalry
force. you can concentrate on fielding
Warg Riders. If you prefer a swarm of
infantry, you can instead field a mostly
Ore or Dunlending force or go to the other
extreme and marshal an elite band of
Uruk-hai. However you choose to
assemble your force you'll find that the
forces of the White Hand are more than
capable of leading you to victory!

As with all the forees in The Lord of The
Rings, the denizens of Isengard can be
split into two main categories: Heroes and
Warriors. Let’s start by taking a look at the
Heroes available to you:

SARUMAN

Saruman, the White Hand, is the power of
[sengard. Fallen wizard and former head of
the coalition against Sauron, Saruman is
the key behind most Isengard armies.
Although he has a relatively limited
repertoire of magical powers, he is still a
powerful spellcaster and is an incredibly
valuable support for your main army. His
Sorcerous Blast is a useful way of
walloping inconvenient enemies, whilst the
slightly subtler Immobilise can be used to
great effect in weakening the enemy force
at key moments. Better still, at 3 Wounds
and Defence 5 he is fairly robust for a non-
combat character, and can be trusted to
shake off the majority of enemy attacks.

LURTZ AND SHARKU

Lurtz and Sharku both fulfil pretty much
the same role in your Isengard force — it
really does just become a question of
where you want your focus to be. As with

o

THE HOUR IS LATER
THAN YOU THINK

Tactics for using the forces of Isengard

Sarwman, the master of Isengard.
Il &

difference between this unlovely pair and a
captain of the same race is the extra point of
Might. However, even if you don’t consider
the extra point of Might enough of a reason
to choose these gentlemen, there is
something to be said for having named
characters over generic captains, If you're
looking to choose between them the best
thing to do is to take a look at the force you
are assembling. If you’re looking to field a
mobile, Warg Rider based force, then
Sharku is probably the Orc for you.
Alternatively, if you're looking for a
character who can provide a lot of extra
muscle behind a mostly infantry foree, then
Lurtz is almost a must. One final point that
is worth mentioning is that Lurtz is the only
Uruk-hai who comes with heavy armour,
allowing him to remain Defence 6 whilst

using both a bow and shield. This makes
Lurtz a very flexible character indeed.

CAPTAINS

There are three kinds of captain available to
a thematic Isengard force: Uruk-hai, Ore,
and Dunlending. Although there are various
pros and cons as to which you choose for
your force, personally I would always stay
with the theme — if your army is heavily
Uruk-hai based, field Uruk-hai captains,
and so on, Although not as glamorous as
named Heroes, captains can be daunting
opponents for regular troops and can nicely
strengthen your force. As with all Heroes, it
can be tempting to use your Might to
influence dice rolls, Fight the temptation!
Heroic moves win games, and this is where
your caplains are most useful.

QE many named Evil characters, the only real
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WORMTONGUE

A final mention should go to the devious
Grima Wormtongue. While not a combat
character, you should net underestimate
the effect he can have on your opponent.
Because enemy Heroes must expend twice
as much Might to influence dice or initiate
heroic actions within 6" of Grima, he can
get very annoying, very quickly, The best
use I've found for Grima is to keep him as
close to your main attack as possible —
this means that your opponent will have to
think very carefully about how they spend
their Might. Heroic actions can change the
course of the game, and using Grima to
make them pay double for every action
can give you the edge in manoeuvrability.

With your characters chosen and arrayed
for battle, it's time to think about the
warriors you want them fo lead. Isengard
is blessed with a fairly wide variety of
warriors and can draw from Uruk-hai,
Ores, and Dunlendings.

URUK-HAI

Uruk-hai are amongst the toughest and
strongest creatures in Middle-earth.
Consequently they are quite expensive (o
field. weighing in at 11 points for each
warrior equipped with either a shield, a
pike or a crossbow. However, Uruk-hai do
repay your investment; Men are no match
for them in combat, and only the martial
skills of the Elves can defeat them blade
against blade. The equipment options
available to the Uruk-hai mean that you
can choose either to use them in large,
ordered groups (shields or crossbows

S

) or as a more flexible
and shields). I
Hxlure of the two is
fective. As Uruk-hai
troops able to be
vou c¢an, with some
. bring lhree or more

taken out In s way.

2 sl be given to the

i Berssshkers. Armed with long
swords that & &< —-'Lhcr as a single-
handed or moed weapon, and with a
mighty 2 Anacks § Xers are your
weapons of r breaking enemy
resistance. W= Seer Uruk-hai Strength of 4
and Defence of & Shey are every bit as hard
as your regules "__;s—.s';:, but hit just that
little bit hardes T = Be tempting (o use
your Berseriers %o headhunt characters, but
they are much beser ss=d azainst regular
troops first. When e esemy warriors have
been thinned, » 1g vour
Berserkers up oa cting Hero, and
by using a m d and two-
handed attacks

them from the bat

ORCS
Though not as

somewhere
z=d "':‘"'—‘h.j in

not imrnedialeé‘_-
any real value o3 :
However, because Ores caa Bave guite a

high Defence for considerably less cost
than Uruk-hai, they can be used o
increase the size of your force without
compromising its survivability. Where
Ores really come into their own though is
when they are fielded as Warg Riders.
Warg Riders are almost an essential for
your army ol Isengard, giving it a fast,
hard-hitting force. I've discussed general
cavalry tactics in an earlier article, so |
won't repeat them here, but at the same
cost per warrior as an Uruk-hai, it is
always worth fielding at least one or two
of these feral creatures,

DUNLENDINGS

Last, but not least, we come to the
Dunlendings. Poorly armed and armoured,
these warriors are often shunned by
Isengard generals, but the truth is that
Dunlendings are worth their weight in
gold! Unfortunately. because of their low
Defence and relatively high points cost,
Dunlendings do not make an efficient
arrow screen (they generally only stop one
arrow before expiring). Instead, I've found
the best way to use Dunlendings is to keep
them in reserve and throw them into
combat wherever an Uruk-hai needs
backup or a hero can be trapped.
Alternatively, when you get to grips with
your enemy, you can use the Dunlendings
to neutralise any control zones that prevent
your Uruk-hai from charging your real
targets, such as enemy Heroes. [always
attempt to pair an Uruk-hai with one or
more Dunlendings, just for the extra dice it
yields in combat:
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TACTICS OF THE
WHITE HAND

We've taken a look at the forces available

_to you in your goal of crushing the world
of Men, so now let's take a look at some
of your options for fielding them.

COLUMN

A good tactic for a mixed Isengard force,
the Column is composed chiefly of pike-
armed and shield-carrying Uruk-hai
ranked up with shields to the front and two
ranks of pikes behind. The back ranks of
the Column are filled up with Dunlendings
and Ores which lap around the sides of the
enemy once the Column is engaged.

The Ores and Dunlendings don't have to
win their combats, but merely prevent
enemy spearmen from supporting their
friends. With three Uruk-hai on each
enemy, it's highly unlikely that you can
lose. By using the odd Warg Rider or
Saruman’s spells to deal with stray
enemies, you'll find that the Column can
quite happily plough through anything in
its path. In some scenarios you may find
that the Column doesn't have the
manoeuyrability to be truly effective, but
bear in mind that you can alter the
formation into something more suitable
whenever you like.

The Ores and Punlendings quickly fall upon the flanks of the Gondorian defensive line as the

SKIRMISH CHAIN

A Skirmish Chain is possibly the'most
straightforward tactic to use. By keeping a
loose formation for your troops yet
making sure that they are close enough to
each other to give support (I've found that
2"-3" is ideal) you can cover an awful lot
of ground and keep your tactical options
open. Once more, because of the wide
variety of troops you can field, the army of
Isengard comes into its own in a Skirmish
Chain. By taking mostly Orcs and
Dunlendings you can field enough troops
to make either a very long chain or a chain
with two ‘ranks’. You can then intersperse
Uruk-hai and Berserkers along the length
of the line to give the weaklings an extra
push in combat. Against Elves you'll
generally find you have more troops so
you can nullify their high Fight by
outnumbering them, while against Men
you'll have roughly the same numbers and
can use the high Fight of your Uruk-hai to
cut the odds down to your liking!

ENVELOPING
SKIRMISH CHAIN

A more interesting form of the Skirmish
Chain involves using Warg Riders instead
of Uruk-hai. You can, of course, use the
Wargs in the same way you would the
Uruk-hai — adding extra weight to your

i f

Urnk-hai column rolls forward.

line. However, a very effective thing to do,
especially against a less numerous
Skirmish Chain or an Infantry Square, is to
send your Wargs around the flanks and
rear when your attack closes — once more
you rob your opponent of his spears and
hopefully trap his models to give you
double strikes. An added bonus to this
formation is that your Warg Riders can
nicely protect your flanks and keep those
wretched enemy cavalry at bay.

PINCUSHION

The final tactic T like to use with my
Isengard forces is the Pincushion. Not
surprisingly, this consists almost entirely
of crossbowmen and pikes, the
crosshowmen at the front and the pikes
behind. Although effective, the pincushion
is an almost entirely defensive formation,
relying on reducing the enemy numbers as
far as possible with crossbowfire before
they charge in. Using a Pincushion can be
a risky business; none of the troops can
have shields so they are limited to Defence
5 — which can make all the difference
against Elven bowfire. Also, because
crossbows cannot move and fire, you give
away a lot of your tactical flexibility by
committing to this formation — if you then
change your mind and have to redeploy.
those crossbows are just so much firewood
until you have finished redeploying. One
final point to bear in mind when using a
Pincushion is enemy flank attacks. If the
enemy rob you of your pikes, you're likely
to be in trouble — even weakling Men only
need 5’s to kill an Uruk-hai crossbowman
or pikeman...

A FINAL THOUGHT

With the range of troops and character
options available to you as a general of the
White Hand, you'll probably already be
thinking of different ways to combine
them to the detriment of your foe,
Ultimately, as with any force (or any game
for that matter) it is important to assemble
a force that suits you. You don’t need to
dive into something entirely new - start
with a force and a tactic you are
comfortable with and try new ideas over
time. For example, begin with the Uruk-
hai force in The Two Towers box set. Once
you're comfortable with them, add a few
Warg Riders to the mix to give some speed
and flexibility. Later on you may want to
bulk out your force by adding in a few
Ores and Dunlendings — but whether you
want to field a tight, elite, force or a
sprawling horde, Saruman will provide.
As part of this article I've included a new
scenario ‘A New Power is Rising’ which
uses the entire range of warriors available
to an Isengard general. Hopefully this will
give you the opportunity to put (o the test
any new ideas I may have sparked — just
don’t get carried away with the character
of the army — eating manflesh is much
frowned upon these days.
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SCENARIO — A NEW POWER IS RISING
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DESCRIPTION

With his army assembled, Saruman begins
i of terror over the lands of

iding parties of Orcs sweep
back and forth across the Wold, the
Westiold and the Eastiold. As farms and
villases are razed, their inhabitants

tered. it soon becomes clear that
Saruman will not rest uniil the land of
Rohan is no more.

The famed Riders of Rohan do what they
can 1o prevent this destruction, but with
Theoden drained of his resolve there is
little aid from the throne of the kingdom.,
What makes the raids more devastating is
the presence of the newly created Uruk-
hai within each group. Larger and more
ferocious than their smaller cousins, the
Uruk-hai seem to know no fear, and
through sheer anger and intimidation keep
the Orcs fighting for longer.

Heedless of the danger of confronting
such a large force with so few, Eomer
pursues an army of The White Hand
northwards, seeking to avenge his fallen
countrymen. Fortunately for him, the
Wood Elves of Lothlorien have long
observed the Isengard force as it heads
north. Aware of the possibility that the
Ores will attempt to attack Lothlorien
should they remain unhindered, Galadriel
sends a force south to assist the Rohirrim
in their vengeance.

PARTICIPANTS

The Good side consists of a Captain of
Rohan, 1 Wood EIf Captain, 6 Wood Elves
with armour and bow, 6 Wood Elves with
bow, 6 Wood Elves with armour and two-
handed sword, 10 Riders of Rohan, and 10
Warriors of Rohan with shield.

The Evil side consists of 1 Uruk-hai
Captain, 5 Uruk-hai with shield, 10 Uruk-
hai with pike, 5 Uruk-hai with crossbhows,
4 Warg Riders with throwing spear and
shield, 5 Ores with shield, 5 Orcs with Orc
bows, and 10 Dunlendings.

POINTS MATCH

If you want to play this scenario with
different forces, choose 400 points of
troops for each side.

LAYOUT

This scenario is played on a board
48"/120cm by 72"/180cm. The Limlight
river flows through one corner of the
battlefield (see map). This counts as
difficult terrain but can be crossed. The rest
of the board should be covered with a few
hills and occasional trees.

STARTING POSITIONS

The Evil player deploys his force within 6"
either bank of the Limlight. The Good
player then deploys the Rohirrim within

the Rohirrim deployment zone (see map)
and the Wood Elves within the Wood EIf
deployment zone.

OBJECTIVES
The Good side wins if all of the Uruk-hai
are slain.

The Evil side wins if it reduces either the
Wood Elves or the Rohirrim to 25%
strength or below (see below).

SPECIAL RULES

Unwilling: Orcs are not naturally brave
creatures, and faced with such a large
enemy force it is only the leadership (and
threats) of the Uruk-hai warriors that keep
them in the fight. Accordingly, should all
of the Uruk-hai be slain, the remaining
Orcs will flee the battlefield and the Good
side will win.

Twin Assault: The Rohirrim have little or
no faith in the inhabitants of Dwimordene
(as they refer to Lothlorien). Likewise, the
Wood Elves consider the resolve of the
race of Men to be lacking and put no faith
in their staying power. To represent this,
each force is considered separate for the
purposes of determining whether they
have been reduced to half strength or not

for the purposes of Courage tests
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