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EYE OF TERROR

As | ype this editonal our Eye of
Terror worldwide campaign is at the
hattway stage and already it's by far
and away the biggest, most
successful campaign we've ever
organised, Here are soma incredible
shats so 1

197 674 games played

v 43,4493 gamers registered

* Gamas Workshop Hobly
Ceniras in the UK have
registered over 7,900 resulis.

* The campaign is five times

gger than Armageddon

already!

As we're anly halfway through
the campaign we could double ';'.ﬂ
number of games being played in
";\.I,- sand halt of the campaign and

faking nat apch game s on average
VWO TROUES R0nNdg "'I"II this aquates to
an overall campargn statiine of

+ 790 696 hours of gameplay, or

= 32 545 days of gaming, or

= 00 years of continous, non-
stop 24-hour play!

Okay, anough of the speculation
- what has actually been going on in
the campaign 1o date? First port of
call has 1o be the campaign
newsletters at

hitp:/'www. eyeofterror.com/uk/
newsletter/newsletlers. htm

Im the aarly weeks of the
campaign the forces of Disorder were
rampant as they spewed from the Eye
of Terror in the hope of sweeping
away the Impenal defenders. The
Cadia system was reduced to a
periousky low level and many

-s.rcr"' were overrun by the forces
I Abaddon the Despoiter

One superh addition to this
campaign has been the 100 Special
Events cards that have been spread
Across the world and wsad as prizes
in tournaments, at roadshows, afc
Each unigue card has a window of
fime it can be played in and, once
played, has a big effect on some part
of the '..':mrlal- n on behalf of either
the forces of Order or those of
Disorder, Check out the newsletter for
which cards have been played 50 far

Al i not gaing sa well for the
forces of the Black Crusade now
however, as 2 massive Imperial Naval
action 15 wunderway. This is bringing
he Chaos forces under contro
throughouwt the whole region,
especially in the Cadian and Agripinaa
systam, whera they have pushed back
the massiva Chaos thrust

However, the Word Baarars
threat of Warp Storms has the ability
o shut down all but the Gadian Gate
systems, And the dreaded 'Plane
killer” event card to be plaved

The campaign | .4.-||I besn
lmited to meraly a Chaos v

YEYE OF TERROR |

Imperium conflict esther - aside from
the Eldar and LI:|-'k ::rl.r -.,h Ing Over
the webvway (Including a side ;..1r. n
of Ahriman's r||-';|.::.1-'|:: aons), the
Lrks have mobilised into a massive
Waaagh! (better known as ‘Da Green
Kroosada’) that threatens o swamp
the scarus system. The Necrons have
Dean sighted i strength as they
continge with their unknown plans and
the Tau empire has bean steadily
gxpanding as i takes advantage of the
uphaaval to those forces thal border
itg fledgling empire

There is still all to play for so
ciand 10, sokdier!

GIVING WITH ONE HAND...

The more eagle-eyed readers
amangst you will have noficed 3
couple of problems with the "The
seven Sigmarites’ battle report fought

1WD2E4

Firstly my dastardly opponents
stobe an extra 100 points thereby
gaving me at a disadvantage to begin
with. We didn't realise this
discrepancy untit after the game. |
hope they hang their oh-so-deviout
neads in shame

Now it's my turn for confession.
As has bean poi 13-] out by many
peaple my army list wasn't correct

In my ded l:IIL-ﬂ | always lake my
Chaos Undivided character, Vradchuk
the Heinous. As a general of a Chaos
Undvided army he allows me o take a
mix of Daemons. However, dug to the
scenario played and the agreement
that Vradchuk would send one of his
Champions to deal with the Imperia
upstarts (it would ba beneath his
station fo sully hi nself with sech a
lowly task) | took an Exalted
Champion of Staanash. This, of
coursa, meant | could no longer fake
my favoured Screamers of Tzeentch!
It was a Dasic mistake amd LIII" for

which you can be assured I'm paying
for in the Studio

ADDED VALUE
Frea with this issue is a
Warhammer card relerence shest. This

sheat gves details of bwo key areas -
unit strength and base siza. On many
internet forums there seamed 1o be
some confusion on the correct base
size for some of our models
especially those such as Hydras,
which don't have & base in their boxed
sat. With the help of the moderator of
the Warhammer Players Socigfy's
message baards, Mike Marshall,
we va collated all the ralevent details
into one handy playvsheet, We hope
this will help all those who struggle
with such matters as well as providing
a great respurce for new players

Uver the past few months we've
included some other great goodies
with White Dwarf

» Huge Eye of Terror campaign
map I]nLh;Ll with the superb
Beasts of Chaos artwork by
Faul Dainton

= Path to Glory booklet — rules
for creating Ghaos Warbands

* The Golden Demon winners
bookiat

« Cutaway tank posters

Don't worry Ihdugh — we have plans
for lots more exciting extras, such as
including a free Kisley army ::'-nxl fin
WD284! | won't spoil the surprise by
Tating vou aboul every special Issug
we have planned but, suffice to say
the only way to ensure you're going 1o
el Your 155ue 15 1o take out a
SUDsCriphon E: head on ovar to page
118 for details of how you can make
sure of your copy baing delivered
straight to vour door before the issue
is even on the shehves in stores!

Sea you
next month!

Paul
Sawyer

Editor
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FEATURES

The Battle of Stemburg (Warhammer)
A new scenaria for the Beasts of Chaos

The lllustrious Regiments of the
Imperial Guard (Warhammer 40,000)
A look at the background of the Imperial Guard.

Loremaster Malakhion's
Undeod Warhost (Warhammer)
Jespar Hansen's unuswal Undead Ehves,

Eye of Terror conclusion (Warhommer 40,000)
A look at the resuilts

Camouflage (Warhammer 40,000)
Wa take a closer look at painting camoufiage.

Fire Warrior (Warhommer 40,000)
We get a tastar of the new computer game.

Guerilla Warfare (Warhammer)
Tactics for using Woad Elves

Jeff Wilson’s Wood Elves (Warhammer)
A close look at Jeff's impressive Wood EIf army

Regiments of the Imperium
(Warhammer 40,000)

Create your own Imperial Guard regimant
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Games Workshop News
The world according to Games Workshop

New Releases
Al of this month's lest relages

Modelling Workshop (Warhammer)
Building a Ghaos Trae

Heroes and Villains (Warhommer 40,000)
Eldrad Ulthran

The Bloodlands Campaign (Warhammer)
Part two in our series about Dylan Owen's
Bloodlands campai AN sSyEtem

‘Eavy Metal Masterclass
Painting Emperor's Children

Painting Workshop (Werhammer 40,000)
How to paint Black Templars

"Eavy Metal Showense (Warhammer)
A showicase of some of the best painted
models from around the workd

Index Astartes (Warhammer 40,000)
Farces in the Eve of Terror (part two)

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

Battle Report (Warhammer 40,000)
Impereal Guard v Orks

) The Lord of The Rings
¢ This manth

we bring vou tactics for
spellcasters, a painting masterclass, a new
scenana, and we also take a peek af The
Return of The King supplement.



"THE NEWS

LET BATTLE COMMENCE!

Throughout October, our
Games Workshop field team
will be travelling the length
and breadth of the country
hosting a day of gaming and
painting at the following
independent stockists. This
is a great opportunity to
check out lots of hobby
activity, especially with an
Imperial Guard theme.
Come along and see il you
can pick up new tactical or
painting advice.
13/10/83 SR Gladston & Son
Newcastle

(0191) 2570335

Ex Kaye Ex
Sunderland
{0191) 5147900

Joplings
Sunderland
(0191) 5102105

14/10/03

18/10/03

2110/03

2210/03

2710/03

27/10/03

28M10/03

28M10/03

2910/03

30/10/03

Planet Hobbywood
Nevequay
(01637) 859941

Fareham Toys & Hobbies

Fareham
{01329) 282183

Toymaster Kingdom
Lowestolt
(01502) 565688

Chesterfield Co-op
Chesterfield
(01246) 220200

Kids Stufi
Burgess Hill
(01444) 257724

Toymaster
Blackponl
{01253) 626461

Gamers Guild
Redhill
(01737) 789123

Toymasler

Keighley
(01535) 604045

BLACK LIBRARY PRESENTS

Graham Mcheill is currently
working on his first Warhammer
epic, The Ambassador! The story
details the struggle of ex-general
Kaspar von Velten as he fights to
hold back a rising tide of Chaos
in Kistey. It's an awesome tale of
war, honour and subterfuge,
which ties into Games
Workshop's upcoming Storm of
Chaos campaign. We've just
received the stunning artwark by
Paul Dainton and we couldn't
wail 1o give you a sneak peek!
The Ambassadar will be in stores
next month!

NEW WHITE DWARF PRICE

e pEk) AAAMMER

oL

For the first time in Six years

the cover price of White

Dwart will change. From
WD288 the price of your
favourite hobby magazine will
be £4.00. The price of

subscriptions will remain al

the current price in the short
term S0 now IS @ good hma
to start subscribing or o
extend an existing
subscriphon. .
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EVENTS DIARY

WHAT’S ON AND WHERE

Are you running a tournament or organising a campaign day? If you
wan! your avent advertising in this fine publication all you néed to Ao 15

drop us a line on

evenisdiary@games-workshop.co.uk
The closing dates for recaiving detalls for pubhcation in the 1oliowang

issues are as follows:

6th October for WD288 (December 2003 )
5th Nevember for WD289 (January 2004)
10th December for WD280 (February 2004)

CALL TD -I-H“

[Date: 456 - 5ih Ocfober 2000

Venoe: Warhammer Worla, Lanfon
Delails: 2-day fowrfiments for
Warmaster and Bafflafisel Gothic
I-day foesmamenis for Mordfaim
(Satiirday) and Necromunds (Sunday
fickate are D40 for Warmasder and
Eatflefiest Gothic. and E25 for
Morritase and Necronmia

Full defads for 80l Sysiem Wiy O Sl

with voor bickets. Tickets on sale now

Confact
spergh@garmas-workshog oo il
W Jvmes-workshap comgr

Games Workshop and
Northampionshire Councll present:
SLAYER DAY

Dale: 198 Octpber 2003

Venue; The Permberton Centre

HE Bates Wiy, Rusfhden
Norihamplonsiiine

Duinils: Featuring Conflict
topmaments for Warkarmmear 40 000
{1,000 paimied army). Warammes
i1,500p8s painted army) and The Lovd
af The Rimgs (1, 000pds of paintad
forces). Also parficipalinn Games,
PRIRNT WOrKSTONS, DaInimg
compelion, scenery making for mon-
fourmamen Open Pass alfendass
Toiumamsn| ckets £25 = full gaiuis
for each fouwrnameant will be et wilh
pour tickers. Open Pass ficksfs £S5,
Tipkats on salp now

Conlack

gvenisSgames-workshop. oo.wk
Website

W games-workshop, comivents

WARHAMMER

GRAND TOURNAMENT 2004

HEAT TWD

Date; 250h-260h October 2003

Venne: Warhammer Word, Lemion
Delaiis: 2.000pis painiad Warlammer
army = fall delsls W De sanr with
your tickets. The weekend will includs
six games and bickst prices includs R
kinches angd Saturday s fveming mea
Tickets on sale now, priced E40 each
Contzct:

whyh@gamas-workshop. co. wk
Wabszits

WA pames-workshop comg

L D B
| MNOVEMBER
GAMES WORKSHOP DPEN DAY

Date: 16N Movermber 20008

Veawe: Wartammer World, Leston
Detalls; Graal prricopalion pames (o
many of our game Syslems, lafesi
rEE3ses and Eneak DrEvwews ;"_J'r"lr
Ietal painfing adwice, Fanalic
Specialist Games (rake i and Bk of
away with pan!), Comersion Comer
Destagny Shudsd gurasis and semens
lckels E10
Contact;

e[S ERGTRAS - JrRSIa, L0, Lk
Websile:

W James-warkshop, comevenis

on Sife

frovm Sepheribes

WARHAMMER 40,000

GRAND TOURNAMENT 2004: HEAT TWO
Date: 22nd - 23rd November 2003
Vemue: Warhammer Wordd, Lenton
Detpils: Fight for & place i (he inals
if B, thé MOST presigious
foirmament ir the 408 gamer’s
calendar, Yoo wil ragoire @ 1500005
panntad Warhammar 40,000 anmy =

full defzils will De sent wath Mokefs. The
weskand wall include siv games amd
tigke! price includes fwo nches and
Saturday’s evening meal

Tickets on saie from 23rd Augest 2003
priced at D40 awch

Confacl:

SO gFgames- WO KSR, 60, LK
Webgile.

W J3MES-IWOAS oD COvTL gt

___ DECEMBER
THE LORD OF THE RINGS

STRATEGY BATTLE GAMES DAY:

THE RETURN OF THE WING

Date: T4ih Decamber 2003

Vieape; Wartumumar Warkd, Léanan
Detailz’ Take part in the adventure and
foim 05 for @ day of The Lord of The
Rings batties. painting and scengry
maaking workshops. Also there’s e
ooporiumity fo meet the arfists and
designavs of the game. ‘Bring & Bafie
fablas will B availabie for your paimied
250pts armdes, whilst 2 piher gamas
JIFE prheipation with muiiieres

prowded

Tickels E10. on sale from Sepfember
Coniact:

B ."Ii'l'.s.l-f:',‘d-_.F.'I- WOrSNaf. S0 L
Webzife:

WA TS - ENOE SO EvTis

For more information on any of the events histed above, all you need 1o

do s send us an a-mal o

evenls@games-workshop.co._uk
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DUTCH GRAND TOURNAMEN
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FIRE FROM THE FORGE

Check out this work in progress
photograph — we hope to bring
you a pic next month showing
just how big this thing is!

Coming soon to Forge World's
Warhammer Monstrous Arcana
range is a huge resin Dragon
sculpted by Daniel Gockersell

On the 21st and 22nd of June
over 100 bleary-eyed Warhammer
Fantasy players from across
Europe gathered in the Dutch
town of Tilburg to compete for the
title of Warhammer Grand
Champion 2003 in the official
Dutch Grand Tournament.

This years event was twice the
size of last year's tournament and
this year Games Developer Phil
Kelly attended. Unfortunately the
Dutch themselves were shamed
as twa Irish players won the
Grand Champion and Best Painted
Army prizes. We re informed
they're planning vengeance in
next years evant!

NEW STORES
IN SWEDEN

We are proud to present our
newest store:

Games

Workshop

Gateborp.

Kungsgatan 28,

Goteborg, Sweden

Tel: 03 113 3958

Als0 coming soon
Games
Workshop
Helsink!

PAGES FROM THE PORTAL

GAMES DAY

Games Day is upon us and White
Dwarf has teamed up with our
vrabteam 10 report on all the great
action going on during the day!
Look oul for the roving reporters
and vou could be in print or online!

WWW. james-workshop.comi/gamesday

CODEX: IMPERIAL GUARD
The release of Codex: Imperial
Guard this month sees a plethora of
material onling for the backbone of
the Emperor's armies. Be sure fo
chack out the stunning Imperial
Guard wallpapers & scregnsaver as
wiall as a gallery featuring regiments
of the Imparial Guard. All this as
wall as some greal hobby articles!

wWn.games-workshop com/imperialguard

WHITE DWARF

The White Dwarf section of the
website is the place to find all the
latest mews on White Dwari
including links to all the downlpads
and pages listed throughout this
issie and others, It is also the place
to find out what's coming in the
next issue of White Dwarf, a feature
ng hobbyst should miss!
www.games-workshop.comfwhiledwar

i BT s g e e W d
e T ¢

T e e e S

WARHAMMER 40,000 FAQS
Writtan by Games Dev, the official
Fals on Godex: Dasmonhunters
and Chaos Space Marines (version
3} are now live in the Chapler
Approved section of the websita!

Www.james-workshop.com/chapterapproved

R ARTEFACTS)

www.games-workshop.com 3



NEW RELEASES ™

WHAT'S NEW THIS MONTH?

2004 CATALOGUE
The Games Workshop 2004 Catalogue is the essential guide to the
Games Workshop product range and you can find it in Games
Workshop Hobby Centres and larger stockists, Designed to help
introduce the beginner to the wonderful variety of the hobby, the
The 2004 Calalogue catalogue also offers the expert the chance to see the entire
range of miniatures painted up all in one place. All of the
miniatures pictured inside have been painted by the 'Eavy Metal

team, making it a perfect colour reference when painting your
own models.

Inside this 176-page tome, you'll find the complete range of
games and miniatures for Warhammer 40,000, Warkammer and
The Lord of The Rings

IMPERIAL GUARD CHIMERA

The ubiquitous transport vehicles of the Imperial Guard, Chimeras are extramely durable and
practical vehicles. Over the millennia, it has proved its reliability time and time again and
remains a potent symbol of the Imperial Guard. Bristling with an array of infantry support
weapons, the Chimera can also transport a unit of 12 Guardsmen or 6 Ogryns, allowing the

Imperial Guard to carry the fight into the heart of the enemy’s line

This boxed sef cortains enough plastic parts 1o
make 1 Imperial Guard Chimera tank,
The kit also contains the new Tank
Accessonies sprue, designed by
Tirm Adecock and Brian Nelson

Thizg mocs! Boes assambly

4 NEW RELEASES



IMPERIAL GUARD DEMOLISHER

[he Demadisher is a vanant of the Leman Russ optimised for
destraying the most-protected targets. The Demolisher is
armed with a destructive Demolisher cannon; its powerful
atrength 10 shells are capable of smashing apart both
infantry and vehicles with ease and the shriek of its

incoming barrage is rightly feared by the enemies of the
Emperor

This boxed sef contains enough plastic and metal parts to
make 1 Imperial Guard Demolisher fank. The kit also
confaing the new Tank Accessones sprue. designed by
Tim Adeock and Brian Nelsor

This moadel Fapuires assambvy

TECHPRIEST ENGINSEER

Privy to the mystical secrats of the engine-spirits of vehicles, the presence of an Enginseer is vital for a regiment's armoured units to function efectively.
Either alone or aided by lobotomised Servitors, they can often affect battlefield repairs to damaged vehicles. A Techpriest Enginseer who starts the turn in
contact with a damaged vehicle may attempt to make a repair. An immobilised or weapon destroyed result can be fixed by the Techpriest on a roll of a 6+,
the Techpriest can add +1 o the result of the roll for each Technical Servitor accompanying him.

This bister pack containg ong Adepfus Mechanicus Techpriest, designed by Jes Goodwin.

Thase rmodes [prafdilis) .-I.'\-'.'\-il'."h'llu"II!.
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“NEW RELEASES
KASRKIN

The Kasrkin are the elite of the Cadian military, they are marked out while they are still in the Youth armies and
enrolled in special academies where they receive training that is more than a match for that provided to Imperial
Storm Troopers. They are equipped with the very best eguipment, such as the powarful heligun, and have access
ta some of the most destructive assault weapons the Imperial Guard can produce, making tham the perfect shock
troops and providing the Cadian military with an extremely effective cutting edge.

SRR

S

=

Kasrkin boxed sel designed by Juan Diaz, this boxed set contains 10 Kasrkin,
and includes 1 Kasrkin Sergeant, 1 Kasrkin with famer and 1 Kasrkin with grenade launcher,
Thess models raduie assambly

...:-- = 1"._:;1.!__ 3
"'I h’.r _i-:.. I:' o 1 1 Ty -;1:. X --.1{' _"I-.F,\_ .Flt;-‘ :".- £
o i R A i ) - iy e T Wk .
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Kasrkin Sergeant: This blister pack contains Kasrkin special weapons: This blister pack contains 1 Kasrkin with
1 Kasrkin Sergeant model. maltagun, and 1 Kasrkin with plasma gun.

Kasrkin: This biister pack containg 3 Kasrkin,

T — T i < e e o e = g T o B e e e S e

6 NEW RELEASES
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CADIAN HEAVY WEAPONS PLATOONS

A Heavy Weapons Platoon is where the greatest proportion of the regiment’s most powerful weapons are
gathered together. They are equipped with the heaviest man-portable weapons in the ragiment and are
imvaluable in providing defence against enemy armoured vehicles, large alien creatures and enemy troop
formations. Weaponry, such as the mortar, is ideal for laying down a hail of suppressive fire that can pin
infantry formations in place. They are also able to fire indirectly, lobbing their shells over woods or hills
{o strike at foes who would otherwise be hidden

Designed by Brian Nelson and Tim Adcock, this muiti-part plastic boxad set contains enough parts to
make 1 Gadian Heavy Weapon feam, equipped with aither 1 heavy bolter,
1 autocannon, 1 lascannon, T mortar or T missile launcher,

Thesa modais regivre assambdy.

i WADL ARARAT Y £
178 1

EE Py

Cadian lascannon feam

Cadian heavy bolfer team Cadian autocannon team

CADIAN SNIPERS

An Imperial Guardsman armed with a sniper rifle. who always wounds
ona roll of a 4+ regardless of the target’s Toughness, provides an
Imperial Guard force with a very powerful heavy weapon allowing an
Imperial Guardsman to target and deal with the toughest of enamies.

This biister pack comtaing 2 Cadian Snipers, designed by Mark Harrisan

PRICE LIST

- KASRKIN BOXED SET £18.00

Denmark kKr 225.00 Swadan K 27000
Euro € 30.00

MASRKIN TROOPS .... semisin DY
Denmark kr 7000 Sweden &kr 8000
Eura L5 10.00

Deanmark &kr 6500 Sweden kr 75.00
Eurg & 10.00

KASRKIN SERGEANT..cocrrmrn £4.00
Denmark kr 50,00 swaden kKr &0.00
Eura € 6.50

Denmark ke 5500 Sweden kr B5.00
Eura € 800

Denrmark kr 30000 Sweden kr 350.00
Eura €  40.00

Denmark  kr 225.00 Swaden kr 27000
Euro & 30.00

TECHPRIEST ENGINSEER ......oocoeeea £4.00
Danmark kKr 5000 Sweden  kr 60.00
Eurd & 6.50

Denmark kr B0O.0O0 Sweden kr 90.00
Euwra = 11.00

ARMIES OF THE IMPERIUM...............€15.00
Denmark kr 200,00 Swadan kKr 250.00
Euro & 2500

Denmark  kr 20000 Swedan kr 250.00
Euro = 2500

Denmark kr 50.00 Sweden  kr 8000
Euro & &.50

ELDAR WRAITHLOBD weoeooooesescinensnn E15.00
Denmark &kr 20000 Sweden kr 250.00
Euro & 2500

'ELDAR WARWALKER £15.00

Denmark kr 20000 owden  kr 250000
Eura £ 2500

Danmark ke 15000 Sweden  kr 180.00
Euwro & 20,00

Prices quoted are for products sold by Games
Workshop through its own stores, calaiogue
or website. Independent retaners are
responsitie for getermiring fheir own prices.
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ANCIENT TECHNOLOGY

The Eidar use many forms of technology that cannot be matched by other races. These exotic
weapons are used by the Graftworld armies to support their advance or to form a solid defence
These new repackaged boxed sets now contain a variety of weapon options possible from Codex
Eldar, allowing you to create the most destructive weapon systems of your choice.

ELDAR SUPPORT WEAPONS PLATFORM

Designed by Tim Adcock and Juan Naz, this multi-part boxed set contains
anough parts fo make 1 compiefe Weapons Platform madel. It @50 conlains
additional components allowing you to arm the weapons platform with
gither g D-cannon, wibro cannon or Shadow Weaver

This modhel regquings 4583y

Eigar Vibro Cannon Support Weapon Platformi,

Fidar D-cannon Support Weapon Platform

Eldar Shadow Weaver Support Weapan Platform

8 NEW RELEASES



ELDAR WRAITHLORD

Designad by Jes Goodwin, this new mulft-part froxed sef containg
anough parts to make 1 complete Wraithlord model. It also
contains additional components allowing you to anm the
Wiraithlord with either a starcannon, scatter [aser or bright lance.
Trus modal ragoines assembly

Starcannon

grigitt lance

Eidar Wraithlord armed with a scatier lasey

ELDAR WAR WALKER

Designed by Jes Goodwin, this muili-part hoxed set
contains enrough parts fo make T complete War
Walker model. It also containg aodifional components
allowing you o arm the War Walker with either 2
starcanman, scatter laser or bright lance.

This modlel requites assambly

'.':'::'.'.'.'....;,._..ﬂ"_h .

Eldar War Watker armad with g scafter laser
ana a starcanmon

L e e e e e et e o

INTERACTIVE
ARMY LISTS

A useful addition alongside your Codex army
book, the Interactive Army Lists are PC
programs that halp you select your army,
surmmarise special rules and keep recaords of
your battles. The CDs provide complete army
listings for both the Enemies of the Imperium
and Armias of the Imperium. A simple drag
and drop interface makes it easy to upgrade
both your squads and vehicles. Both CDs
include all the different force organisations
from the Warhammer 40,000 relebook,
making them an ideal tool for any collector of
a Warhammer 40,000 army.

ARMIES OF THE IMPERIUM
This GO covers the falfowing armies.
Space Marings
Dark Angels
Blood Angels

Space Wolves ARMIES OF g
Mp

Dasmonhunters ERIUM

Imparial Guard '

Catachans

ENEMIES OF THE IMPERIUM

This CD covers the following armies
Chians Space Marines:

»  Alpha Legion

e [ron Warriors

¢ Might Lorgs

e |Vord Bearers

« Thousand Sons

«  Emperors Children

« [Death Guard

» World Ealers

Eldar

Craftworld Eldar

Dark Eldar
Tyranids
Necrons
Tau

(ks
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"~ BATTLE GAMES DAY N

Warhammer World, Willow Road, Lenton, Nottingham NG7 2WS.
HUth December 2003, 10am = 4pm. Tickets cost £10 each.

A whole day of The Lord of The Rings bartles, painting and scenery workshops and opportunities to meet Artists and Designers.
Play on battle tables with your 250-points painted armies. All other games are participation activities with all minfatures provided.
Doors open at [Oam. Ask staff for more details, or visit www.games-workshop.com/events




GAMES WORKSHOP
EN DAY

Sunday 16" November, 2003 JOIN US FOR A DAY OF
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An introductory scenario
written by Ant ‘Beastlord’
Revnolds with aid from Pete
‘Shaggoth’ Haines. Can the
Empire soldiers hold off a
Beastmen attack long enough
for reinforcements to arrive?

he Beastmen launch their assaulis
I [rom deep in the forests, erupting
tor spread carnage and despair,
striking fear in the hearts of the people
living in the Drakwald. With the rise of
the Beastlord Khazrak, raicls against
settlements and convoys within the
Dirakwald increased dramatically, None
were safe from his daring ateacks. ..

“And so did the fir village of
Sternburg come under the hateful,
greed-filled gaze of the Beast. Intent
these foul Beasts were of naught but
the spilling of blood, the burning of
houses and the butchery of all.
Mivhap they wished to gather
foodstuffs and drink, but 1 believe
this beyond their bestial intellect. A
night of terrors and tragedy it was for
the people of Sternburg. "

Arthus Reinhold, Scribe of the
Middenheim Court

The vear 2517 was a dark one for the
people dwelling within the Drakwald
Forest. Towns and villages were
regularly being attacked by the foul
denizens of the woods, and an air of
fear pervaded the land. Beastmen war-
herds roamed the cloying forests, slaying
hunters and wood-cutters, leaving their
bodies mutilated and strung up in the
trees. Jagerhausen and Arenburg had
already been sacked that vear, and
countless smaller settements burmnt to
the ground, their entire populations
butchered. The Drakwald had alwavs
been a dangerous place, but in that year
maore caravans and travellers had been
attacked than in the previous five years
added together. People were frightened,
and even their livestock rested uneasily
at night. Countless devotions were made
tor Ulric and Taal for protection, bur still
the atacks came,

Many hundreds of families living in
isolated areas packed up their
belongings and began along the weary
road towards Middenheim, hoping 1o
seck refuge within the great city walls.
This in urn caused more problems, as
the city streets became packed with
desperate people. Crime and sickness
rose dramatically, and the city's jails
were filled o overflowing, no matter
how tightly they packed the criminals
into their tiny cells. Many frightened and
destitute people were turned away, and

THE BATTLE
OF STERNBURG

A Beasts of Chaos scenario

a sprawling shanty town sprang up
outside the great city, clinging 1o the
base of the mountainous walls.

As the raids became increasingly
common, rumours began to spread as to
what or who was behind them. While
raids from the Beastmen have always
plagued the Drakwald, these latest
attacks seemed more deadly somehow,
and certainly more frequent.

Packs of enormous, feral, man-killing
hounds roamed the woods, and it was
the beliel of many that they were being
dirceted o attack certain places, that
they were not merely attacking at
random. Booming horns could be heard
echoing through the trees, and many

Priscipal Willages

“Powerful was i stature, tall and

curving were its horns, and filled with

hatred and cunning were its eves,

plowing in the night, It lashed about

with a barbed whip, the ouch of
which cut and wore. With a rodar, it

pointed, and a pack of nightmare dog-

beasts urned their feral attention
wowards me. Alas, 1 wished o stand

~and fight, yer my cowardly steed ran,
and | was carried away, borme
unwilling upon its back. Could this fell

Beast have been the one behind the

constant raids? | know nod”

Markus Reokler, noble son assigned as
sl ainl pistolicr 0o the bowse of
Middenheim. Later discharged and sent
homve in chisgrace for cowardice,
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believed that a new and great Beastlord
had come 1o rule the Beastmen of the
Drakwald,

STERNBURG

The village of Sternburg was a small
community in the depths of the Drakwald
Forest. It was positioned some forty miles
south-west of Middenheim, just off the
Middensveg road that passes through
Upper Spite, In the days following the
sacking of Jagerhausen to the cast, the
people of the village were filled with
teerror. As each night fell, they locked and
bolted their doors and windows, and
many spent the nights in prayer

They believed that the attacks of the
Ccreatures were sometimes presaged the
morning before by some sort of sign — a
signal that the village was doomed. 5o it
was in Jagerhausen, where grinning
death's head skulls were spitted before
the puildhall. Indeed, some smaller
villages were abandoned as soon as they
experienced such an omen. which was
possibly the intent of the warnings.

Each morning, the villagers of Stermburg
emerged warily, expecting any number of
horrors 1o have been visited on their
village during the night.

One morn, they awoke in horror to find
their worst fears confirmed; their few
cattle and goars had been slaughtered -
torn limb from limb as if by some wild
credture. The butchered livestock lay
where they had been slain and mutilated,
throats and stomachs opened by cruel
blades or cliws, One goat, its head
missing, had been hured atop the roof of
the village smithy during the night. This

“All around me; they are miking,
whispering. Put out their eyes, pluck
out their filthy tongues, still they talk,
always taunting. Braving in the fields,
they plot, they approach in the night,
drawing always nearer. They come!”

=ravings of ‘Mad® Schwalz,

the idiot of Sternburg,

was the final straw for many of the
villages, who feared that this must surely
be a sign of impending doom.

Some villagers fled, hoping to travel
north along the Middensveg road
towands Upper Spite. Some intended 1o
travel from there to Middenheim isell
Onhers, fearing that the villages of Upper
Spite and Arenburg were not sate, fled in
desperation through the dense forest to
the west towards the supposed safety of
Jagerkeep. The wrader Alher, who had
macle that journey once before, pleaded
with them against this reckless flight, but
in their hysteria, the families would not
listen, Those that anempted this
desperate run were never heard from
again, and the night was filled with roars
and the echoes of hunting horns, Those
who remained in the village cowered
within their homes.

Of all the people in the village, only the
cobbler Wilhelm kept his wits. Though a
timid and stuntering man, he had the
sense of mind o borrow a powertul
dray-horse from his neighbour and ride
south down the Middensveg, hoping to
run into one of the patrols that had
begun o march the road at the
command of Boris Todbringer, the
Elector Count of Middenheim, Alone,

Wilhelm rode through the afternoon and
into the evening, his heart sinking as
night fell. He saw nothing on the road;
neither animal, bird nor man, Close to
the brink of despair, he wopped a rise in
the road and saw a camplire burning
just off o the road.

Guiding his steed toward the blaze, he
ame across 4 small patrol of state troops
seting up camp for the night. They were
on the road o Middenheim, escorting a
team of handgunners and a monar o the
great city, Pleading with the leader of the
patrol foroe, Captain Karlrich, the cobhler
managed o convinee them to march
through the night to the village. The
soldiers gratefully broke camp, thinking
of the tavern in Sternburg, its
comfortable beds and accommodaring
wenches. As the patrol readied iself o
march, Karlrich gave Matrud a sigil of
Middenheim, and bade him o continue
down the road. His patrol had passed
some Knights Templar of Ulric, the famed
Knights of the White Wolf, on their day’s
march, He ordered Matrud o ravel as
fast as possible to seek the aid of the
knights. Fearful, lor he had never
travelled so far from Sternburg, Martrud
rravelled on into the night

Turning off the Middensveg road just
before midnight, the soldiers under
Captain Karlrich could hear horns
echoing in the distance. As they neared
the village, it seemed that the sounds
were drawing ever closer, each
resounding blast nearer than the last.
Belicving that the attack on the village
was about to be lunched, the patrol
hurried on. As they entered Sternburg,
the darkness resounded with the bray of
horns echoing all around. To their
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horror, they saw thar they were too late:
the village had already been attacked
Dioors and windows had been torn from
their hinges or broken down, and bodies
were strewn about the mud, There were
no signs of lite within Stermburg
Shouting to his men, Karlrich ordered
them inbto a defensive formation. The
mirtar creew unlimbered their war
machine from its harmess, quickly stabling
their horses in the nearby Blue Beast Inn
Forming up in the middle of the village,
the soldiers eyved the surrounding
darkness suspiciously; the hom blasts

14 THE BATTLE OF STERNBURG

Man and beast clash in an orgy of death!

scemed o have stopped. leaving the
night eerily quiet.

Abruptly, the silence was ripped apart
by a blood-curdling roar. Moments later.
the first enemy could be seen, launching
itself from the forest, a pair of weapons
hefted in its hands as it ran at the men.
Great curving horns sprouted from its
brow, and its face was a twisted into a
snarl

Cther figures appeared from the trees,
bursting bfrom the forest all around the
village, and pounded wowards the

[
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soldiers, Karlrich shouted his commaneds,
and powder was hastily loaded into the
gaping barrel of the monar. Handguns
were raised as sull more Beastmen
poured from the trees, and the first
violley was hired with an earshattering
boom. Smoke rolled from the handguns
as swathes of Beasimen fell to the firing,.
Still more leapt over their fallen
brethren, closing the distance with
unmatural specd. Drawing his sword,
Rarlrich praved that the White Wolves
would arrive soon, and pledged that he
would die highting if need be. ..
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THE BATTLE OF
STERNBURG

This scenario allows vou o determine the
outcome of the Battle of Sternburg. Will
the Empire soldiers hold off the Beastmen
attack until the White Wolves arrive? Or
will the Knights arrive only to find the
Empire troops slaughtered? To play the
Bartle of Sternburg you will necd:

* 2 Regiment Boxes of Beastmen
* | Empire Battalion Boxed Set

{including 1 unit of Knights, 1 unit of
Spearmen, 1 unit of Handgunners, 1
Cannon/Mortar and 1 General

FORMING YOUR TROOPS:

Beastmen: You need to form your
Beastmen into three Units, (fwo wunits
consisting of 8 Gors and 5 Ungors, and
one consisting of 8 Gors and 6 Ungors),
They can be armed in any manner that is
allowed in the Beasts of Chaos Armies
book. so long as you have modelled them
appropriately. If you have made suitable
maodels for Musicians, Champions and
Standard Beavers, each unit can have
these command maodels. For additional
guidance and inspiration on assembling
and painting vour Beastmen, take a look
through the Beasts of Chaos Armies book
and White Dwarf 284.

Empire: If you have suitable models, all
units can have full command groups
consisting of Standard Bearer, Musician
and Champion. The knights should be
Knights of the White Wolf, although any
knightly order will suffice.

The Handgunners could be hielded as a
single unit, or split into one unit and a
detachment (for example, a unit of 10
Handgunners and a smaller detachment of
iy Handgunners, who could be attiched o
either the Handgunner unit or the unit of
Spearmen.) The Champion of the
Handgunner unit may be armed

differently from the normal woops; if you
have modelled your Champion suitably, he
could be armed with a Hochland long
rifle, a repeater handgun or a brace of
pistols. The force's General is Karlrich,
who counts as a Captain, and can be
armed with any suitable equipment

chosen from the Empire army book
ithough he cannot carry any magic items).

If vour models are armed differently, feel
free to change the composition above -
for example, if your Empire soldiers are
armed with halberds and crosshows, then
they can just replace the units of
Spearmen and Handgunners. In the same
way, if you don’t have a mortar, you
could replace it with a cannon.

SETTING UP THE

BATTLEFIELD

The gaming table should be six feet long
and four feet wide for this scenario.

Forests and woods should be placed along

the two short table edges. This is where
the Beastmen will emerge from. In the
centre of the table is the village of
Sternburg. This should consist of three or
four buildings (if you don’t have any
buildings made, you could always usc
small boxes — regiment boxes are about
the right size).

If you have more buildings, you could have
them scartered around the table, A road
should be placed so that it joins the two
long, table edges - going right through the
middle of the village and cutting the able
intey two egual halves, This road could be
made with something as simple as a strip of
paper, or two pieces of string placed to
mark its edges. The road marks where the
Knights will arrive (hopefully in tme!).

DEPLOYMENT

The Empire player must set up his units
first. He may place his soldiers anywhere
within a 12" radius of the centre of the
table. These represent the wroops of
Karlrich readying themselves for the amack
of the Beastmen. Note that the Knights are
not set up at the start of the game - they
will arrive later on in the game.

The Beastmen are not set up at the start of
the game (the Empire troops don't know
exactly where they will approach from).

STARTING THE GAME

The Beastmen get the fiest turn. The attack
is launched! Roll a dice for each of the
Beastmen units, On a 1-3 that unit arrives
from the left-hand short board edge. Ona
46 they arrive from the right-hand short
board edge. Their movement is measured
from the edge of the table.

SPECIAL RULES

Hold out! So determined are the Empire
troops to fight until the biner end, holding
out until reinforcements arrive, that all
Empire models are Immune to Panic for
this scenario.

|

Sustained Attack: Every time a unit of
Beastmen is destroyed or flees off the
table, the Beastmen player gets another
unit of the same original size. This is to
represent more and more Beastmen
arriving at the barttle with the enemy in a
never-ending horde!

Each destroyed unit that is ‘recycled’
hack into the battle is deploved in the
same manner as the first Beastmen units
at the start of the game (so they move on
from a random short wable edge.)

However, as soon as the Knights turn up
to the battle (see below), the Beastmen
player gets no further units. With the
arrival of the Knights, the Beastmen have
decided o amack somewhere less well
defended.

Knight Reinforcements: The Knights
can arrive at any point from turm 4
onwards. At the start of the Empire turn
4 {and the start of every Empire turn
thereafter) roll a dice. The Knights arrive
on the roll of a 6. However, [or each
Beastmen unit destroved or that flees off
the table, a +1 is added o this dice roll
{s0, if one Beastmen unit has been
destroyed, the Knights will turn up on a
5+, If two units have been destroved, the
knights will arrive on a 44, ewc), The
Knights move on from one of the long
table edges, along the road (roll a dice w
see which side of the table).

VICTORY CONDITIONS
Beastmen have to kill all the Empire
models or make them flee off the table,
except the Knights, to gain victory. The
Empire must destroy all the Beastmen., or
make them all flee off the table, 1o win
the game. If both victory conditions are
met then the game is a draw.

The game has no tuen limit = the game
lasts until either of the victory conditions
above has been achieved.
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With the release of a new
army for Warhammer, Mark
Jones, Studio scenery builder,
always makes a specially
designed scenery set for them.
We sent Steve Cumiskey to find
out how he made a mutated
tree for the Beasts of Chaos.

hen work on a new army
begins, the Studio scenery
builder, Mark Jones, works

alongside the Game Developers and
Miniatures Designers 1o create some
terrain pieces for the Warhammer
Armies book. These will be an essential
part of creating the right atmosphere for
the book. In the case of the Beasts of
Chaos, building a herdstone was
inevitable, but by creating more of the
features of the forests in which the
Beastmen live, we could expand on their
background. Early experiments with
fortifications shaped like a Chaos star
didn't fit the feral aspects of the
Beastmen very well. The construction
looked too complicated and involved for
them. Something more in Keeping with
their nature had to be found.

16 MODELLING WORKSHOP

MODELLING
WORKSHOP

Buiiding a Chaos Tree

The answer came from a sketch by
MNuala Kennedy in early stages of work
on the army. The sketch shows a
corrupted tree, chained to pillars of rock,
writhing with life and surrounded by the
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skeletons of its victims. This tied in with
some of the background ideas for the
Beastmen being discussed at the time.
Beastmen were said to have deslroyed
Elven waystones, designed to contain
the corruption coming from large pieces
of buried warpstone. With the waystones
gone, they would build their herdstones
or plant trees over the warpstone. This
fitted the sinister, fairy tale quality of the
Beastmen perfectly.

Taking this as his inspiration, Mark set
about constructing such a tree for the
Studio army.

After looking at a varety of different
meathods to build the tree, Mark settled
on making it from twisted wire. Wire is a
good material to use in producing highly
detalled models, and also has the ability
to be bent and twisted into a suitable
shape. The basic idea behind a wire
tree is to twist a number of wire
strands together, allowing one
end to open into roots while the
other end is gradually divided
and twisted to form branches.
The whole construction can
then be glued to a base and
bent into suitably sinister
forms. To achieve this, Mark
decided to build not one but
three trees and wire them
together to form his monster
tree. He built it in this way 1o
make the early stages of
construction more manageable, as
moast of the wire would be bent by hand.

MATERIALS NEEDED
* Thin gauge wire (Mark used
1.5mm gauge)

* Heady-mixed filler

* 6mm MDF board

* Ready-mixed Polyfilla

* Five-minute epoxy glue

= PVA glue

» Light chain (from a modelling
shop or jewellers)

* Small stones

TOOLS REQUIRED
= Pliers
« Wood saw
+ Sand paper

i



THE THREE TREES

The basic construction for each of the
three trees was the same. Mark took
seventeen lengths of wire, 30 inches
long and bent them in half, giving, thirty-
four strands. Holding these together, he
was able to twist the bent end to
produce a loop
big enough to fit
three or four of
his fingers. The
strands were
then twisted
together to form
a trunk two or
three inches
long, beginning
at the loop. With
the twists
holding the
strands together,
the loop could
then be
separated inlo
three loops and
given a few
twists to keep
them separated.
These loops
would eventually
end up forming
the thick roots of
the finished tree.

MNow that the beginnings of the trunk and
roots were there, it was time to start on
the branches of the tree. The first

branch was formed from eight strands of
wire, separated from the trunk and
twisted together. After an inch and a half
of twisting, the branch was split into two
more branches, each made up of four
strands. These branches were treated in
the same way as before twisted for a
little and then split again. The process
continued until each branch consisted of
only one strand and couldn’t be
separated any further.

The trunk was twisted for about an inch
before another branch was separated
aff. The same process that created the
first branch was used again, with the
branching happening at slightly different
lengths, 1o give a more irregular, organic
appearance to the tree. This process
was repeated at various different points
along the developing trunk until all the
strands had become part of a branch,
somewhera in the tree. The branches
became shorter as they approached the
treetop. Again, this was 1o create a more
natural appearance for the tree. The
branches were kept fairly straight and
flat at this stage, to make it easier to
combine them later on.

Mark followed the same procedure for
each of the other two trees, keeping the
branches straight and varying the length
and position of the branches to make
combining the trees easier and the
shape as organic as possible.

With the branching complete, the loops
at the base of the trees were twisted 1o
form three roots for each tree.

COMBINING THE TREES

With the three trees prepared, Mark
placed them together and began to bind
them to each other with wire. Some of
the branches were trimmed at this stage,
to betier suit the appearance of the new,
combined tree,

—— 1,..-5_

. TOP TIP

| On your own model, start to bind the
trees together from the base up.
Doing it this way will leave you the
option of having a forked trunk.

Once the trees were firmly bound
together, Mark used pliers to form the
basic shape of the combined tree. This
involved putting a series of bends and
twists in the tree trunk up to the point
where the branches split off. The
branches themselves were spread out
into a more natural pattern and then
given the same treatment as the trunk.

As before, the rools were the last piece
of the combined tree to receive
attention. In a normal tree, the rools
would be mostly under the ground and
so would be kept quite small and thin on
the final model. In this case, Mark
wanted the Chaos tree to appear to be
straining to break free of the earth. That
meant separating the roots into their
usual pattern before twisting them into a
raised position, more like legs than
roots. Some of the roots were twisted
together to form thicker roots and to
keep the arrangement organic. The
Chaos tree ended up with five roots out
of the original nine.

Even though it was made up of three
separate trees (that's one hundred and
two strands!), it didnt look thick enough.
Mark decided to thicken the tree by
winding extra wire round the trunk,
beginning by winding the wire between
the roots and then up and around the
trunk. Most of the strands were allowed
to fall short of the branches, to allow the
thickness of the trunk to taper off
towards the top. The beginnings of the
branches and the roots were thickened
in a similar way at the same tima, but
using shorter strands of wire,

MAKING THE BASE

The base was made from mm MDF in
a roughly round shape with at least onea
and a half inches clear between the
edge of the base and the roots. The
edges were rounded off and sanded to
allow the finished piece to better blend
with the gaming table. The positions of
the roots on the base were then
carefully marked. A blob of five-minute
epoxy glue was placed on each of the
marks and the tree roots placed into
them to set,
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CREATING THE BARK

In order to create the texture of bark, tha
bare wire of the tree had to be covered
by a layer of filing material. The filler
consisted of ready-mixed filler, mixed
with PVa glue until it bacame a thick,
creamy paste,

The filler was brushed onto three of the
branches first, working from the trunk to
the ends of the branches. By tha time
the last of the branches was covered,
the first was dry enough for Mark to
begin to texture the branches. The bark
texture was created by scralching lines
into the surface of the tree with a
sculpting tool. It wasn't necessary 1o
texture the branches right to the ends,
as these tend to be fairly smooth on real
trees,

o

If you're unsure about the texturing,
make a small branch by twisting a
few scrap wires together and have a
go with that, Make sure to wash your
brush regularly to avoid it becoming
clogged up with filler.

The texturing on the roots and trunks
was done in two layers. The first only
has to cover the wire and provide a
good surface for the second layer to
stick to. The second layer was applied in
the same way as the texturing on the
branches, and given
the same bark
effect. The texturing
an the trunk did
have one unusual
feature. The
suggestion of a face
was added to the
_ trunk to create the
LR " ‘i illusion that the tree
- was almost alive.

Care was taken to ensure that the effect
remained very subtle- this was meant to
be a tree, rather than some kind of
crealure,

18 MODELLING WORKSHOP
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FINISHING THE BASE

With the texturing on the tree dried, it
was fime fo turn to the base. In the
original sketch, the tree was surrounded
by anchor-stones and random piles of
bones. In the final model, Mark created
a mound under the tree, peppered with
the skulls of the dead. The mound was
built up with scraps of polystyrene, into
which the skulls (from the plastic
skeleton box) were pushed and then
glued. Blobs of the filler were then used
to make the base more uneven, like real
earth. The texturing on the base was
finished off with a layer of sand and
gravel, glued on with PVA.

All that was left to attach was the anchor
stones. These were just some suitably
craggy stones, taken from a garden
(slate is especially good for this), Each
of the three stones were wrapped in
some light chain and glued to the base
with five-minute epoxy. The chains were
then wrapped round the tree rools and
glued in place with superglue.

PAINTING THE MODEL

To help hold the sand and gravel in place
and create a rougher, earthen surface,
the base was given a layer of texture
paint. The paint had to be carefully
applied to avoid covering the skulls and
stones. The entire model was then
undercoated with Chaos Black spray.

The tree itself
was the first pari
of the model to be
painted,
beginning by
drybrushing the
bark with
Scorched Brown
paint. The bark
was gradually
lightened by
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drybrushing the bark with coats of Dark
Filesh and Bestial Brown. The final coat
io be added was a mixture of Bleached
Bone and Vomit Brown.

The earth around the base of the tree
was also drybrushed, this time with
successive layers of Bestial Brown,
Vomit Brown and Bleached Bone. The
skulls were included in the painting of
the earth but were then picked out with a
layer of Bleached Bone, followed by
some detailing with Skull White,

To make the rocks fit in with the style of
the model, and to provide them with a
sense of scale, they had to be painted
too. Again, drybrushing was used to
give the rocks a weathered
appearance. Codex Grey was used for
the basecoat, followed by Fortress Gray
and Skull White.

Finally, the chains could be painted.
Mark wanted to create the effect of the
chains being rusted by weathering and
time. He achieved this effect by
drybrushing the chains with thinned
down Vermin Brown. He allowed some
of the paint to stain the rocks, as real
rusting metal would do when battered by
yvears of rain. The model was finished
off, by adding a coat of flock to the base

In the end, the Chaos tree makes a fing
centrepiace for the Studio Beastmen
army. A modelling project like this is
quite an undertaking, but would be
something worth doing to set off your
gaming table, or even act as a base for
a chorama.
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At the recent Warhammer LO RE MASTE R

Grand Tournament we saw

many great armies, but it MA )
was Jesper Hansen's unique L AKH I AN S
take on the Blood Dragons

Vampire Counts army that
really caught our eye - it's

no wonder he took the prize
for best painted army.

Jesper Hansen's Vampire Countis




esper Hansen hails from Denmark

and has been active in the

Warhammer tournament scene for
the last five years. He has already had
great success with the Empire, having
won Best Painted Army six times in
wanious competitions, culminating in
overall victory at the Dutch Grand
Tournament! Eighteen months ago he
embarked on a new project, painting a
Vampire Counts army, more specifically
the Blood Dragons. Jesper wanted to
completely re<invent the existing theme,
s0 he chose 1o base the army an the
High Elves instead.

Apart from the excellent standard of
painting, @ lot of thought has gone into
selecting the most appropriate High EIf
models and components. The
interchangeable nature of the plastic
regiment sets has been exploited when
creating the bulk of the army, but for

Far left: a regiment of Skeleton Spearmen,

Left: The Banshee, based on Alarielle, the
Frergueen of Averforn.

&, : an Empire sellelier encowmmters the
-I'I!Iurl.'if E'-lr £ |ll |r':'.'lr||I h’-l'l-'f A

Befowr: Malakbian s Undead warbost
gathers for battle,




A Grave Guerd regiment based on High Elf Phoeniy Guard,

more specialised units and leaders
Jesper has only done what is necessary
to maintain the overall theme of the
army, This could be as simple as using

| Alariclle as a Banshee, or as technical as
his ‘Dead Tyrion' conversion for the
Blood Dragon Thrall for which Jesper
sculpted the face himself! In the future
Jesper will expand his army to include
more Zombies as well as a converted
Black Coach based upon a Tiranoc
chariot. He also has plans for a Slaanesh
army that will include morphing Chaos
Warriors and Centaur Knights, Let's
hope that he will have it finished in time
for the next Grand Tournament!

Above left: A grivesome Fell Bat conversion.
Abave right: Tyrion, converted into a Blood Dragon Thrall

Below: Necromancers - High Elf Mages with a sinister tuist.




Sketetori warriors. Notice
Hctd ancory of e boive
- bad bair sculpied on.

Jegher's ﬂ.’m—k Kridphis beased on Sifver Hednis.
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The Eldar are a race that much of the

galaxy fails to understand, and not
least for their ability to react to events
that are yet to pass. Farseers, as they

are known to the Eldar, are responsible

for making the choices which decide
the fate of the race as a whole.

Phil Kelly reveals the greatest of them
all, Eldrad Ulthran.

idrad Ulthran is one of the oldest
Elmng Eldar in the galaxy. The chief

Farseer of the Ulthwé craftworld,
Eldrad is an incredibly gifted psyker,
able to see far into the future and guide
his people through the twisting strands
of fate. His powers of divination have
averted catastrophe time and time again
and, without Eldrad’s guidance, his race
would have plunged further towards
extinction long ago.

The Farseers of the Eldar craftworlds
are the most powearful mystics in the
galaxy. Their minds move upon the
silent threads of destiny which form all
possible futures. Events of the least
significance change and rearrange the
infinite possibilities that lie ahead. It is
the Farseers thal guide the Eldar
craftworlds through a mire of potential
extinction. This is a path that must be
walked with care, for one wrong step
could easily lead to the destruction of
the Eldar race.

Whenever cataclysm has threatened the
Eldar, it has always been foreseen and
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vanquished, redirected, or ameliorated.
The Farseers guide the armies and
fleats of the Eldar against the nascent
peril, and often end a threat even before
it has begun. A pre-emplive stnke
against a minor Ork warlord may prevent
him growing in power and thereby stop
the full force of a Waaagh! An
unexpected altack on a Human outpost
could slay a Chaos brood even before
its masters have struck their unholy
allegiance. To outsiders, these attacks
are random acts of aggression, but in
reality they are all part of a careful
strategy of manipulation.

Chief amongst the Farseers of the
infamous Craftworld Ulthwé is Eldrad
Ulthran, whose name means kEldrad the
foremost of Ulthwe. Eldrad has lived for
more than ten millenia, and has
succassfully guided his people through
the twisting paths of fate
during that time. It was his
prognostications which
& resulted in the armies of
Y. Ulthwé moving suddenly
by and unexpectedly against

the Orks, As a result of Eldar raids, the
balance of power amongst rival factions
was changed to favour one powerful Ork
Warlord rather than another whose
ambitions were more directly perilous 1o
the Eldar. As a consequence it was the
Human world of Armageddon that felt
the full wrath of the Warlord Ghazghkull
Thraka. Neither Orks nor Humans ever
suspected that this was the fulfilment of
a deliberate Eldar policy to direct Orkish
aggression away from the craftworlds.
Such is the way that the Farsears
manipulate the time-stream, with graat
skill and subtiety, without ever raising
the suspicion of other races.

THE WAR FOR HARAN

Although ancient in years, Eldrad
Ulthran is immensely resilient and very
powerful. One of the most important
predictions of Eldrad Ulthran was the
sudden opening of the massive warp-
space rift which preluded the many
battles on the Exodite world of Haran
Ulthran foretold how the Chaos gods
would force a great rupture in space,



creating a hole through which the forces
of Chaos could pour into the universe.
The place where they would attempt this
was Haran. Why this place rather than
any other was difficult to guess, but it
may be that the Chaos gods planned to
infiltrate the webway from Haran, using
the warp-tunnels to reach other planets
and craftworlds.

When the rift opened, the Eldar were
prapared. Chaos Space Marines joined
the daemons that poured through the rift
and battles raged across the planet. The
Eldar forces were mustered in strength,
but could barely contain the forces of
Chaos. Eldrad himselfl led the warriors of
Ulthwe. From all over the galaxy came
Phoenix Lords and Outcasts to fight the

“Eldrad 1= the greatest among us. He is
the sun which cclipses the light of our
stars. He is Ulthwe and the fate of our
kind rests in his hands His eyes are the
keenest. no detail goes uanoticed. Four
thousand rupes can he cast, guiding our
path through torment and war, death and
salvation. He is the
the true guide. Even your race has
trembled before his might, though you
may not have known it. It was he who
quided us 1o the Ovk koown s
Ghazghkull, and commanded us to steer
his path to your world of Armageddon

Ten thousand Eldar lives would have been
lost if he had not done so. What sacrifice

i a2 million humans for such 1 capse?

He knows
yoursell. He warned that weakling seer
you tall Emperor of the treachery of

palhfind:t. the secker,

your affairs better than you do

Jpflsm 1

Eldar cause. The rift grew bigger as
more Daemons infiltrated the world, but
as the Eldar destroyed them the rift
closed up again. The war for Haran went
on for many long months. Sometimes

Chaos won the upper hand and the rift

THE STAFF OF ULTHAMAR

| The baroque and priceless force staff

carried by Eldrad Withran is far more
than just a symbol of his office, and is
aven more ancient than the venerable
Ulthran himself. Made from purest
wraithbone, it bears the spirit stones of
the first Seer Council of Ulthweé,

Each craftworld has an infinity circuit;
a complex wraithbone endoskeleton

Horus and the strife which would engulf
us, yust as it cogulfed the rest of the
galaxy. but your arrogance deafencd you
to his words. Your stupidity almost
destroyed the galaxy. yet you sever knew
how close the forces of light were 10
our ultimate defeat. He saw the Great
Devourer and warned our kin on lyanden,
even before 1|'u:r had neared our EI.]-.;IJ'.}I'.

Te him all futures arc laid out, fust as
your crude implements of torture are laid
out on the cold metal of that shelf. You
say we are random and capricious, we say
you are v and idiotic. Some of you
call us your enemies. All races are our
enemy in time. Some of you call us your
allies. You are not allies, any more than a
butcher's knife s his ally. You are toals,
nothing more, to be used and expended
to Fﬂ:ﬂﬂ:’l our race. That is your fate

i ‘_.-..---*_"

Eldrad leads an Uithwe surpnize ailack againgt the Necrons,

threatened to engulf the entire"planet and
become a permanent warp/real space
overlap. Al other times the Eldar pushed
back the forces of Chaos and the rift
almost closed, banishing the Daemons
forever. Eventually, the Eldar trumphed,

that runs throughout the craftworld and
houses the spints of dead Eldar. The
Staff of Ulthamar forms a hyperspatial
link to the infinity cireuit of Craftworld
Uithwe. To the weak, the babble of
thousands of ghost-voices channelied
by the staff would quickly erode all
sanity. To one as strong as Eldrad, the
staff can act as a conduit, directing a
reservoir of psychic power to aid his
fellows or destroy his enemies.

Your kind think you are so magnificent,
yet even now. at the nadir of our power,
we can manipulate you, turn you to our

ends, as easily as you might pull a trigger
and fire a gun

Our time will come again. Eldrad has
promused us Once more you upstart
mon-keigh [subject spirs] shall koeel
before our power! This time we will aot
be so lenent! We will exterminate you,
every world, every vessel. every onc of
you! Eldrad has seen the stars stained red
with your blood, and it pleases him!

You think uws weak, but we will be your
doom, childres of Earth”

Interrogation of caprured
Eldar Ranger Prisoner no. 28264
Status: prisoner terminated
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of blood and tears.

THE FhHSEEE AND THE DESPDILI:'H

uard age
Eye of Terro

vardant world of Andame 1V Eldrad led
an expedition o counter what seemed o
be an attack on an unuse

which, i -"'1pTu-'ﬂ—'i could

]| |’rr-"|r|h1|u| - and sl
L-I_I uncil.

The battle raged between the small
Ulthwe force and Al on's chose
reinforcements piling in from both sidas
until Eldrad finally led the charge against

The legendary Farseer leads an atfack on the Chaos ménians of Murgle

the Despaile
of how
laso0l '.. :: ‘0 '. it hie W |rI|n~':|I"
2 o combat with one of the
'ru"si deadly warriors in the galaxy

Eldrad rrmr'-am:.--:"i 1o awe -||1 IHE' sweeaping

saeking the one 'IIIH:-'.' F_;.:Jtr: t|1.:|r_ ...u._.l_ll-:'_i
spara both Ulthweé ar'uf_l |"|:r'r‘|E:l:—:'.-”,

ddon clo -|-I-'I:| in h-r the
kill. But Eldrad hi?uj found the way, and

h:l“: Was Dre
and the point &
In turn, the l"|r.||-'|

against the
Hi"'-'f-l Abacd:

psyker's face. The daemonsword

pulled and tugged, d arately trying
to pierce the psykers ghosthelm, and
inexorably drew its wielder further onto
the Staff of Ulthamar.

As the point of the ancient weapon
pierced Abaddon's armour and entered
the roften flesh beneath, Eldrad met the
Despoiler's gaze. In that spiit second, he
saw the last of all possible futures
spread out before him, and knew that
ultimately he had failed. Abaddon could
not be disposed of so easily, could not
be prevented from leading his Thirteanth
Crusade. Worse still was the sickening
cartainty that, although he would fight for
alvation of his Craftworld until the
end, in the darkness to come, he
would not live to see tha light, As this
realisation sunk in, Abaddon was
plucked from the battlefield by his
patron gods, his glowering stare
indelibly etched on Eldrad's psyche.

.-'.E.--=|'=-'.+:=:=:_ SLE TS L — e e = = I
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THE FINAL DAYS

Like many of the most ancient Farseers,
Eldrad 1= growing apart from the world of
{lesh amd blood. and even in these dark
times he spl::llis ].-ung dl}'l i the Dome of
Cr}-ml Seers. His movements are slow
compared to the natural speed of the Eldar
and, as with all Farseers, his body will
:wntu:ﬂy turn to tramsparent crystal. Even
il he somehow halts the incursion of Chaos
that he has forseen spilling from the Eye
of Terror. Eldrad will retire from the flesh
and his soul will mingle with the souls of
his ancestors. If his final battles prove 1o
be in vain, Eldrad has forseen a far
bloodier end a1 the taloms of his pemesis,
Abaddon. Whatever his eventual fate, the
mame Eldrad Ulthran wll l]i'l].'! be
synonymous with indomitable will and near-
limitless wisdom, and his loss moursed by
the entire Eldar race.

The chamber was a5 silent as the grave,
which Eldred Ulthran thought very
sppropriate. Eldrad was dressed in 2 plan
white robe. totally unadorned. He was glad
fo be frec of the 'rciahl of his many runes,
happy 1o breathe the sweet air without his
arnate Ghosthelm. Here. in the Hidden
Chamber, there was mo meed for such
protection. Here he was tut:l]y safe from the
stieations of the Great Enemy. if ever such
1 phce existed - the psychic shiclding at the
heart of the Infinity Circuit wis so strong
that not even the strongest thoughts or

ELDRAD ULTHRAN, FARSEER OF ULTHWE

esence could imvade The ancient Farseer
allowed himsell 1 bricl smile, enjoying the
solitude, both physical and mental

Such moments of peace were few and were
becoming ever rarer. The memories of wars
and bloodshed seemed 3 million light years
awsy when surrounded by the tranquallity of
this haven. Even oumtside the Hidden
Chamber he had found himself becoming
more and more divorced from n:ilir:p. his
mind straying ever further along the skem of
probability that mapped out the possible
futures of his race Even as his body was
slowly crystallising, his mind was becoming
something more than flesh could hold

It wis tempting to let the last vestiges of
physical life slip, to simply leave his mortal
carcass and allow his spirt 1o flow within
the Infinity Circust. But the time was not
yet. he warned himsell. He had to choose a
successor and still had many duties left 1o
the living, no matter how far he was

becoming removed from them.

He opened his mind to the spirits flowing
through the Infiaty Circuit around him,
scnsing their thoughts With practised ease,
he blinked out the individual [lickers of
septicnce and listened with his mind's ear to
the background music of the Eldar essence.
His mind passed out further along the
strands of the Infinsty Circuit, passing across
the barricrs between the stars 1o hear the
thoughts of other lnfinity Circuits on

Points
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distant craltworlds, linked by the immense
Eternal Matnx

He pulled away cven further to listen to
the whole of the Eldar race from afar. It
was faint but Eldrad fancied that he could
make out a rhythm within the seemingly
anarchic cachophony of a billion dead sprats:
a dim pulsing. like 2 distant and terribly
slow heartbeat,

Without the babble of cach and every spurit
interfering. Eldrad conld feel the greater
unconsciousness that lay behind. like the
mipnd of some vast :ntil:.r that was snll very
much dormant. For countless generations that
pulse had grown stronger and {or untold
generations o come it would continge to
quicken and grow.

Eldrad kncw he would pot be trul]r alive
whea that time came, sor would his
successors for 3 hundred lifetimes. In a2
moment of doubt, he wondered if 1t would
ever come of whether they were all fools to
believe there could be any escape {from She
Who Thirsts. Fhrf:u]:lﬁ 'thml,r would all die
first, their distant dream unfulfilled. Perhaps
he would not be strong enough. T]::'ua’ring
aside these pegative tlmug!lts. Eldrad forced
himself to believe that the ancient prophecies
would come true. Once more he histened to

that ponderous pulsing and he smiled again.

This wis Yonead, god of the dead Yonead,
the last hope of the Eldar

Eidrad Ulthran. If you decide to take him he counts as

one of the HQ choices for the army. Eldrad must be used
exactly as described below, and may not be given extra
equipment. In addition, he may only be used in a battle where
both players have agreed o the use of special characters.

Wargear: Shuriken pistol, Staff of Ulthamar, Runes of Warding
(force opposing psyker to take psychic tests on 306 and
discard the lowest dice), Runes of Witnessing (roll 3D6 for
Eldrad's own Psychic tests and discard the highest dice),
Ghosthelm (ignore perils of the warp on a 4+), Spirit Stones
{use an extra psychic power per turn), Rung Armour (3+
invulnerable save).

n n Ulthwé Eldar army of 2,000 points or mare may include

Psychic Powers: Eldritch Storm (place Ordnance Blast
marker within 18"; anything undemeath takes a Strength 3 hit),
Fortune {chosen unit re-rolls failed armour and cover saves),
Guide {chosen unit re-rolls failed rolls to hit) and Mind War
{both Eldrad and chosen enemy modal must add D6 to
Leadership, if Eldrad scores greater the enemy takes the
difference in numbers as wounds that disallow Armour saves).

SPECIAL RULES
Staff of Ulthamar: The Staff of Ulthamar is a potent artefact
made from the purest wraithbone, Eldrad can channel his

immense psychic powers through the staff, increasing his
abilities or using it as a powerful weapon. The staff can be
used in two ways, but it may only be used in one way in any
single tumn. Firstly, it can be used to allow Eldrad to use
another psychic power. This can be a psychic power he has
already used that turn. Secondly, it can be used in an assault,
in which case it always wounds on a roll of 2+ and ignores
Armour saves.

Divination: Eldrad Ulthran is possibly the most accurate and
powerful Farseer of the Eldar, and his powers of precognition
and prophecy are legendary. After both sides have deployed at
the start of a game, the Eidar player may reposition D3 units in
his army. No unit can be repositioned outside its narmal
deployment zone, and may only be moved up to 8 from ils
original position. In addition, when using Reserves you may add
+1 to a single Reserves roll each turn (declare before rolling the
dice).

Independent Character: Unless accompanied by a bodyguard,
Eldrad Ulthran is an independent character and follows all the
special rules for independent characters as given in the
Warhammer 40,000 rulebook.

Bodyguard: Eldrad Ulthran may be accompanied by a
bodyguard of Warlocks. See the separate entry in Codex: Eldar.



The Index Astartes books and the
Codex: Chaos Space Marines haove
lounched a host of new Chaos Space
Marines ranges onto tabletops,
striking fear into their opponents.
We asked Shaun Murphy how he
painted the Emperor’s children
Chaos Space Marines.

THE EMPEROR'S
CHILDREN —
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ASSEMBLING THE MODELS

The pieces were first clipped from the
metal tags and the flash lines were
cleaned up with a scalpel. Each
model's components were then
gathered together, before starting the
assembly by gluing the legs to the
torsos. The next stage was 1o glue the
arms and shoulder pads onto the
model. The final pieces to be glued into
position were the heads. The models
were given an undercoat of Chaos
Black spray and any areas where the
spray had failed to catch, were covered
with a thinned Chaos Black paint.

PAINTING
THE MODEL

A small amount of
planning was
reqguired to decide
which sections of
the power armour
were 1o be
painted pink and
which would be
black. The
sactions that were
1o be pink weare
given a second
undercoat of Skull
White before a
basecoat of
Tentacle Pink was
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applied. The basecoat was then mixed
with equal parts of Skull White for the
first highlight stage, followed by adding
small amounts
of Skull White to
the mix for each
successive
highlight stage
To finish off this
hinal stage, a
thin outline of
Liche Purple
was then
painted onto the
areas where the
pink armour meat
with all of the
black sections.

Areas where the
pink had
overlapped onto
the black were
cleaned up with
Chaos Black
paint and these
areas were then
highlighted with
Codex Grey.

The backpacks,
weapons and
metal sections
were painted with
a basecoat of Tin

Bitz and then

drybrushed with
Boltgun Metal. A
equally thinned
wash of Black
Ink was applied,
followed by a
final highlight of
Mithril Silver,

FINE DETAIL

A basecoat of
Scorched Brown
was applied to
the horns and
these were then
highlighted with
Bubonic Brown,
followed by a
final highlight of
Bleached Bone.

The gold
sechons on the
weaponry and
arrmour were
painted with a
basecoat of
Shining Gold.
These areas
were then
given a wash
of Chestnut Ink
before a final
highlight mix of



equal parts Shining Gold and Mithril
Silver was applied.

Each of the
Warrors
halmet tassles
were painted
with Scaly
Green and
then given a
single highlight
with around
25% Skull
White mixed
into the

Scaly Green,

FINISHING TOUCHES.

The Flayed Skin armour pads were
painted with a basecoat of Bronzed
Flesh. This was then given a wash
with Flesh
Wash before
a highlight
stage of
Bronzed
Flesh was
applied. The
next highlight
stage was
made with a

The Emparars Ciwldran Ak e hghf fo ihe |'|'|'lj_'lf.".||F.|||

mix of equal parts Bronzed Flesh and
Bleached Bone, before applying the
final highlight stage of Bleached Bone.

A variety of
colours were
used to paint all
of the
connections on
the weaponry.
The red tubes
were painted
with a basecoat
of Red Gore,
followed by a
single highlight
stage of Blood
Hed. The blue
tubes were
painted with a
basecoat of
Regal Blue and
an Ultramarines
Blua highlight.
Some of the
adjacent
sections were
painted with
Skull White and
a wash was
rmade by
thinning down
Skull White and
adding around
25% of
Sunburst
Yellow. This was
applied over the
sactions,

The skin on
the exposed
heads was
painted with a
basecoat mix
of equal parts
Codex Grey
and Dwarf
Flezh. This
was then
highlighted by
adding small
amounts of EHI
Flash to the
mix for each
sSUcCCcessive
highlight stage.

BASING

Watered-down PVA glue was spread
evenly ovar the model's base before
being sprinkled with sand. Some stone
chips were also glued to the base. The
base was drybrushed with Codex Grey
then Bleached Bone, though some of
the larger stones had Skull White
brushed over them. Smaill areas of
Static Grass were glued to the base
with PVA glue.

GIJ.‘?"'I'.'
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With the release of Painting
Citadel Miniatures, we decided to
take a glimpse on what this new
book offers. From beginner to
veteran painter, this book offers
something for everyone. Here, we

PAINTING
SPACE MARINES

take a look at how Juson Foley

painted his Black Templars. A quick and easy way to paint an army in no time!

The whole moda! is

paintaed 2 base colour of
Chaos Black, o ansura

good coverage af fha
modia),

60 PAINTING SPACE MARINES

pace Marines are the icons of the 41st millennium. You can paint o great

looking force of these armoured warriors based on the simplest colour

scheme. A single colour can be the basis for an entire force, with the only
addition being some carefully applied fine details. The Black Templars Chapter
are an excellent example of this style.

This Black Templar is by Space Marine enthusiast Jason Foley. His style of
painting is very graphic and clean. The details are carefully picked out and the
highlights kept small, crisp and stylised, which helps create an almost glowing

appearance to the model.

S &3

A mux of three parts
Chaos Black and one
part Codex Grey is
painted on the
armaour 85 8 broad
hightight, leaving only
a lifthe of the biack
wisible, particularly in
the crevices of the
el

Vermin Brown is

pamnted anto both
the chest eagle and
the skull on the
backpack, This is
then highlighted
with a mix of three
parts Varmin Brown
and one part
Bleached Bone

The next highlight is
much smaller than
the first. If is an
equal parfs mix of
Chaos Black and
L-odex Grey.

Affer s both
areas are carafully
highiighted with an
equal parts mix of
Vermin Brown and
Bleached Bone.

Another even
smaller, highlight is
appliad; a mix of
one part Chaos
Hlack and three
parts Codax Gray
A fine highlight of
Codex Gray Is then
applied onto the
very edgas of the
IO

The final highlight
slages are painted
onto the edges of
the feathers, The
first is & mix of ong

oart Vermin Brown
and three parts
Bleached bone
followed by a final
highlight of
Bleached Bone



A hase colour of Red
Gore 15 applied to the
purity seal, followed
by Bioopd Red and
finished off with a
cogt of Aed ink. The
parchment is painted
fhe same colours a8
the ches! eagle

Faint all the metal
details on the model
the backpack vernis,
flaxible leg joints,
pipes, helmeat tubing
and earpieces, mn
Boltgun Metal

Scab Red is painted
oo e eyeNeces,
feaving a little back
showing 1 the
cormer. This is
followed by a
Mighlight of Blood
Read.

As the with all Space Marine armies, the hold
colour scheme ensures a quick start can be
made to painting up the squads and vehicles
for @ complete army. If the highlights are
kept relatively small, the models retain their
dark, menacing look. As Juson ably
demonstrates with his model, only o few
details need be picked out for you to get a
finished Space Marine warrior.

Fine stnpes of
Chaos Black are
applied to the
parciment o
represent urgy:

10

Codax Gray is
applied fo the
shoulder pad,
fallowed by
Fortress Gray

14

A final highlight of
Mithnl Sitver is
apolied fo finsh
thase off.

A final layer of Skuil
White s applied o the
pad, Fing marks are
aoded to both
shoulder pads o
represant Murgy.

The finishing touches
fo the eyes are a
small drop of Bad
Woon Yellow for the
brightest highfight,
and a dot of Skl
White in the black
carmer of the lens

The Chapler symbaol i5 &
fransler applied to the
right shoulder pad.

A base colour of

Boifgun Mefal is
appited all over the
hoifer. This is
highlighted with
Mithal Sivver and then
giued inlo place oo
the finishied modat.



Feast your eyes on another
showcose of award-winning
painted models from the hands of
some of the very best painters in
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At the height of the titanic conflict that was Abaddon the Despoiler's
Thirteenth Black Crusade, Humanity's very finest warriors answered
the call to arms to defend the Cadian Gate. Halfway through the
conflict, Scrivener Hoare filed this report, taking a closer look at
some of the chapters taking part in the defence of Cadia.

Ultramarines Honour Company

Tha Ultramarings have maintained the
Honour Company at the Cadian Gate for
many millennia, rotating officers and
squads from Uitramar, as well as warriors
from the LHtramarines’ many successor
chapters to guard the Cadian Gate

The current commandear of the Honour
Guard is Captain Echion of the Patriarchs
of Ulixis Chapter, a veteran leader of
many centuries of servica fighting the
sarvants of the Ruinous Powers. It is
unusual, though far from unheard of, for
an officer not of the Ultramarines Chapter
lo lead the company, though with the
Chapter's resources stretched by Tyramid
incursions on the Eastern Rim such a
situation is set to become more Commaon

Tha Honour Company distinguished itsalf
early in the war, the first action baing a
bold, space-borne counter-assault
against Abaddon's fleet as the Planet
Killer closed on the agri-world of Lortox
on the outskirts of the Agripinaa sector
The action bought the world's Planetary
Defence Force time to evacuate a

significant proportion of the population
before the world was destroyed by the
Despoiler's horrific weapon of planetary
destruction

in the aftermath of the Loriox
Evacuations, the Honour Company
redeployed to Cadia and the surrounding
systems, launching a seres of operations
to hinder Abaddon's forces as they
assaulted the fortress world. These
attacks included a series of highly
successiul boarding actions against the
lumbering space hulks being used o
transport vast hordes of the Lost and the
Damned to reinforce the Despoiler's
siage of Cadia. In total, three hulks were
disabled on the outskirts of the Cadian
system, stranding an estmated 600,000
traitors, mutants and cultists 1o freeze In
the cold depths of interstellar space. A
fourth hulk, codified the Herald of Grief,
was destroyed as an Honour Company
boarding force succeeded in activating a
seismic detonator deep within its core,
causing the hulk to splinter into a hundrad
fragments and killing every one of the
estimated 200,000 anamy on board.




Iron Knights

The lron Knights had been engaged upon
a self-imposed penitent crusade for a
number of decades when the Despoiler’s
Thirteenth Black Crusade smashed into
the defenders of the Cadian Gate, and
they were amongst the first of the
chapters in the region to respond.

The Chapter's first company soon
became mired in the defence of Amistel
Majoris, bolstering the flagging defences
of the Howling Griffons Chapter as they
fought a gruelling trench war against the
unremitting assaults of the FPlague
Marines of the Death Guard Traitor
Legion. The warzone soon became a
plague-ridden quagmire, the
decomposing bodies of the Plague God's
victims forming putrid, sucking swamps
through which the detenders were forced
to wade in order to bring battle to their
foes,

A sickly patina of filth soon marred the
Iron Knights” gleaming blue-grey armour,
and the company's Chaplains were
forced to perform daily rites of
purification in order to keep the virulent
plague at bay. Recent sermons by these
Chaplains have linked the Chapter's
continuing presence in the warzone with
their eventual redemption, vowing that
the world will only fall at the cost of the
entire Chapter.

By the third week of the Black Crusade,
Amistel Majoris was considered
sufficiently secure that a portion of its
Space Marine defenders could be spared
to reinforce the Cadian system, which, in
the days following the destruction of Saint
Josmane's Hope was in desperale need
of reinforcement.

Dark Angels

The Dark Angels and several of their
successor chapters, collectively known
as the Unforgiven, were one of the most
active loyalist forces opposing the
Thirteenth Black Crusade, though they
operated entirely outside of the
Imperium's command structure.

In the initial phases of the conflict, the
Dark Angels and a number of their
sUccessors were able to deploy at
strengths approaching chapter-level, and
where this was not immediately possible,
absent companies were recalled with all
haste. The Unforgiven were therefore
able to deploy in large numbers, all
operating under the supreme command
of Chapter Master Azrael of the Dark
Angels.

The Unforgiven were involved in the
fighting in & number of sectors, most
notably the Caliban sub-sector, but also
in limited numbers within the Agripinaa
sector. Thewr actions seemead af times
random, but centred on confronting the
forces of Chaos who were intent upon

capturing the area around the ruins of the
Caliban system. Abaddon’s servants
launched repeated attacks in this area,
and it took Imperial Strategos some time
to discern that these assaults were aimed
not at capturing a strategically important
reagion, for the Caliban sub-sector
containg little of any actual value, but was
instead a calculated and deliberate
attempt to tie up the Dark Angels and
their kin in a pointless conflict, whean theair
raesources would undoubtedly have been
better employed elsewhersa.

The battles that raged throughout the
Caliban sub-sector were vicious in their
intensity, with the famously stubborn and
resolute chapters of the Unforgiven
refusing to surrender a single yard, even
though the ground they fought and diad
for was utterly worthless to all but honour,

Intrinsically linked to the actions of the
Dark Angels were the reports of a
shadowy figure calling himself the Voice
of the Emperor, and operating out of
Lelithar. The Voice was acting as the
figurehead for an extended network of
anfi-lmpenal cultists and insurgents, and
his heretical teachings soon spread
across half of the Agripinaa sector,
millions being turned to his cause. The
Dark Angels launched a number of
strikes against this figure, but on each
occasion found that the pressures of
constant attacks upon the hallowed
ground of the Caliban system forced the
hasty redeployment of their forces.
Whenever a Dark Angels force did
manage to close on the suspected
location of the Voice, they always found it
recently wvacated, heretical graffiti
taunting their efforts the only evidencea of
his recent prasence thare.

The Dark Angels seem to harbour an
intense hatred for this individual, and
their actions in this regard have shll to be
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accounted for by Imperial observers. That
the Voice's haratical teachings and
proclamations frequently made mention
of the Unforgiven and the origins of the
Dark Angels Legion iz known, though
quite why he singled them out above any
of the other chapters operating in the
region is not. The Voice transmitted a
number of all-channel wvox-casts
throughout the war, each making
reference to the events sumounding tha
Legion's earliest history, and making
some quite astonishing claims about Lion
El' Jonson, the Legion’s Primarch. The
Unforgiven themselves have been
vehement in their rebuttal of these
blasphemous tracts, answaring them with
bolter and chainsword rather than mere
words and facts.

Some say the leachings of the Voice
contain an element of truth, and that he is
intemt upon some course of action that
will see the Dark Angels and the
Unforgiven take their part in some yet-to-
be-revealed plan. It is evident from the
Unforgivens’ relentless pursuit of this
heretic and his followers that they have
no intention of allowing this to happen.

"And where are those noble Sons of the
Lion in our howr of diresi need? Are
1|'|-::|- to shandon us omce more, to repeat
their actions of ten millennia past when
they faled to ad owr Lord the !:r|1|:u:rr:-r
im His final confrontation with the
Arch Traitor? Oh woc that  the
Unf-::lrEL'n.':n puriuc their own {:1!|'.|:'r:|n;rl

af .-"|n|5u|:1 at the tuing of Calibin, when
the I":rl'l.Fl-:r-"ll."f
upon the hloady Hl'::l!Jll'.'] afl Cadial

servants arc dying here,

Confessor Widehev, at the March of
Ope Million Martyrs, Cadia
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Black Templars

Upon their arrival in the reglon, the Black
Templars' first action was the relief of
Thracian Primaris, which had heid at bay
heavy assaults by the forces of Chaos
for some weeks,

The bulk of the force consisted of
Brethren previously embarked upon the
hunt for Ghazghkull Mag Uruk Thraka,
the Ork warlord who had unleashed such
devastation upon the Imperial world of
Armageddon, and their participation in
the action on Thracian Primaris left the
pursuing crusades severely under
strength.

The Templars scattered the poorly led
and deployed Chaos fleet in short order,
breaking through the blockade to make
an uncontested planetfall at the
Departmento  Munitorum  logistical
support complex at Hive Demetar. The
Brethren were welcomed as liberators by
the beleaguered populace, but choose
not lo remain at the hive world for long,
moving on to drive the forces of Chaos
back towards the Eye of Terror,

With this early success against the
Forces of Disorder, the Black Templars
departed from Thracian Primaris, to the

despair of its inhabitants. They had
received reportz of a build up in Ork
numbers in the region, a so-called ‘Green
Kroosade' and determined to confront
this threat at its source lest it build into a
potentially  unstoppable  Waaagh!,
capable of overwhelming the entire
Scarus sector if given time to grow.
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Blood Angels

Four companies of the Blood Angels
answered the call to defend Cadia,
arriving towards the middle of the
conflict. A significant force of Blood
Angels immediately fell upon the Chaos
hordes assaulting Agripinaa, seeking out
the leader of the attacking forces, the
notorious champion of Khome -
Kossolax the Foresworn of the World
Eaters.

In an epic confrontation likened to the
mythic conflict between the Blood
Angels' Primarch Sanguinius and a
mighty Bloodthirster at the closing of the
Ultimate Gate, during the height of the
Horus Heresy, the Blood Angels took the
fight directly to the enemy.

Kossolax, fully aware that his bodyguard
was no match for the frenzied Sons of
Sanguinius, called upon the slavering
Daemons of Khorne for aid. The
summaoning rite was an act of wanton
traitorous carnage, as the warlord
ordered his World Eaters to sacrifice the
lives of their cultist allies in order to gain
the favour of the Blood God. Uncounted
thousands were slaughtered in mere
hours, their blood flowing in nvers
through the corridors of Agripinaa’s
primary hive, and cascading from
ventilation grills as waterfalls of gore,

The sacrifice had the desired result, and
as the first of the Blood Angels’ veteran
Assault squads screamed into battle, a
blasphemous avatar of the Blood God
ripped its way through the skein of reality
to confront the Sons of Sanguinius

The first Blood Angels to meet the
Greater Daemon were torn limb from
limb, the beast devouring their sundered
bodies as a taunt to their brothers. The
remaining Space Marines were sent into
paroxysms of rage at such desecralion,
and threw themselves at the Daesmon
with no thought for their own safety

$
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Al the height of the battle, the Sanguinary
High Priest, Brother Numitor confronted
the Daemon, and dealt it a blow that
stunned it for a brief moment. Seizing the
advantage, the brothers of the Death
Company leapt upon its back, but the
Daemon recovered, and severed the
High Priest’'s arm with a crack of its long
whip. The priest was holding one of the
sacred Grail cups, bearing the blood of
the Chapter's Primarch, and the blessed
liguid was spilled across the tarnished
paving.

Al that moment, a deathly still overcame
the scene, the Blood Angels momentarily
shocked beyond action at the sight of
their Primarch's blood seeping into the
ground, Then, the silence was broken, as
Numitor staggered to his feet and
bellowed the words of the Rite of
Exsanguination. The assembled brethren
of the Death Company were overcome
with visions of the last time their
Primarch's blood had been spilt by a
servant of Chaos, when Sanguinius had
fallen at the hands of the ulimate trator,
Warmaster Horus.

The Death Company went berserk. They
hacked down the Bloodthirster in a
savage, rage-fuelled frenzy, oblivious to
the fact that it dragged half their number
down with it, before turning their hatred
upon the warband of Kossolax the
Foresworn, The World Eaters were
gxpelled from Agripinaa at great cost to
the Blood Angels, though the annals of
the chapter's history will celebrate the
casting out of the Greater Daemon, The
warlord Kossolax was not found at the
hive, and the Sanguinary High Priest
MNumitor has vowed to hunt him down, no
matter the cost.

Imperial Fists

The Impenal Fists arrived at the Cadian
Gate as part of the massive Adeplus
Astartes reinforcement of the region, five
companies smashing into the enemy al
Cadia as soon as contact was made.
After an initial space engagement that
saw the Chapter's battle barges and
strike cruisers take a fearsome toll on the
Chaos fleet, three of the companies
carried out a combat drop on Cadia itself,
while the other two dispersed 1o bolster
the defences in surrounding seclors,
including reinforcing the lron Hands
Chapter at their homeworld of Medusa.

The first, second and elements of the
third companies were instrumental in the
defence of key points on Cadia, manning
the walls of a number of fortresses with
the steadfast resolution for which they
are famed throughout the Imperium. In
these actions, the second company was
noted for exceplional acts of gallantry,
overcoming a horde of mutants from the
notorious Stigmatus Covenant
numbering almost ten thousand. At the
height of the assault on the walls of Kasr

Vasan, the company commander,
Captain Tialo gave his life holding a
breach in the fortifications, repelling a
mob of mutants numbering several
hundred before succumbing 1o the
terrible wounds inflicted upon him. The
captain's body refused to die however,
and is being held in stasis by the
Chapter's Techmarines, who hope to
inter it within the mighty form of a
Dreadnought so that the renowned
warrior may continue to battle the forces
of darkness beyond the death of his
maortal body.

:"l.f.. l':.:'n:lllur.\' :.;11:i.'|.':‘.| ‘-I-II'I:I'r o s our

Jcared l;'_1._1|1[.1|11 Taale fall -.".I:h:udin__.', the
breach 3t Kasr Vasin, But when we
recovered his body, and found that Life
lingered within him yet, we rejoiced, Lor
we knew that while such men 12 he live,

the darkness shall be held at bay

.";L'rl.-:l.'Ju.l Gillin, Second {..-l'-ll'lr'.'l'l"a'.

Adeptus Astartes Imperial Fists

Relictors

The Relictors arrived at the Cadian Gate
mere days betore the first signs of
Abaddon's imminent atlack were seen.
Asin their involvement in the Third War
for Armageddon, the Relictors refused
to submit themselves to the authority of
any other, incurring the wrath of Logan
Grimnar on many occasions before he
cursed the entire Chapter and washed
his hands of them.

The Chapter was reported as having
taken part in a number of actions, and
its presence i5 suspected on the
periphery of a number of others. The
Chapter is known to have participated in
an attack against a warband of the Word
Bearers Traitor Legion on the world of
Sublaco Diablo, during which an
Inquisitorial task force disappeared
under suspicious circumstances. Thaey
were next seen in the Cadian sector,
whera they clashed with a Night Lords
force at Exeltra Minor, before becoming
embroiled in a suppression action
against Eldar raiders at Xersia
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The Chapter then appeared at Cadia
itself, but refused to respond to
instructions from Logan Grimnar to
reinforce the fortress world, instead
making straight for the warp conduit and
departing for the agri-world of Fremas.
Exactly what occurred at Fremas is a
matter of some doubt, but a pack of Wolf
Scouts dispatched by Logan Grnmnar to
find out tracked the Relictors to the
remote Diamedes Archive, where the
Chapter appears to have repulsed a
Chaos attack before tuming upon the
Archive's defenders.

Mone of the defenders are reported 10
have survived the assault, but Grimnar's
men recovered partial vid-logs that
suggest the Relictors' objective was the
sealed stasis vault at the heart of the
mountaintop fastness. The contents of
this vault are known to but a handful of
adepts in the Imperium, most of whom
reside on Terra. They are not the type of
men to allow such actions to go
unpunished

v = 1 ] i

Iron Hands

Medusa, the homeworld of the lron
Hands Chapler lies close to the Eye of
Terrgr, and was subject to constant
attacks from the forces of the Despoiler
from the earliest phase of the Black
Crusade. Given that Medusa is the only
world from which the lron Hands recruit
naw brethren, they were forced to defend
it above all other considerations. Though
at least two lron Hands Clan Companies
are known 1o have fought elsewhere in
the defence of the region, the greater
part of the Chapter confined its actions to
their homeworld, where they fought to
stem the tide of Chaos filth.

At the height of the defence of Medusa,
the gargantuan tracked fortress-
monasteries of the ten Clan Companies
came together lo face an armoured
assault launched by traitors of the
excommunicated Haradni 13th Heavy
Armoured Regiment. The dark, polluted
landscape of Medusa was host to one of
the largest gatherings of armoured might
since the Battle of Tallam during the
Horus Heresy, with over ten thousand
traitor tanks arrayed against the Iron
Hands.

The ensuing battle reportedly raged for
five days and nights, as armoured
achelons consisting of thousands of
tanks swept across the barren plains
towards the mobile fortresses of the Iron
Hands. When the fortresses’ guns
opened fire, it is said a hundred enamy
battle tanks were destroyed, each Clan
Company commanding firepower

equivalent to a mighty Centurio Ordinatus
of the Adeptus Meachanicus. Al the height
of the battle, on the fitth day, the enemy
managed to break through the lron
Hands’ lines, a single traitor armoured
eompany outflanking one of the massive
mohbile fortresses and unloading round
after round of ordnance upon its more
vulnerable rear from nigh-on point-blani
range.

The lron Hands launched a furious
counter-attack, Assault squads armed
with meltabombs deploying from the
crenelllated towers of the monastery 1o
land atop the massed tanks. Many Iron
Hands lost their lives in the counter-
attack, shot down by the tanks' pintle-
mounted weapons as they swooped in, or
ground beneath their tracks as they made
near suicidal charges against them in
defence of the monastery.

Despite the Ilron Hands losses, the
counter-attack succeeded, disabling or
destroying the majority of the traitor
armour, and sending the remaindar into a
disorderly retreal. The Iron Hands then
launched their own armoured assault on
the traitors, massed formations ol
Predator Annihilators running down the
enemy tanks and finishing them off with
deadly-accurate lascannon fire.

With Medusa largely secured by the mid-
point in the war, the Iron Hands could
spare a number of Clan Companies to
the defence of the Cadian system, and
despatched a force to oppose the vast
hordes of invaders threatening to
ovarwhelm the naval world of Vigilatum,

Subjugators

The Subjugators are at present in a stale
of disarray, having lost the majority of the
3rd company during the initial stages of
the Siege of Cadia, when they brought
about the destruction of one of the
Ramilies class starforts to deny its use o
the Chaos invaders. Thea 1st and 5ih
companies look heavy casualties during
the siege itself, notably in the defence of
Kasr Gallan and the subsequent
rearguard actions during the desperate
Tarn Retreat, and are in serious need of

resupply.

The Subjugators are a recently founded
chapter, and as such maintain only a
small amount of gene-seed. The loss of
the 168 battle-brothers who have fallen is
a terrible blow to the Chapter, particularly
as the Apothecaries were, in most cases
unable to recover the gene-seed of the
fallen

The Chapter is now faced with a choice of
whether to retire from the conflict and
regroup, allowing time to rebuild their

nombers, or to fight on regardless, and
risk>the death of the Chapter through

sheer attrition, before it has even had the
chance toa make its mark upon the annals
of the history of the Imperium.
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White Scars

The first contingent of White Scars o
reach the Cadian Gate was the
Brotherhood of Khajog Khan, a leader
known for his victories at Armageddon
and a dozen other campaigns. Khajog led
his force against the hordes massing on
Cadia, launching a series of devastating
hit and run attacks across that world's
bleak moors.

Within a short period of time Khajog's
Brotherhood had become a major threat
to Abaddon's plans, striking deep within
enemy held territory. So effective were
their actions that the sieges of Kasr
Myrak, Solig and Rantik were lifted as
Chaos forces were diverted to hunt down
and confront the elusive White Scars.

It would seem that Khajog's attacks were
in fact too effective, for Abaddon himself
ordered the Brotherhood hunted down
and destroyed once and for all. He knew
that the White Scars planned on him
diverting forces piecemeal to oppose
them, but he reasoned that a full-scale
response would be beyond the scope of
the small force to face. Ordering the first
company of the Black Legion, as well as
uncounted hordes of mutants, fraitors
and cultists out onto the moors, the
Despoiler began his hunt,

It was through the divinations of
Abaddon’'s most senior advisor, the
sorcerer Zaraphiston, that Khajog was
located. Unaware that his force was
being watched through Zaraphiston's
scrying, Khajog launched a raid againsi
an enemy slave train west of Lake Terror,
only to discover that the convoy
contained not Imperial prisoners, but the
Chosen of Abaddon. The first wave of
White Scars bikers hit the convoy, to find
themselves hurtling headlong into the
guns of the Black Legion. The four biker
squads, realising they stood little chance
against such a foe, continued their
charge nonetheless, determined to buy
time for the other warriors of the
Brotherhood to regroup. The warriors of
the first wave sold their lives dearly, and
Khajog reluctantly ordered his men to
withdraw, vowing that he would return al
a time of his own choosing to avenge the
deaths of his brothers.

But Khajog did not get to choose the
mannar of his next confrontation with the
enemy, for as his Brotherhood sped
across the moors they found every route
cut off by the forces of Chaos. At length,
Khajog decided that to flee in the face of
the enemy was an insult to the honour of
his Chapter, and resolved to make a last
stand at the base of a pylon on the
shores of the Caducades Sea.

The pylon to their backs and the massed
hordes of Chaos to their fore, the warriors
of Khajog's Brotherhood chose 1o defend
themselves according to the ancient
traditions of their homeworld, by
launching a suicidal charge against the

enemy. The sixty White Scars smashed
into a horde at least fifty times their own
number, Khajog Khan at their head
bellowing the battlecry of his Chapter.

As the Brotherhood smashed through the
ranks of the horde, its warriors were torn
from their saddles, one by one falling to
the sheer weight of numbers arrayed
against them. Khajog rode his bike
through a sea of mutated bodies, clawed
arms and whiplash tentacles seeking to
drag him under with every metre he
gained. Khajog Khan was the last of his
Brotherhood to fall that day, and the
Storm Seers of the White Scars claim
that his shade remains upon the
windswept moors, unwilling and unable
1o return 1o the Chapter's homeworld until
vengeance is visited upon the heads of
those who slew him.

Space Wnlvai

Being the first Chapter Master to muster
at Cadia, and being recognised as the
most experienced Space Marine of those
that followed him, Logan Grimnar was
elected by his peers as nominal head of
all the Space Marine commanders
defending the Cadian Gate. Some
chapters, notably the Dark Angels and
their successors, and the Relictors
refused to submit to his authority,
pursuing their own agendas instead, and
taking no part in his plans.

When the Despoiler's hordes smashed
into Cadia, initiating the largest siege of
the world in its long and proud history,
Grimnar was to be found leading the
defence personally. The fleet of his Greal
Company fought alongside that of
Admiral Quarren, inflicting heavy losses
on the invaders as they closed on Cadia.

Grimnar's flagship accounted for three
enemy capital ships during the baltle,
including the infamous Desolator class
battleship Bleak Sabbath, as well as the
entire Abolishers squadron of ldolator
class raiders.

At the height of the battle, Gnmnar and
his warriors tock to their Thunderhawks
and drop pods, seizing the last
opportunity to reinforce Cadia before the
ring of Chaos invaders closed around it.
Contact was lost with the Great Wolf for a
number of weeks, betore his Great
Company emerged bloodied from the
ruing of Kasr Varak, where they had
faced a force of traitors many times their
own number, and defeated it through a
sheer bloody-minded refusal 1o accept
the possibility of defeat

Re-establishing contact with the other
Chapter Masters fighting in the region,
Grimnar dictated that all their efforts
should be focused on the Cadian, Belis
Corona and Agripinaa sectors. Space
Marines were redeployed, and contact
was made with those chapters forging
their way towards the Eye of Terror, 50
that when the reinforcements arrived they
would immediately launch a coordinated
attack that would sweep away the
invaders in one fell swoop.

As the Space Marines of thity or more
chapters converged on Cadia, Belis
Corona and Agripinaa, the loyal
defenders prepared for the ultimate
reckoning with the forces of the Greal
Enemy. By the mid point of the war, the
Imperium was sorely pressed on the
Cadian fronts, and it would take all the
legendary skill at arms of the Space
Waolves' leader to see the defenders
through this darkest of times.
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Jeff Wilson, a veteran
Warhammer plaver, gives us a
detailed look at one of the
most underestimated vet
potentially devastating
Warhammer armies around:

Wood Elves.

} eff: Many wanderers and adventurers
avoid the shadowed borders of Loren
forest. Few have ever explored the
wooded interor and even fewer of
those who dared ever returned. Loren is
full of dangerous beings, and the trees
themselves secem o be alive, although
one civilised race (and I use that term
loosely) calls the realm benecath the
mighty boughs home. They are known
as Wood Elves. This race of Elves have
returned o their rooes, so o speak, and
worship the primal Elven gods Kurnous
ang Isha, They care nothing for
outsiders and will gather en masse o
purge their homeland of any intruders.
Swiltly manoeuvring through the many
ancient trees, they attack their gquarry
from all sides before slipping quietly
back into the undergrowth o assemble
elsewhere on the battleficld, ready wo
attack another intruder. Many enemies’
' skulls decorate the standing stones
along the border of the wild heath.
Whether these trespassers were aware
of the danger they were in or not,
they were driven from Loren with
extreme prejudice,

Like a pack of wolves hunting their prey,
the Wiood Elves excel at tactics
considered to be a style of guerrilla
warfare; they strike quickly then fade
AWAY, EAmMing up on One opponent
while distracting the others, only to
disappear into the shadows when the
encmy brings his forces to bear. It's like
comparing a fencer to a wrestler - the
Wood Elves use finesse instead of brute
force. The plaving style of this army
varics greatly from the norm; it has very
different strengths and weaknesses and

| through this article mavbe some of these

can be brought o light,

The Wood EIf army’s composition is very
different from most other armies in the
Warhammer world. First off, they anly
have one unit that may rank up
effectively with full command: Glade
Guard, True, Archers can form ranks,
but if fielded in units of 5 or 6 they
cannot gain a rank bonus, and if Archers
are having to fight in close combart with
ranks and full command, the General
has made a grave mistake. But what the
army does have is a lot of skirmishers,

[ fast cavalry, flvers and small mobile
unirs. Wood Elves may not be the
shootiest army thev once werg, but they
still hiold the most manoeuverahle and

l flexible army award in my book, and this
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Tactics fﬂr using Wood Elves

is the key to winning with Wood Elves
In order o use this manocuverabiliry
thev must set traps [or their enemy,
stalling them, shutting down any major
threats to themselves, encircling and
artacking. Let's look at what units to use
where and then how o make it all
comnde ?f?[ﬂl"ht‘r-

ENTRAPPING THE ENEMY
— FEIGNED FLIGHT

A trap is when an enemy unit is lured
into a predicament he does not want o
e in and did not realise it beforehand,
Some Wiood EIF units have different ways
of doing this to their enemies. First off,
the Run Away! trap (See diagram 1a &
Ib). Something Elves get picked on a lot
for is running away. Tell me you would
not run away if all vou had is a bow, no
armour and a big block of nasty,
slathering Chaos Knights come
stampeding towards you! Fleeing from a
charge is a legitimare strategy. If an
enemy unit can be pulled forward with a
failed charge because its target EIf unit
fled, so other Wood EIf units can amack
its flanks, it can be in grave danger. Even

though any army can do this, it's just
easier to rally the fleeing unit with
Elven Leadership of 8. Archers, Scouts,
Great Eagles, Warhawks with the Banner
of the Lynx, and Glade Riders are great
units 1o try this with. They are small
units and usually are not a huge points
risk (for Elves) in the event that the
enemy unit actually catches them due to
that roll of snake eves on the flee roll,
they tail their rally test. Speaking of
Glade Riders, they are the best ar this
tactic because they are fast cavalry. If
they flee from a charge and rally in the
next turn, they are free to move and
shoot as iF nothing happened, which
allows them to set up another trap. The
Banner of the Lynx, mentioned above,
allows an automatic rally, which can be
used with either a unit of Glade Riders
or Warhawks. 50, the main idea behind
this trap is o flee from a charge leaving
the enemy unit out in the open with no
protection and flanks wide open. The
Run Away! trap is used to set an enemy
up for a flank charge or o draw said
unit into charge range of a Wood Elf
wnit that can deal with i,

Daagram la
The enemy unit declires 2 charge against

the Glede Riders which choose ta flee,
leaving the enemy unit to make a failed
chatge and move forward only hall distance.

Diagram b

The Wardancers and the Glide Riders
charge both flanks of the epemy unit. The
flecing Glade Riders hopefully rally and
turn to face the coemy unit again. ready
to charge in the following turs.

"™ o e
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ROOT THEM TO THE SPOT

Another trap is the Stick trap (and yes

this stick can be as big as a Treeman)

This trap allows a charging cnemy unit o
contact a Wood EIf unit. Instead of the
Wood EIf unit fleeing it hopes it can stand
up to the charge or at least only lose the
combat by 1 or 2 and pass the Break test
{See diagram 2a & 2b). Glade Guard with
its potential ranks, command amd
outnumbering have a good chance of

Diagram 1

standing up to basic infantry units or The Glade Guard chooke 10 hold againse
the charge of the enemy uait and
hopefully pass any break tests required

small fast units. If Glade Guard receive
the charge, just make sure the General is
near in case he needs o lend his
Leadership to them. Wardancers are a
Wiood EIf General's best friends and
enemy's biggest pain in the rear.
Wardancers cannot flee from the charge,
but they are allowed o go Unbreakable,
which sufficiently sticks the enemy unit,
Treemen with their high Toughness and
Leadership, along with their Rooted to
the Spot special rule, are also a good
Stick unit (just be wary of a basic
trooper’s lucky roll of a 6). Dryads can do
this to a lesser degree with their Shape-
shifting ability which requires the enemy
to roll 65 w hit them. Against a small
charging unit the Dryads have the Dugram b

potential o draw or even win the combat With the encmy unit now held by the Glade
with this ability, Once an enemy is stuck Guard, both the Treeman and the Glade Riders
in combat, his flanks should be exposed declare charges into either flank. The enemy
tor other Wood EIf units ready 1o pounce unit must now pass a Panic test for being

in their next wurm. The Stck trap allows charged m the flank while s combat. not to
Wood Elves to set up countercharges, so mention 3 Terror test from the Treeman.
they can ‘stick’ it to the enemy in their

next Movement phase.

PR
artillery train moving through ”.?I'__.ﬁ'”'t':i'f
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BUILDING THE TRAP

so what is with these traps? Why? Well if
an cnemy unit is out of position, then it
| has its flanks and possibly rear exposed.
That is THE target. Never go front to
front unless you have no other option
{such as a Stick trap). No enemy
characters are on the flank of most units
and an enemy's rank bonus can be
cancelled with some Wood EIf units (all
core units, Wardancers with their special
| dance and a Treeman, or a Forest Lord
on a dragon are the only fanking units
available). So, for example, the Flee
rap. (See diagram 3a & 3b) Present the
enemy’s cavalry unit with a nice
tempring unit of 6 Archers. Considering
evervthing else is moving around this
iiber-unit (due to Wood Elf manocuvring
they stay out of the cavalry’'s charge arcs)
he decides to charge and the charge
reaction is Flee! (just make sure the
cavalry are not oo close or they will just
overrun the fleeing unit and cause havoc
in the rear of your army), Hopefully, the
enemy ends up with a failed charge (no
new units present themselves o be re-
directed into). S0 now the enemy
realises his mistake, just on the fringes
of his flank is a unit of Wardancers and
on the other fank a unit of Glade
Riders. In the Wood Elves’ movement
phase both units declare a charge.

e e i

The Glade Riders cancel out rank bonus
and the standards nullify each other,
they also get a + 1 combat resolution for

flanking and if
they are lucky
they might
kill something
with their
spears. Next the
Wardancers comc
in. They do not
need to become
Unbreakable nor do
they need to cancel
rank bonus as the Glade
Riders are doing that, so
they can opt to have + 1
Strength or Killing Blow,
with so much heavily
armoured 14 save
cavalry in today’s
world, Killing Blow
really comes into
its own, (IF you
can roll 6s! If
Killing Blow
workedonall
would rule the Old
World), Apainst
lesser Armour
gsaves the +1
Strength may be a
better option.

Dugrm Ja

As with the Flec trap, the Wood EIf
Archers flec hopefully leaving the cocmy
unit of cavalry with a failed charge

Diagram Jb
Both the Wardancers and the Glade
Riders charge the flanks of the enemy
unit of cavalry, while the flecing unit
of Archers attempts to rally.

Combat Resolution:

Wood Elves Enemy

+] flank +] standard
+| outnumbering +1 wounds
+1 standard

+V wounds

The Wood Elves have the advantage
before 3 single wound is inflicted. A
few wounds inflicted by the deadly
Wardancers should result in 2 victerious
combat causing the cocmy to flec

Now consider the probable combat
resolution. If there were eight enemy
cavalry with one rank and standard, and
there are eight Wardancers and six
Glade Riders, the Wood Elves win even
if no wounds are caused to either side,
having + 1 combat resolution for
attacking the flank, +1 outnumbering,
+ 1 standard, + any wounds the Woodd
Elves deal vs. +1 for a unit standard
and hopefully only one or two wounds
in return. Hopefully some wounds will
be dealt because Wood Elves really need
to win by a big margin to make the
enecmy flee, otherwise they become
stuck and subject 1o encmy
countercharges, and being stuck in
combat is not what is needed as a Wood
Elf player because the army cannot use
its strongest assel — manoeuvrability
The same basics for the Run Away! and
Stick tactics are the same; hit the
vulnerable fanks and, if two units will
not work, use three and hit the rear -
remember skirmishers have a 360°
charge arc. Don't be afraid of using
Scouts or Waywatchers 1o attack those
rears! They are further out in the field
and if the enemy passes them by they
could turn a drawn combat into a rout

e —————— e
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A Wood Elves force ready to defend the sacred fores

AIM! FIRE! to cause those Panic tests (Diagram ). it to combat the better. You must cause
Target smaller, fast moving or lightly as much panic and disruption as
armoured units first to do as much possible, the true principles of a
damage as possible early on in the guerrilla warrior.

game, The fewer enemy units that make

Another addition to the guerrilla strategy
is concentration of firepower. Wood EIf
Archers arc supposedly the best in the
world, but they are not going to win the
game by themselves. Missile fire is there
f{_‘l-l!' !-,I.J_I:ll':ll;,:lf[_ T l'ﬂ.k[_' LRl !'I-'[TIi]]I.. E;'..."-t'
moving enemy units or take a rank off
an enemy unit the Wood Elves plan on
assaulting soon. If the army concentrates
overly on missile fire, it has no hammer
to batter its opponents around with in
hand-to-hand (and this is the game of
WarHAMMER). Pick on small units of fast
cavalry, unarmoured units, enemy
missiles units, war machines and lone
characters. Do not expect to wipe out
masses of heavy cavalry: let the combat
units do that. Archers, Scouts,
Waywatchers, Glade Rider Archers, and
Warhawk Archers not o mention
characters with magic missile weapons,
are the missile troops. Take advantage of
that Elven Ballistic Skill and no penalty :
for firing at long range. Sometimes e 4

missile fire may be able 1o wipe out a v Al e the sanae ol 1he
unit or at least take 25% casualties o ll!:::ﬂ' the Wood ;;: - ﬁ ﬂ:'sj;' et

cause Panic tests, so select targets wisely e RS R ST
and do not shoot here and there; shoot } Y

as many arrows as possible at one unit
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THE TORTOISE
AND THE HARE

Now you say, but my opponent’s army is
so fast, he marches right across the
board and is on me in Turn 2 or 3. 1
have two words for vou: march
blocking. This goes with shooting very
well, If vou are going to shoot vour
CNemy you want to get as many shots as
possible, right? Well, park a unit of
Scouts or a Great Eagle or a unit of
Warhawks or fast cavalry within 8" of
some of those fast units. They're not so
fast now! They can’t march, plus these
same units may be threatening to charge
a flank or rear (See diagram 5). So shoot
as much as necessary 1o cause Panic or
thin the lines, but use the Wood Elves'
Strongest asset — manoeuvring and
slowing the enemy down

Don't forget, no Wood Elves, except

flyers, suffer penalties for moving through
woods, That means all of the roops can
maarch freely through woods, charge out
of woods without penalty (though they
still have to be able to see) or retreat
through the woods if need be. Also, mosi
of the troops are skirmishers which

ignore most errain penalties, can always
march and can charge 360°. The Glade
Riders have a massive 18" march or charge
s0 they can get where they are needed
very quickly. Then the air force arrives in
the form of Great Eagles and Warhawks,
both flyers, so they can cover the field and
be where they are needed in one turmn.

Diagram 6

L A unit of Archers perform the Run Away!
trap while the Dryads and Clade Riders
counter-attack.

2 The Glade Guard are the bait for the
Stick trap, with 3 Treeman and 2 wait of
Wardancers as flank support.
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Disgram 5

Warhawk Riders, Glades Riders and Waywatchers are perfect
for blocking march mowes, slowing the encmy down and
threatening the {lanks and rear of the coemies hattle line.

With all of these things, and with a table
with good terrain (not a flat board with a
hill or two), Wood Elves can easily
frustrate their opponent. How do they do
that? Consider his opponent’s chodces:
Does he try for those Scouts who run
back through the forest they are in? Go
for those Warhawks who will just fiv o
another point on the board? How about
those psychotic Wardancers or fecr-

d. As a reaction to the charge, the Scouts
flee through the woods, trapping the pursuing
encmy unit m a terran feature.

4 A single Great Eagle Linds behind the
enemy’s batte line stopping several enemy
units from marching.

causing Dirvacs that he can't catch, or that
terron, causing Treeman? No thanks, he
will go for those nice lines of Archers
across the board and for those exira
Victory Poings for being in the Wood Ehves’
deployment zone, weathering the hail of
arrows while all the other Wood EIf units
manoeuvre Into attack positions, and by
the time the enemy reaches the Archer
lines the trap is sprung (See diagram 6),

5 The Master of the Woods spell begins the
missile attacks on the target unit.

6. The Archers also open fire on the same
targel cosurng maximum casualties are
wflicted before w gets across the battlefseld.




THE HARE DASHES
THRU THE UNDERBRUSH

Wood Elf combat units must be able 1o
use terrain to their advantage. Use werrain
s staging points for an attack or retreat
out on the banleficld. Skirmishers have
no problem running through trees,
rubble, streams and such but the enemy’s
big rankcd units do. Try setting up a unit
of Scouts in a forest, in charge range of
an enemy unit: if the enemy charges and
the Scouts flee, there is a good chance
that unit is going to be stranded in the
forest for a large part of the game, They
have effectively taken this unit out of the
hattle without even causing one casualry,
Alternatively run up the flanks in cover
and attack those war machines and
missile units on hills, If these
approaching combat units are in deep
cover (within 2" of the edge of a forest or
behind errain) the enemy missile units
cannot see them 1o shoot at.

The [aster elements of the army (flvers,
fast cavalry and scouting units) can give
the enemy war machines and missile
units 4 hard timve very quickly by
approaching behind cover, just watch
out for too many casualties on these fast
but fragile units if they can’t use terrain
(o protect themselves from missile fire
Once the enemy missile units are dealt
with, the faster units can aid the combat
units with flank and rear charges and
the Wood EIF army has free range over
the battlefield. Just be aware of the
enemy, don't get into charge range or
charge arcs unless absolutely necessary —
if he can't see vou he can't charge vou,
All of this allows the Wood Elves o
outmanocuvre the enemy.

Speaking of terrin, remember in a
Pitched Bartle Wood Elves get a free
forest with the penalty for having enemy
units in their deployment zone at the
end of the game. Set this forest up
where charges can be staged from or if it
will block the enemy's advance
somehow, Wood Elves also have the

- ——

Acorn of Ages available to them for a
seeconi] forest. This can be a real game
winner if it lands on an infantry unit,

chariot, a Steam Tank... Use it to slow
the enemy's advance or get a spell into
range (Lore of Life anvone?) Run, hide,
flee, charpe, rally, all these things can be
done with the right terrain. Some
Wardancers get beaten in combar?,
Regroup in that area of rubble! Dryads
can run through the forest o get 1o the
enemy's flanks in the next marn, Glade
Hidlers can hide from shooters or a
menacing Dragon in a large wood, And
do not forget the Tree Singing spell -
move the forest to where you want it
and let that unit of Dryads or Treeman
move along with it As a guerrilla
warrior, terrain is your best friend.

CHANNEL THE
POWERS OF THE EARTH

As an extra bonus o guerrilla warfare,
Wood Elves have magic at their disposal,
Using the terrain 1o stage amacks from
and then striking another unit with
Master of Wood or Master of Stone can
b quite devastating. The Lores of Life
and Beast are quite suited to the Elves.
Slowing the enemy down with Mistress
of the Marsh or Hewweder Wind, or adding
to the army’s missile fire with direct
dlamage spells such, as Farber of the
Thorn or Crow's Feast the Elves have
gquite an arsenal in just these two lores

Then the big bonus spell: Tree Singing.
Some people hate it (the enemy), some
lowe it (us Wood Elves). This can easily
hamper an enemy's approach, or get the
Wood Elves” combat troops that much
closer. Try Tree Singing a Treeman in a
wood, who gets Tiee Sfnging as a Bound
Spell, o the flank of an enemy unit then
cast Wodf Hunts. Voila! Instant flank
charge. Or, just to get that Acorn of Ages
forest that scattered (of course) back to
where vou wanted it or even just 1o get
a spell into range (Master of Wools),
Magic is a supplement o the guerrilla

——— e =—ma
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warfare and as the general vou have all
these capabilities in vour pocket

WRAPPING IT UP

Worced Elves are a small force in small
numbers against a larger. better-
equipped oroe, Use every advantage
available against the intruder. Move
around the enemy army, surround them,
spring traps where they are needed,
shoot the vulnerable underbelly of the
be=ast, then strike when the opportunity
presents itsell Always think, plan not
just for the next urn but two or mavbe
three turns down the road, and always
have a fall back plan, The Wood Elves
army is very fluid and can be like
swinging a sword at the fog — it twists
and swirls, pulls away then envelops. Be
wise a5 the owl, fast as the deer, cunning
as the fox, and attack like the wolf

This is not the be all and end all of
sylvan tactics but it might get you
started. Plus, these tactics are not just
for Wood Elves; other armies can use
this advice as well. Sometimes Wood
Elves seem to get the short end of the
stick (pun intended) because we do not
hear about them a lot as opposed o
Empire or High Elves or Chaos, but
that's just because the reporters’ bones
decorate the many shrines o Kurnous
throughout Loren, S0 o news ever gels
to the masses. S0, if you defend the
borders of Loren, read, practice, learn
and think; if you invade, beware of every
shadow, every shrub, every tree, cvery
chirp or whistle, for they are the Wood
Elves and they are all around you.

May vour arrows flv true and vour paint-
brush never waver!

For more tactics, stories and just 1o walk
to great Wood Elf players visit Machiara’s
Battle Glade., 1t°s a great site and 1 posi
there often.

www,angelfire.comyma2/'machiara |
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This month we take a look at the
army of Golden Demon winner
Jeff Wilson, who also wrote this
issue’s Tactica: Wood Elves. The
maodels below combine clever
conversions with incredible

Jeff Wilson’s

WOOD ELVES

painting skill to create a

Warriors of the Forest Realm

distinctive-looking force.

Jeff s Forest Lovd conversion using
COMeRES r.!_f Cricm, Kirg in the Wy
anred Archaon, Lovd of the End Times.

Conversion of a
Winesad EIf Megge.
Viarions
alterations
berve heent
sl dnclieding
the staff o
beaddress, amd
replacing the
origing! dagger
terith am o,

M,

One of Jeff s converted Treemen. He bas
wsed lerrain materials ke the model
froe oot fix back to credte g more
cinrrincing nrinfalnre,

Wood Elf Mage,
using the
Treithsayer of
Afbio model as
ifs baisis

Classic Woodd
Eff Mape.
Tivis moded
shoes bow
fimefess fes
Cresoned i 's
micscdels aref

"
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Crective wse of
minicetsire trees anid
flock bas been nsed
to enborce this
classic miodel,
Duerthy the
e,
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Conperted Cfade Ciacrolion
Fersored r e feince .f_'l'J".I'uH
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A compersion
of @ Orlade
Craecirclicent
resfrng o High
EIf Lord from
the Gramies
Wiirkshoph
classic range.

Wi ElIf Mage, utilising
Alarielle, the Evergueen of
Averlorn. Jeffl bas added a
ferw extra touches that make
ber stand owd from ber
CEREEI e e,

=

Converted Wood FIf Glade Guardian, The Warbadl
bets been constructed wusing the Empire Griffon model

5 e e —— —
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OCTOBER’S
FANATIC NEWS

Specialist Games news from the Fanatic Studio

g receive letters and e-mails aimost
avary day asking us why cerain
madels are not available in the
Specialist Games Hange. “Are you ever
going 1o bring out a Bretonnian Blood Bowl
team?" someone might ask, or "I'd love to
sag a Sister of Battle model lor Inquisitor
Although we can't always act upon the
letters we receive, when we get a sensible
suggestion we do try our best to add it into
tha game as quickly as we can. And, as il

happens, [ust about all this month's
releases started oul as suggeshons wa
recaived in the Fanatic mailbox

A comman question asked about the
Inquisitor range is why it doasn't include
more female characters, and especially a
temale Inquisitor. This is a good question,

MNEW RELEASES

and the simple answer 15 thal we just
haven't got round to making the
modals... up to now! In order to start o
redrass the balance (ng pun intendead)
were bnnging out two new female
maodals this month. From Steve
Buddle we have Inguisitor Lady Jena
Orechiel, and from Bob Maismith wea
have Sister Repentia. Both are greal
models brimming with character
Rules, painting tips and
background information for both
ol these superb new models
can be found in Exterminatus
Magazineg 8.

Meamwhila, ever since
we released the
Daemons of Nurgle for

Inquistor Lady Jena Orechiel
(left) and Saster H.:F-:ntu

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 stora, or
contact Games Workshop Mail Order on 0115 81 40000, or visit the Games Workshop
online store at; www.games-workshop.com/storefront.

Item Game Release Date Creater Daemon
Van Saar BoosTER PAcK NECROMUNDA ALGUST of Khorne

Tows CRYER 27 MORDHEIM ALIGLST

CarnvaL oF CHaDS MoRDHEIM AUGUST

PLAGUE CaRT MaRDHEIM AUGLUST

FReEnZIED MoB MORDHEIM AUGLET

BLooo Bowl Macazine 9 BLooD Bow AuGusT

FLESH GoLEM BLoon BowL AUGUST

WEREWOLF BLoon Bow! ALUGLUST

RamTuTT [ BLooo Bowl AUGUSET

Zana THE SLAYER BLoop Bowl ALLIST

ExTERMINATUS Macaze B INQUESITOR SEPTEMBER Chaos Champion on 3
SISTER REPENTIA INCILIESITOR SEPTEMBER

INQUISITOR LADY JENA ORECHIEL INQUISITOR SEFTEMBER Juggernaut of Khorne
CHam WeEaroN BOOSTER Pack INCILESITOR SEPTEMEER

BarTLerLeet GoTHic Mazazing 17 BF3 SEPTEMBER

Tau ExpLorer CLASS STARSHIP BFG SEPTEMBER

Tau MERCHANT CLASS STARSHIP BFG SEPTEMBER

Tau HErD CLASS STARSHIP BFG SEPTEMBER

Tau DEFEMDER CLASS STARSHIP BFG SEPTEMBER

Tau Orca CLASS STARSHIP BFG SEFTEMBER

WamaasTER Magazing 19 WARMASTER SEPTEMBER

KHORNE BLOODLETTERS WaRMASTER SEFTEMBER

KHoRNE FLESH HOUNDS WaRMASTER SEPTEMBER

KHoRME GREATER DAEMON WARMASTER SEFTEMBER

KeoRNE CHARACTERS WaRMASTER SEPTEMBER

WARMASTER ANMNUAL WaplASTER SEFTEMBER A Daemon Prince
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QUESTION OF THE MONTH
Every month a message is plucked from
the dozens sent to us to be answerad in
the newsletier.

©  T've recently got hold of some new

. Fanatic modeis, but can't find the rules for
. them in the rulebook or any other

| publications. Can you teil me how to gef
. hoid of the rules?"

I'd be very happy to! Whenever we bring
out new models, we publish new rules for

them in the appropnate Fanafic magazine,
So, for example, rules for any new
Warmasier miniatures appear in
Warmaster magazine, new rules for
Inquisitor appear in Exterminatus

We also publish the new rules
‘electromcally’ on the Fanatic website. This
varsion of the rules is avaiabie for free as
a file that can be downloaded o your
computer from the appropriate section of
the website. So, for exarmple, rules for any

new Necromunda miniatures appear in the :

Mecromunda section of the website, new
rules for Mordheim appear in the
Moratheim seciion, and 5o o,

Finally, we print any new rules required for |

a game in the appropriate games annual.
So, for exampla, all of the new rules
required for Blood Bowl can be found in
the latest Biood Bowl Annual. Any rules
not yet in an annual can be found in our
magazines and website as descrnbed
above.

Contact Us! The Fanatic team is always pleasad to hear from fans of the Specialist Games Range. You can write to us at: Fanatic

Studio, Willow Road, Nottingham, NG7 2WS, and you can e-mail us at: fanatic @ games-workshop.co.uk. Please get in touch if
¢ you have any feedback, ideas or questions about the Specialist Range.
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Warmaster, we've had Warmaster players
asking us when we'll do similar s&ts for the
other Chaos powers. This is another very
good question, and so over the coming
months we will be bringing out Warmaster
units for all of the different Chaos powers.
This month it's the lum of Khome, and
followers of the Blood God will be
overjoyed to see the new modals Colin
Grayson has produced for their army.
Rules, background information and
painting tips for the new units can be found
in Warmag 19. Also out this month is the
2003 Warmaster Annual, jam-packed with
all kinds of cool stuff, including the 2003
rules review, naw official army lists, and
‘best of” material from Warmaster
Magazine.

Last but by no means least, by far the mos!
frequently asked question we've receved
about the BFG range is whan are we
planning to releass a Tau fleet. | can now
reveal that for several months we have had
top Citadel designer Tim Adcock secretly
working away on a range of Tau spacecrafl
for BFG. This month sees the release of
the main Tau fleet, and | have to say that
Tim has done us really proud with a
fantastic collection of new models. What's
more, he hasn't finishad yet, and over the
coming months we will be adding further
ships, including the famous Kroot
Battlesphere, to the range. Rules,
background information and painting tips
for the new units can be found in BFG
Magazine 17.

And that's all for this month. As ever, if you
have any feadback, or guastions about the
Specialist Range then you can write 1o us
at the address above. | look forward 1o
hearing from you.

Best ragards,

Qﬂ e
%D_N”_r: > -
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Jeras Johnson
Head Fanatic

e

Tau Merchant
class .-mrship

SPECIALIST GAMES MAGAZINES
Mast of the Specialist Games have their
own bimonthly magazine, 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)
@ Mecromunda Magazing

# Warmaster Magazine

@ Battieflest Gothic Magazine

@ Exterminatus Magazine (for Inquisitor)

Fanafic magazines are extremely popular
and are always highly sought after. The
only way to guarantee your copy is 10
have it deliverad to your door by
subscription! Subscriptions run for the next
6 issues, plus you get the following
beanefits:

& Your copy delivered direct to your door
2 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, or contact Games Workshop Mail
Cirder on (0115} 91 40000, or visit the
Games Workshop online stora at:

www.games-workshop_com

e B e s A R R s

Tau Dll’.l
class starship

Tau Defender
class starshap

SURFING THE WEB

All the Specialist Games have great
websites full of free downloads,
resources and up-to-date news. Hara
are their URL:

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

The wabsites now contain an arlicie
archive. This will tell you whether
rules are experimental, official or
House rules. Some can be
downloaded as free PDFs. Check out
the websites for more details.

et
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point, direct on 0115 91 40000 or via the

website ab: www.gomesworkshop.com/storefront N I i: W RI i: L I E:AS E S
For more information on upcoming Specialist

Gomes products and each system, hove o — -
look at: www.specialist-gomes.com New models from the Fanatic Studio...

Inquisitor is a lorge-scale narrative skirmish gome vsing beoutifully crofted 54mm models, ond
m el in the dark world of the Imperium’s most covert and mysterious agents. These models are

not available in stores, but you can order them via the in-store order point, direct on
0115 91 40000 or via the website at: www.games-workshop.com, storefront

L_,q.aiﬁlf“"‘t '

Sister Repentia £12 Inquisitor Jena Orechiel ~ F15 Chain Weapon Booster Pack £h

PFrcenia dadl Svvarss 1 Sediar RapHeii oot fail Cxpriidnnd 1 e Jind Ceachissl Thits el codars 5 cluish welaicrs il
1 Tl B

=y Warmaster is o game of conflict on a grand scale, fought over an area of ground that we
imagine fo be many miles. These models are not available in stores, but you can order
them via the in-store order point, direct on 0115 91 40000 or via the website at:
www.games-workshop.com/storefront

Y Y Dagmon Hounds ofKhome ~~~~ F
; Thas bieshae conimns 1 Dsstmon Hounds ol Khome siands

|8

Grealer Dagmon of Khorne Daemon characters of Ii.hnrne Daemon Horde of Khorne £6
The bheder conimns 7 Lsregler Lissmon ol Rhoms This Blsiar coninns 2 Daamon chatssiers of Ko L Thik [&la conl 3 D 1 Hark il Rl gl
Prices quoded are for products sold by Games Workshaop fhrough its own shores, cidalogue or wabsia. Indapondant ratallers ane responsbie for determining thes own prices
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Tau Explorer class star crafl

website at: www.games-workshop.com/storefront

This boaed el conians 1 Exploner cioss sior

Tau Defender class star craft

The bevend Sl coavizens 3 Dolendss class siar cral

craf

™ Battlefleet Gothic is the game of space warlare in the war torn 415t millennium. Mighty cruisers
and battleships clash in the airless void between the stars. These models are not available in
stores, but you can order them via the in-store order point, direct on 0115 91 40000 or via the

nE‘-E;Tch §

FOR THE IGREATEF

Battlefleel Gothic Magazine 17 £3

This 32-page monthly magazine
keeps you updated with new
rules and releases.

£h Tau Hero class star crafi

Tau Merchant class star crafl

£15

Thih Ewsoniad feiel Coeriains. 1 Weschant oloss sfar oraf

i

4

=
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Exterminatus Magazine 8 £3.50
This 32-page monthly Magazing etk 0
ST i §5.00

keeps you updated with new
rules and releases,

Form R

Exterminatus Magazine Subscription £20
The magazine contains rules clarifications,
new characters, equipment and more. By
taking out a subscription to the Exterminatus
Magazina you will nevaer miss an issue. Not
only will we send you the next six 6 issues
straight to your door but you will also save
money on the cover pnce and postage.

Thes Dosed el Gonltens: 1 Hero Oass. slan coall

4T

e

s
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“Uﬂ‘t;‘.&ﬁf'

H‘“,-u &
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Tau Orca class star craft £6

s Bt s poniming 4 Omrea ciass sl aah

R

Prices guotad are for products sold by Gamns Workshap throwgh its awn siores. calalogue of website. Independent retadars are respansibie for dalermining their own proes.

T
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£3.50

L [,

Warmaster Magazine 19
This 48-page monthly magazinge Sers

PELLEL L =l

keeps you updated with new Furp Pre
rules and releases,

Warmaster Magazine Subscription £20
Wammaster Magazine is the place where new
ammies and expanded rules first appear. By
taking a subscription o the Warmaster
Magazine you will never miss an issue. Not
only will we send the next six G issues 1o
your door but you also save money on the
cover price and postage.

www.games-workshop.com/storefront 95
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Tammy Haye reveals how five of
the fantastic new models for The
Lord of The Rings: Shadow &
Flame were beautifully brought
to life by the ‘Eavy Metal team;
Elrond’s sons, Glorfindel and
Radagast the Brown.

Painted by

Drrren Lot

Desiened by

Michael Perry and Alan Perry

RADAGAST THE BROWN:
PAINTING THE MODEL

The cloak of
Radagast was
given a basecoat
of an egqual parts
mix of Scorched
B rovwen and
Bestial Brivwn,
For the next Liver
more Bestial
Brown was added
to-this mix and
foor the final
hizhlight
Bleached Bone
was added

PAINTING
MASTERCLASS

Radagast the Brown, Glorfindel and Elvond’s sons

| Radagast's
=kin was

Ziven a
basecouat of
?'|1l|.1 l";:l._'\:h
Dwart Flesh
wis layered
over this
tollowed by a
highlight of
Dwart Flesh mixed: with an equal amount of
EIf Flesh. A fimal highlhight of EIf Flesh was
painted on and a heavily diluted wash of
Brown Ink apphed over that.

Scorched Brown
mixed with equal
amountz of Codex
Oxrey was used as the
basecoat for the hair.
Codex Grey was then
layered on, followed
by & highlighs of
Fortress Grey. Finally
i highlight of Skull

The bird and
Radagast™s belt
pouch were
highlighted with
Codex Grey
mixed with an
equal amount of
Chaos Black. This
was given another highlight of Codex Grey
O 105 WL

The leaves were painted
Dvark Angels Green with
ian equal amount of Dark
Angels Green and Goblin
Green layered over this. A
small amount of Bleached
Bone was added to this for
the highlight.

GLORFINDEL:
FﬁIHTING THE MODEL

Glorfindel™s skin was
painted with Mid Flesh,
after which a highlight
of Dwarf Flesh was

The inner robes White was applied. applied. This was ]
were painted followed by a highlight
Bestial Brown FINISHING TGUCHES of Dwarf Flesh mixed
with Bleached The staff was painted Scorched with equal parts EIf i
Bone added into Brown first, and then Flesh and finally a highlight of EIT Flesh., A
thizs mix for the highlighted with Scorched thinmed down glaze of Brown Ink was then
highlights. Brown mixed with an equal applied over the top of that.

amount of Snakehite Leather. A ; I
Scorched Brown small amount of Bleached Bone The outer robes and the I
mixed with egual was added to this mix for the Arm '.||1-;|_|I:_|,' greaves !
amounis of final highlight Wwers I':'i-"““‘?'l:-*-"fh i |
Chaos Black wos basecoat of Chios |
then used 1o paint Codex Grey was used Black mixed with an i
the tunic. This tor the basecodal of the equal amount of Codex |
was highlighted sione on op of the Grey, This was then [
by adding stall. This was highlighted with Codex !
Rinsichad Bone to highlighted with Cirey and finally with |
ihe mix Fortress Lirey, Fortress Grey,



e heroex defend desperately against an attack led by a Ringwraith

Codex Grey was
used as a basecoat
for the cloak, This
was then highlighted
with Codex Grey
mixed with an equal
amount of Space
Wolves Urey, with
Skull White added to
this mix for the
following highlights.

Ihe inner lining of the
Cloak was given a
basecoat of Regal Blue
mixed with an equal
amount of Ice Blue.
akull White was then
added to this mix for
consecutive highlights

FINE DETAIL

His hair was painted with
Bronzed Flesh and then a wash
of Flesh Wash was applied
over the top of that. It was
then highlighted with Bronzed
Flesh mixed with an equal amount of
Bleached Bone, and finally with Bleached
Bone on iis own.,

The boots, rousers and under
robes were left Chaos Black
and highlighted with Chaos
Black mixed with an equal
amount of Codex Grey. A
final highlight was applied
with ':.ll.'llll.“': '[in:_-. O LTS 0w

EE s e

I'he sword and the chainmul
were painted Boligun Metal
first and then highlighted with
Chainmail. Mithril Silver was
used as the final highlight and
then a thinned down glaze of
Brown Ink mixed with a little
Black Ink was applied over all
the metal areas.

FINISHING TOUCHES

The sash around his
WRISL was given a
basecoal of Shadow
Girey mixed with a
litile Chaos Black.
This was then
highlighted with
Shadow Grey and
Tinally with Shadow
Cirey mixed with an
equal amount of
Skull White

The metallic silk band in the centre of the sash
was painted in the same way as the sword.

Glorfindel's gold
headband and the
ornaments on his boois
were painted Shining
Cinld, This was then
highlighted with
Shining Gold mixed
with a Lintle Mithril
Silver and finally a
thinned down glaze of
Flesh Wash was applied

GLORFINDEL ON HORSEBACK

Glorfindel on horseback 15 painted in the
same way as the snmounted model

THE HORSE:

The body was painted
with a basecoat of
Codex Grey and then
highlighted with
Frortress {:in.'_'.'_ A final
hughlight of Skull White
wias applied on top of
that.

A I"lii:‘-li."l,.'l.'liﬂ ol
Codex Grey was
used for the mane,
with Bleached Bone
wilded for the
highlight.

ELROND'S SONS:

The sons of
Elrond were
painted exactly the
SAIME QL5

Glorfindel. Their
hair was painted
Scorched Brown,
however, with
Hleached Bone
mixed in for the
highlights, A glare
af Brown Ink was
then applied over
the hair.
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. Base Unii

_ REGIMENTS OF RENOWN size (mmj __ Strength
n m Pirazen's Lost Legion, Vespero's Vendetia, 20 x 20 1

The Bearmen of Urslo, The Corsed Company,
- L Leopold’s Leopard Company, Braganra's Besiegers,
Base SIZE & Unlt Strength The Alcatani Fellowship, Marksmen of Miragliano,

Q REFERENCE SHEET imatmwimitct™ " g

.!.I.E:lﬁr's mﬂm Voland's Venators, 25 x 50 2 5
Base Uni n's :
VAMPIRE COUNTS Size (mm) __SUENRh 4 caenil the Dragonlord 50x3%0  6+1 ':
Characters on Foot 20 x 20 1 B i 2% x 50 1 !E.' |
Nightmare Monsted Characters A3 %50 2 Bronzino's Galloper Guns = 3™ I8 :
Winged Nightmare Mounted Characters 50 x 50 34+ 1 Hirdnicn of C 40 % 40 i |,-1.
Fombie Dngun Mounted LWm 50 x 50 &+ 1 o R i |
:ilr:ji::_li‘ ::::::: L E:E:Hm Fombies, 20 x 20 1 T — .
Dire Wolves, Black Knights 25 x 50 2 Tichi Huichi®s Ralders 25 x50 2
Bat § 40 x 40 1 Witch Hunicrs 20 x 20 1
Fell Bats il x §0 1 Hunglund s Arinonred Oecs 25 x 25 1
"'E Spirit Hosts 40 x 40 3 el e
| lack Coach 50 x 100 5 HORDES OF CHAOS o Size (mm) __ Strength
e | Mortal Character on Foot 25 x 25 1
|'f| TOMB KINGS i ) s::'i'.’fﬁ:_al Chaos Steed Mounied Character 25 x 50 2
8| Characters on Fool 0 % 20 i Chariot Mounicd Character S0 x 104 4+ 1 4
U Chatior Mounted Characters 50 x 100 4 Dacmonic Mownted Character 50 x 50 i+1
& Skeletal Steed Mounted Charcter 25 % 50 2 Chaos Dragon Mounted Character 50 x 50 6+1
5| Skeleton Warriors, Tomb Guard 20 % 20 1 Exalied Dacmon, Dacmon Prince A0 x 40 £}
Y Skeleton Light Horsemen, 2% x 50 2 Blogdthirsier 50 x 50 7
[ Fchsion Heser Shovecaie Great Unclean One 50 x 50 10
§Y | Tomb Swarm ¥ x 4D 3 Keeper of Secrels 50 x 50 &
i"-!:'r Chariots 50 x 100 3 Lord of Change 50 %50 &
‘ Ustiabitl x40 3 Chaos Warriors (including Chosen), 25x 25 I
Carrion 40 x 40 i Chaos Marawders, Bloodletters,
| e Snmﬂun x40 ’ E;:::::':i‘:r:rﬁ [l::'::::;..ﬂftfm Furics
|-(| ez adinki ; Marauder Horsemen, Chaos Warhounds, 25 x 50 2
Screanting Sholll Catapult - ¥ Flesh Hounds, Chaos Knights {including Chosen)
= — Unit Charints of Chaos 50 x 100 4 il
:;, | HIGH ELVES R = = Siztﬂm'r Strength Sercamers of Treenich 40 x 40 1 I'r.lll
H: Characters on Foot 200 x 20 1 Nurglings 40 x 40 3 ._".
|."_‘!| Flven Steed Mounted Characters 25 x 50 2 Chaos Spawn 50 x 50 3 il
||'r-1 Griffon or Great Eagle Mounted Characters 40 x 40 3+ 1 i-”
k| Dregon Mounted Characters S0x50 641 BEASTS OF CHAOS o Guy ‘Sucamh 1
#. Chariot Mounted Characters S50 x 10M) 4 4+ 1 T Charmtuiris PHGE 35 x 28 "
{ mlﬂmﬁmﬁmm. 20 x 20 i Doombull §0x 40 3 If-;l
\'F| Phoenix Guard, White Lions Chariot Mounted Character S0 x 100 4+ 1 JI&
€| silver Helms, Dragon Princes, 25 x 50 2 Gors, Ungors, Bestigors 25 x 75 1 b
L Fllyrian Reavers (including all variants) E
| ,% Tiranoc Charior 50 x 100 4 Warhounds, Centigor 25 x 50 2 4
Eagles Claw Bolt Thrower - e Tuskgor Chariot 50 % 100 [
I'? Great Fagle 40 % 40 5 Chaos Trolls, Minotawrs, Chaos Ogres, 40 x 40 I".:,I
e Diragon Ogres lﬂ
Fﬁ DOGS OF WAR 5i:?:a¢5r:m} 5:5';':[3:'1[ Dragon Ogre Shaggoth, Chaos Giantg 50 x 50 6 :
L Characters on Foot 200 x 20 1 e A -
Warharse Mounted Characrers 2% % 50 3 BRETONNIANS Size (mm) 5[“:[[&
Pegasus Mounted Characters 40 x 40 3 %1 Warhorse Mounted Charncters 23 x 50 2 'ﬁ
Pikemen, Crosshowmen, Ducllists, 20 x 20 1 Pegasus Mounted Character 40 x 40 3 +1
Drwvarfs, ”ﬁlﬂ\‘-' Marauders, Hippogryph Mounted Characters 50 x 50 4+ 1
FRrRR Dok, Hi kg Mounted Squires, Knights Errant, 25 x % 2
Heavy Cavalry, Light Cavalry 25 x 50 2z Knights of the Realm. Questing Knights,
Ogres 40 x 40 3 Grail Knights
Cannod, Halfling Hot Paot - : Men-at-Arms, Bowmen, Fool Squires 20 x 20 1 ﬂ

Froduct Logs BOH02EI0
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CHAOS DWARFS > Size (mm)__Suength
Chaos Dwarf Characters on Foot 20.x 2D 1
{including Hobgoblin Heroes)

Bull Centaur Character 25 x50 2
Great Taurus or 50 x 50 4+ 1
Lammuasu Mounted Characters

Sneaky Gits, Warriors, Goblin Bove, 20 x 20 |
Hohgoblins, Chaos Dwarf]

Chaos Drwarl Blunderboss

Hobgoblin Wolf Riders, Bull Centanrs 25 x 50 ’
Black Ores, Orc Boye, Orc Arrer Boye 25x 25 |
Hobgoblin Bolt Thrower - F
Earthshaker Cannon = - e
ORCS & GOBLINS Stz (mm)__ sirength
Gaodbrlin Itmn |

& Night Goblin Characters on Foot

e, Savage Orc 25 x 1% 1
& Black Orc Characters on Foot

Woll or Boar Mounited Characters 25 x 50 2
Wyvern Mounted Characters 50 x 50 541
Chariot Mounted Characters S0 = 1007 4 4+ 1
Goblins, Night Goblins, Squig Herd 20 x 20 1
Ore Arrer Bove, Black Ores, 25 x 25 1
Orc & Savage Orc Boyz (including Big "Uns)

Goblin Woll Riders, Ore 25 x 50 2
& Savage Ore Boar Boyz (including Big "Uns)

Snotlings 40 x40 3
Groblin Wolf Chariots & Ore Hoar Chariots 50 x 1007 4
Rock Lobber, Spear Chukka - ok
Doom Diver - 3
Trolls 40 x 40 3
Pump Wagon 50 x 50 4
Crianit 50 x 50 (3
DARK ELVES Size (mw)  Sticnghh
Characters on Foot 20 x 20 |
Cold One or Dark Steed Mounted Characiers 25 x 50 z
Dark Pegasus Mounted Characters W0 x 40 i+
Black Dragon Mounted Characters 50 x 50 b+ 1
Manticore Mounted Characters 50 % 50 4+ 1
Chariot Mounted Characters 50 x 100 4+ 1
Corsairs, Warriors, Execotioners, Harpies, 20 x 20 |
Shades, Witch Elves, Black Guard

Dark Riders, Cold One Knighe 25x 50 2
Cold One Chariot 50 x 100 L]
Reaper Bolt Thrower - ¥ L
War Hydra 50 x 1040 6+ 2
Apprentices 200 x 20 1
DWARFS Size (mm) __Strengh
Drwearf Characters D0 x 20 1
Drward Crosshowmen, Miners, Rangers, 20 x 20 1
Thunderers, Warriors, Longbeards,

Ironhreakers, Hammerers, Troll Slayers

Bali Thrower, Stone Theower, Caninon, - L
Flame Canmon, Organ Gun,

Gyrocopler A0 x40

Anvil of Doom B x GOl 3

[ i R | S R S [ S

Cogyright Gamses Warkahop Limsed 2000 All Rights Rassreed.

“ War machines bave a Unil Sieengil of e current mumber of crese.

The listed value i the indtial Ewit Strengti,

* Geoabrlier Clvrriors with on extra wedf showded be meowenbedd om a

75 x fond bwise.

LIZARDMEN . Size(mm)__Strength HJ
Slann Mage-Priest i 50 x 50 'EH :
Saurus Oldblood and Scar-Yeteran 25 x 25 i |
Skink Chicf and Pricst 20 x 20 1
Cold Oaec Mounted Characters 25 x 50 2
Carnosanr Mounted Character 50 x 50 5+ 1
Saurus Warriors, Temple Guard 25 x 2% 1
Skink Skirmishers, Chameleon Skinks 20 x 20 1
Jungle Swarm, Kroxigor a0 x 40 3
Sanrus Cavalry 25 x 50 2
Terradons 40 x 4l 1
Stegadon S5 x 1) H
Salamander A0 = 4l 3
& Skink Handlers 20 x 20 1
EMPIRE shﬂﬁm SFIL-II.':%_[E
Characters on Foot 20 x 20 1
Warhorse Mounted Charncters 25 x50 2
Pegasus Mounted Characters A X a0 Tl |
Griffon Mounted Characters 50 x 50 4+1
Archers, Crossbowmen, Spearmen, 20 x 20 1
Free Company, Halberdicrs, Huntsimen,
Swordsmicn, Handgunners, Greatsworls,
Flagellants
Knights, Inner Circle Knights, 25 x50 2
Pistolicrs, White Wolf Knights,
Inner Circle White Wolf Knights
Cannon, Maortar, Helblaster - i
SKAVEN Si:l:affrﬁm} Snl-']:r:tlgtm Ay |
R — (1]
Characters on Foot 20 x 20 1 .|_I
Grey Seer on Bell 40 x 60 §+1 ‘IE"‘
Clanrat Slaves, Clanrats, Giant Rat, 20 x 20 1 ;‘,
Might le.n_:rs., Poison Wind Glohadiers, g.lJ
Stormvermin, Packmasters, Gutter Runners, 2o
Plague Monks, Plague Censer Bearers J
Rant Swarms 40 x 40 3 |;".-
Rat Ogres 40 x 40 x T
warplock Jezzails 25 x 50 2 '.’
Ratling Gun 25 x 50 2 l;'.,‘i.
Warpfire Thrower 25 x 50 2 ;,;J
Warp-lightning Cannon - 3 'Q'*
o
WOOD ELVES Size (mm) _Strengeh |
Characters on Fool " 20 x 20 1 :
Unicorn Mownted Characters s0x50 341 |
Elven Steed Mounted Characters 25 x 50 A
" Great Fagle Mounted Characters A0 x 40 3+1 P
Grecn Dieagon Mounted Characters S0 x 50 G+ 1 ﬁ
Archers, Glade Guard, Scouts, 20 x 20 1 QJ
Wardancers, Waywatchers
Glade Riders 25 x 50 2 li
Dryads 25x 25 1
Great Eagle 40 x 40 3 1
Warhawk Riders A x Al 1
Trecmen 50 x 50 5

Games Workshop, The Gameas Workshop logo, Warhammer, White Dwad, and all Associated marke. reces, race meigrea, charachers, unds, iBusiraBons and images Trom
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