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wD279:

* Free Golden Demon
Booklet

« Battle Report:
Orks vs Grimson Fists

« Chapter Approved:
Daemonhunters

+ Codicium Imperialis:
The First War for
Armageddon

« Painting Masterclass:
Captured by Gondor

WD285:

« Battle Report
Beasts of Chaos vs
Wood Elves

* Index Malleus:
The Lost and the Damned

« Painting Workshop;
Beast Herd

» Painting Masterclass:
Dragon Ogre Shaggoth

= Scenery Workshop:
Building a Barrow

ext issue,

he subscription
leals for White
Jwarf will change,
0, take advantage
)f the offer and
ubscribe by the
0th February.

wD280:

« Battle Report:
Eldar vs
Daemonhunters

« Tactica:

Fast Cavalry

= Scenery Workshop:
Rohan house

* Painting Masterclass:
Rangers of Gondor

* Heroes & Villains:
Logan Grimnar

AT CREE] WARHAMAER CARD 31

TTh =

i

B

WD286:

* Free Warhammer Card
Reference Sheet

« Battle Report:
Orks vs Imperial Guard

« Preview: Fire Warrior

* Bloodlands Campaign:
Part Three

= Tactica:
Wood Eives

« Scenery Workshop:
Building a Chaos Tree

wD281:

« Battle Report:
Skaven vs Lizardmen

* The Voyage of Yin-Tuan

+ Daemonhunter
Adversary armies

« Chronicles:
Valtsn

« Painting Masterclass:
Grey Knights Dreadnought

* Heroes & Villains:
Cypher

WD287:

« Two Battle Reports:
High Elves vs Dark Elves
Minas Tirith

* Horus Heresy CCG

» Dark Elves revisions

* Regiments of the
Imperium

« Designer’s notes:

The Return of The King

« Painting Masterclass:
Heroes of the West

or

wp282:

e Free Black Library
Novella

* Two Battle Reports:
Cadians vs Death Guard
The Watcher in the Water

= Tactica:
Ulthwé Strike Force

» Slann Mage-Priest
colour schemes

« Designer’s notes:
Eve of Terror

WD288:

* Free Warhammer
Armies: Kislev Booklet

« Three Battle Reports:
A four-player
Warhammer battle
A multi-player The
Return of The King battle
A Fire Warrior based
mini-battle

* Index Astartss:
Crimson Fists

Take out a one year subscription for £40
(saving £8 off the cover price) and we’ll
also give you a FREE £10 Games Workshop
gift voucher!

Take out a two year subscription for £80

(saving £16 off the cover price) and we’ll
also give you a FREE £25 Games Workshop
gift voucher! This adds up to a massive
saving of £41, effectively giving you the
second year’s subscription free!

These offers are only availahle in the UK.

WD283:

e Free Path to Glory
Booklet

= Two Battle Reports:
Battle for the Basilica
Shadow & Flame

* Pravigw:
Beasts of Chaos

* Index Astartes:
Space Wolves

« Scenery Workshop:
Saurus Spawning Pools

WD289:

« Battle Report.
Space Wolves vs
Iron Warriors

= Vlike Walker:
Dice rolling!

* Heroes & Villains:
0’Shovah

+ Chapter Approved:
Tyranid Bio-weapons

« Chronicles:
Cult of Ulric army list

WD284:

= Free Eye of Terror
Campaign Poster

* Two Battle Reperts:
Battle for the Basilica
The Seven Sigmarites

« Bloodlands Campaign:
Part One

= Designer’s notes;
Beasts of Chaos

« Scenery Workshop:
Moria terrain

WD290;

* Free Golden Demon
Booklet

« Battle Report:
Necrarch vs
Dwarfs

* Deslgner's Notes:
Bretonnians

* Heroes & Villains:
Ghazghkull

= Chapter Approved:
Ork Clanz

HOW TO SUBSCRIBE:

POST
Complete the form on the right and post it to
the address given an the form,

TELEPHONE
For details call now on:
(+44) 0115 91 40000

IN-STORE
Just ask the guys at your local Games
Waorkshop store for more details.

ONLINE STORE
You can also subscribe online at;
www.games-workshop.com/storefront




SUBSCRIBE

Can’t wait to get your eager
paws on the next issue of
White Dwarf?

Luckily there’s no need - by
subscribing you’ll get your
copy up to a week earlier
than usual...

You’ll also receive:

Your crisp, new issue rushed to your
letterbox, hot off the presses.

Peace of mind knowing that you’ll never miss
a released issue of your favourite magazine.

Special offers — as a subscriber you’ll also
be able to buy tickets for events such as
Games Day a week before they go on
general sale.
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A

new edition of our
Warhammer 40,000 game
system is on the way.

There, I've said it, but what does it
mean in real terms?

Qur team of Games Developers,
Artists and Miniatures Designers
have been hard at work for some
time now refining the current rules
system to give cur gaming
experiences even more dynamicism
as well as planning the look of the
finished item.

It's important for me to be very
clear about this new edition being a
refinement of the existing system
rather than a complete redesign.
Ostensibly, it'll still be the
Warhammer 40,000 we all know
and love but you'll find it a more
satisfying experience.

The key refinements to the existing
rules are those that affect the
Assault phase and the rules for
vehicles. These revisions are to the
main rules rather than to individual
armies or models and that brings
me nicely onto another important
point that you've no doubt been
asking yourself since | announced
the new edition — how does all of
this affect my current army/armies?

Well, the good news is it doasn't!
All the existing codex army books
are going to be just as compatible
with the new system as they are
with the current game. Hurrah!

As if to demonstrate this I'll move
seamlessly onto my next point...

A CHANGE OF HEART
In my editorial way back in White
Dwarf 280 | ranted about the
Ultramarines, their apparent fall
from grace as the iconic Chapter of
the Adeptus Astartes and how | was
going to lead from the front in
restoring them to their former glory
by collecting an army of Roboute
Guilliman’s warriors of Ultramar.
However, it seems the fickle tendrils
of fate had other plans for my
painting time...

I'd intended to put together an
Ultramarines army that was heavily
ravaged by battle with the Tyranids
(a classic adversary of the
Uitramarines). Sporting gouges and
slashes from scything talons and
rending claws, corroded armour
splashed by acid blood and other
such embellishments. | spent a long
time reading all the background |
could find for instances where the
Ultramarines had faced the swarms
of the Great Devourer.

/

/i

| agonised for days about which of
these colour tests I'd produced to
pick (much te the chagrin of
those who work nearby)
but settled on the feft
one eventually.

| put together a couple of
Tactical squads and set about
the converting work but there
was something nagging away at
the back of my mind that wouldn’t
go away. It wasn't until | started to
undercoat the Space Marines that
| realised what it was — I'd caught
the bug (pun intended) and really
wanted to collect a Tyranid

army instead!

Best of all, because the new version
of Warhammer 40,000 is compatible
with the current codexes | don't
have to worry about radically
changing my army when the new
edition is released. | can start my
army right now without fear of the

new edition causing problems with
my army list.

I'll keep you posted on any further
news of the new edition in future
issues of White Dwarf.

Until next
month,

Paul
Sawyer

Editor
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FEATURES

n g Plague Bringers (Warhammer 40,000)
y 4 Death Guard fiction by Nick Kyme.

n @ Death Guard Tactica

J (Warhammer 40,000)
Conquering is easy with the Death Guard.
Find out how here.

é !}g Da Kult of Speed (Epic: Armageddon)
™0 Anarmy list and background on Ork Speed
Freeks for use in Epic: Armageddon games.

The Art of Warhammer (Warhammer) L
A preview of Jeff Leong’s farthcoming N
Warhammer tactics series.

@, |
o

{? Eye of Terror Redux
(Warhammer 40,000)
How the Eye of Terror campaign was run in
the Games Workshop Studio.

To Tread the Path of the Emperor

-
i d @ (Warhammer 40,000)
The second part of lain Millar's
tournament experience.

'g 14 Word of the Emperor .
“ (Wurhummer 40,000) i
A preview of the new Witch Hunters army.

REGULARS

ﬁ 4 Games Workshop News
The world according to Games Workshop.

G é New Releases
- All of this month’s latest releases.

1 4 Index Astartes: ;

i Cult of the Machine God i
(Warhammer 40,000) i

A look at the Techmarines of the

Adeptus Astartes.

1 g Painting Masterclass (Warhammer)
How to paint King Leon Leoncoeur.

717y Modelling Workshop (Warhammer)
/. /4. Making a Bretonnian hovel.

N % Conversion Masterclass
O

& (Warhammer 40,000) |
Tammy Haye's conversion of Typhus, the ;
Herald of Nurgle. i
£
"/  Battle Repori: Ancient Awakenings g
i
5 ng@ (Warhammer 40,000) ¥
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THE NEWS*

GRAND TOURNAMENTS HEAT 2

Recently Warhammer World hosted
the second heats of both the
2003/2004 Warhammer and
~ Warhammer 40,000 Grand
Tournament. The events were held
over the weekends of 25th & 26th of
October and 22nd & 23rd of
November respectively, and a great
time was had by all. White Dwarf
was there to check out the armies on
display and you can look forward to
seeing the pick of the bunch in
future issues.

For more details, check out the
Games Workshop website at the
address below:

www;games-wurkshop.cn. uk/events

Most Sporting Player
Markus Liechti Orks
Ork Kult of Speed

WARHAMMER HEAT 2 WINNERS

Best Army Most Sporting Player Qverall Champion
Joe Sturge Will Pardington Asger Granerud
Dogs of War Chaos Warriors Skaven

2nd Place
Willhelm Grofte
Skaven

Best General
Kent Max Hansen
Vampire Counts

TR

LATEST FROM THE BLACK LIBRARY

The Orks of the Deff Skwadron are
famous for many things: their
tireless devotion to increasing the
killing power of their planes, their
disregard for personal safety to get
the mission finished and their
uncanny ability to wreck the plans of
their power-hungry commander.
Crammed with Orks, Bommerz and
dead things (lots of dead things), the
Boyz of the Deff Skwadron line up
for their first graphic novel, Comics
legend Gordon Rennie teams up with
Games Workshop artist Paul Jeacock
to bring you death and destruction
on a universal scale!

For more information visit:
www.blacklibrary.com

3rd Place
Andrew Praybyla
Empire

Overall Ehamplnn and Best General
Michael Lehnertz

Best Army

Gary Marsh

Slaanesh Chaos Space
Marines

3rd Place
Max Barton
Tyranids

2nd Place
Richard Whalley

You can lake a closer fook at

Gary Marsh’s fantastic Slaanesh
Chaos Space Marine army as he

commands his award-winning

army in this month's Warhammer

PUNS—

40,000 Batfle Report:
Ancient Awakenings

SWEDISH BATTLE BUNKERS

Sweden’s first battle bunker is
here! One of the main reasons the
Games Workshop hobby centre in
Gothenburg was opened was to
include an in-store gaming area,
known as a Battle Bunker.

The Gothenburg Battle Bunker
offers 12 gaming tables, a painting

- table and a place for you to sit

down and make army lists. It also -
has great terrain for all tables,
handmade by the Fanatic Studio in
Denmark. The tables are also
themed, amongst them a desert
table and a Nurgle table with
accompanying terrain. All of this
takes place inside the Games
Workshop hobby centre, where
you will still find all those vital
components for your all-

conguering army

Since the hobby centre is on the
ground floor, the staff will not be
actively participating on the gaming
floor — the room is for players to
enjoy whichever Games Workshop
game they wish to have a go at or
whether they want to sit and paint
or convert their models. However
the staff are always on hand for
rules and other gaming related
questions that might crop up.

Although gamers are left to battle
it out, there are plenty of staff on
hand to help beginners new to the
worlds of Warhammer,
Warhammer 40,000 and The Lord
of The Rings universes. The staff
also organise evenings for new
gamers with experienced staff
lending a hand if necessary.
The address is:

Kungsgatan 28

Central Gothenburg,

Sweden.
Telephone: 031-13 39 58

e N P X A AT i S IR



THE LATEST PRODUCTS FROM FORGE WORLD

Forge World has released the Tau
Orca Dropship, as featured in the
computer game Fire Warrior. The
Orca is approximately 385mm (15"
long and 255mm (10") wide. The kit
includes 24 seated Fire Warriors,
eight Drones, six Battlesuits, one
Ethereal and three crew. The Orca is
a complete resin and plastic kit. The
master model was made by Will
Hayes from the designs provided by
the Game Developers Kuju.

AND EVEN MORE...

Forge World’s Daren Parrwood has
been busy producing a set of Tau
Drone Sentry Turrets which can be
built deployed or enclosed. Four are
available, each with a different
weapons system including plasma
rifles, fusion blasters, burst cannons
and missiles.

For more information visit;
www.forgeworld.co.uk

Each week it is Games Workshop
Online’s mission to bring you all the
latest news and information on what's
happening at Games Workshop and
with the hobby, via the UK’s very own
Games Workshop website! Here’s
some examples of what you'll find:

= New relgases

* New hobby articles

e Rumours

« Reviews

e Event information

* Poll of the week

* Sneak peeks of upcoming

miniatures
» A White Dwarf contents preview
and much more...

Games Workshop Online also brings
you all the news from other exciting
areas, such as Forge World, Specialist
Games, The Black Library etc.
Don’t miss out on the latest news
each week, visit;

www.games-workshop.co.uk/news

GAMES WORKSHOP ONLINE

144, AL i A

v

The interior detail of the Orca is simply amazing.

CAREER OPPORTUNITIES |
AT GAMES WORKSHOP

We are always looking for keen and
enthusiastic staff to work for Games
Workshop, both in our retail chain of
120 stores in the UK and across
Europe, as well as at our head office
based in Nottingham.

All you really need to work for
Games Workshop is the right attitude
and the desire to have a great career.
A knowledge of the Games
Workshaop hobby is obviously
desirable.

In return, we can offer competitive
rates of pay and a comprehensive
benefits package. Check out our
current vacancies on our website at:

www.games-workshop.co.uk/
employment

A small example of the vacancies
currenily available are:

« Regional Field Account Manager
* Trainee Store Managers

* Publishing Administrator

* Apple Mac QOperator

RVARTEFACTS
This month seas more products bitling the
Warp Artefacts shelves:

Artefacts

In addition fo replica swords, Warp Artefacls
is commissioning @ range of items taken
slraight oul of the Warhammer world and
Warhammer 40,000 universe.

This range will kick oft with pendants and
brooches that are wom by Imperial troops
and their enemies and could eventually
include limited edilion spacial pigces, such
as full-sized. Servo-skulls, Guard cap
badges and maps of the Warhammer world.

Warp Arefacts will be showing this new
range at a number of events in the UK and
the rest of the world, the first being the
French Games Day in April. In the meantime,
for the lates! news and piclures and to place
an orde visit

www. warpartefacts.com

The Gallery

Also available from Warp Arefacts are two
new Limited Edition Collectable Art Prinis,
These, much-awaited black and white prinis
from the Galiery, will be made available in
March, 2003:

The Baltle of Blood Gorgs

by Alex Boyd

An Empire army is caught by a huge
Greanskin horde whife making its way back
through Blood Gorge. At the forelront of the
baille are the Wolfenberg Halberdiers. A
young unil, and their commanding officer’s
first batle, they fight bravely against tha
Orcs, and eventually the gresn hotde is
deleated. But the Wollenberg Halberdiers are
o0 badly maufed 1o continug, (heir
champion iS crippled killing an Orc war
leader, and the survivors are disbanded.

Space Marine by John Blanche

In the grim darkness of the far tuture, the
glory and heroism of the Adeptus Astartes
shines like a beacon 1o Humanity.
Supethuman, and utlerly dedicaled to tha
Emperor of Man, Space Marines fight with
religious devolion and fervour. Whether in
the dank confines of a hive city, or the olling
dunes ol a suiphur desert, the Space
Marines fight for to protect and honous the
Holy Terra, their refiquaries and trophies
proudly displaying their past glories

To see both serdes in full, and to read the
arlist’s biographies, visit The Gallery at

www.WarpArtefacts.com

www.games-workshop.co.uk 5



'NEW RELEASES

THE EVERI.AST A G QUEST...

BRETONNIAN QUESTING KNIGHTS

Relinquishing their duties as Knights of the Realm, Questing Knights
are the brave warriors who search for the ultimate symbol of
Bretonnian honour and chivalry - the
Grail. In battle, they are fearsome foes.
No longer do they bear the lance in
combat but instead wield mighty great
weapons to battle the hardiest of foes.
Few can match their courage and, as
such, they may re-roll all failed
Psychology tests.

Boxed set: This boxed set contains
metal and plastic components to
make § Bretonnian Questing
Knights including Standard
Bearer, Musician and Paragon,
and 5 Bretonnian Warhorses,
designed by Gary Morley,
Adam Clarke and

Dave Thomas.

These models require assembly.

Blister pack:

This blister pack contains
components to make 1
Bretonnian Questing
Knight and 1 Bretonnian
Warhorse, designed by
Gary Motfey.

This model requires assembly.

6 NEW RELEASES



BRETONNIAN MOUNTED YEOMAN
Riding swift horses, Mounted Yeomen are the scouts of the Bretonnian

’ army. They range ahead of the main force, tasked with reporting the
B‘ﬂ movements of the enemy to their knightly commanders, as the army

prepares for battle. Armed with spears and bows Mounted Yeomen can
*_ harry the enemy from afar and are treated as Fast Cavalry.

BT A s s S )

This blister pack contains metal and
plastic parts to make 1 Mounted Yeoman
and 1 horse, designed by Alan Perry.

This model requires assembly.

BRETONNIAN TREBUCHET

Immense wooden constructions, Bretonnian Field Trebuchets are capable of hurling massive rocks
into the ranks of the enemy. Although they are sneered at by the lofty ranks of chivalrous knights,
they are, nevertheless, valued on the battlefield — especially in the art

of siege craft. Larger than most stone throwers, the Trebuchet il
boasts a Strength of 5, which is doubled for a direct hit, and allows
no Armour saves.

This boxed set contains metal parts to make
1 Bretonnian Trebuchet and 5 Peasant crew,
designed by Martin Foolitt.

This model requires assembly.

P T D e e O A A e T e e I S P W SR

www.games-workshop.com 7



¥ NEW RELEASES
| BRETONNIAN BATTLE STANDARD

Heroes renowned throughout the land, brave and true to the
cause of Bretonnia, it is upon a Paladin that the great honour of
carrying the Bretonnian Army Standard is bestowed. They are
great warrlors riding down their enemies with fiery zeal, holding
the banner aloft to steel wavering hearts. The Battle Standard
instils those warriors around it with courage and, as such, all
friendly units within 12" of it may re-roll all failed Break tests.

This blister pack contains metal and plastic components to
make 1 Brefonnian Battle Standard and 1 Bretonnian
Warhorse, designed by Colin Grayson.

This model requires assembly.

CRAFT KNIFE
BLADES

These replacement blades wgf““‘,fm {1
can be used with the i i
Games Workshop craft
knife. They are an essenital
addition to any modellers
tool kit.

" BRETONNIAN GRAIL
" RELIQUAE

The Grail Reliquae is the body of a long dead
Grail Knight often adorned with trinkets and
trophies gathered from other knights. Held aloft
by dour Battle Pilgrims, the Reliquae inspires its
charges to feats of impossible bravery. Battle
Pilgrims carrying the Grail Reliquae are
stubborn and subject to the rules for hatred.
The Religuae itself is a potent talisman and,
as such, counts as both a Standard Bearer
and a Musician.

This boxed set contains metal
components to make 1
Bretonnian Grail Reliquae

and 6 Battle Pilgrims,
designed by

Colin Graysan and Dave
Thomas.

This model requires

assembly.

8 NEW RELEASES

PRICE LIST

BRETONNIAN QUESTING KNIGHTS BOXED SET ......£25.00
Denmark kr 300.00 Sweden kr 350.00
Euro € 40.00

BRETONNIAN QUESTING KNIGHT ....coecc.cunuenrn £6.00
Denmark kr 70.00 Sweden kr80.00
Euro € 10.00

BRETONNIAN MOUNTED YEOMAN..................£5.00
Denmark kr 55.00 Sweden kr65.00
Euro £ 8.00

BRETONMNIAN TREBUCHET ....cococnroreeercrsesscnn £18.00
Denmark kr 225.00 Sweden kr 270.00
Euro € 30.00

BRETONNIAN BATTLE STANDARD .......cc0coeer...£6.00
Denmark kr 70.00 Sweden kr 80.00
Euro € 10.00

BRETONMIAN GRAIL RELIQUAE -.£20.00
Denmark kr 22500 Sweden kr 270.00
Euro € 30.00

DEATH GUARD HAVOC SQUAD.......ccocvienner £15.00
Denmark kr 200.00 Sweden kr 250.00
Euro € 25.00

DEATH GUARD CHAMPION........ceceessrersuinern £4.00
Denmark kr 50.00 Sweden kr60.00

Euro € 8.50

DEATH GUARD SPECIAL WEAPONS..................£6.00
Denmark kr 70.00 Sweden kr 80.00
Euro € 10.00

WORLD EATERS ASPIRING CHAMPION............£4.00
Denmark kr 50.00 Sweden kr 60.00
Euro € 6.50

CRAFT KNIFE BLADES £5.00
Denmark kr 55.00 Sweden kr 65,00
Euro € 8.00

PIN VICE DRILL BITS £5.00
Denmark kr 55.00 Sweden kr65.00
Euro € 8.00

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




DEATH GUARD

Dire servants of Nurgle, the Death Guard vow to spread the corruption of Nurgle's Rot throughout the galaxy. Encased
in diseased-ravaged armour they stalk across the battlefield like a pervasive contagion bearing the Mark of Nurgle,
which renders them Fearless and increases their Toughness by +1. The Havoc squads of the Death Guard carry brutal
weapons, such as tank-punishing meltaguns and infantry-flaying flamers. The Death Guard are led into combat by
their Champion. He can be armed with all manner of putrescent accoutrements, such as blight grenades, which reduce
enemy To Hit rolls in close combat by -1 if they are charged, or a plague sword, which ignores all Armour saves and

kills outright any model wounded by it on a roll of 4+.

Death Guard Havoc boxed set: This boxed set contains mefal components to make 1 Death Guard Champion, 2 Death Guard armed with plasma guns,
1 Death Guard armed with a meltagun and 1 Death Guard armed with a flamer, designed by Aly Morrison.

These models require assembly.

Special Weapon Death Guards: This blister pack confains metal components fo
make 2 Special Weapon Death Guards, armed with either a plasma gun, meltagun
or flamer, designed by Aly Morrison.

This mode! requires assembly.

Death Guard Champion: This blister pack contains metal
components to make 1 Death Guard Champion, designed by
Aly Morrison.

This model requires assembly. -

PIN VICE WORLD EATERS ASPIRING CHAMPION

DRI |_|_ BITS Leading a squad of manic Berzerkers, a World Eaters Aspiring Champion is a fearsome foe on the
battlefield, whose lust for combat is never sated. Servant of the Blood God, Khorne, this mighty

Reprfgggi?gésggﬁgr warrior gains +1 Attack and is utterly Fearless due to its Blood Frenzy. The Aspiring Champion can
ke el Hits 476 iy also be armed with a host of blood-soaked wargear, such as an Axe of Khorne or Khornate chain-axe.
h%rbest ﬁggg;ﬂtotﬁ% This blister pack contains metal components to make 1 World Eaters Aspiring Champion,
! . designed by Aly Morrison.

and are ideally suited ; -
P This model requires assembly.
for pinning large
or complicated :
models together.

World Eaters Aspiring Champion: This
model Is supplied with one head and two
weapons of the following combinations, bolt
pistol and Khornate chain-axe, plasma pistol
and chainsword, plasma pistol and Khornate
chain-axe and bolt pistol and chainsword.
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Beastmen Gors and Ungors: This blister pack contains 1 Gor and 2 Ungors, designed by Mark Bedford.

These models require assembly.

Beastman Champgion:
This blister pack

contains 1 Beastman Centigor: This

Champion, either a biister pack

Chieftain or Bray- contains 1

shaman, designed by Cen_t.'gor,

Mark Bedford. designed by Mark
Bedford.

This mode! requires

assembly. This model
requires assembly.

Beastmen Warband: This boxed set contains enough metal components to make 1
Beastmen Chigftain, 1 Bray-shaman, 3 Gors and 3 Ungors, designed by Mark Bedford,

These models require assembly.

Beastmen Warhounds:
This blister pack
contains 2 Beastmen
Warhounds, designed
by Michas! Anderson.

These models require
assembly.

Minotaur: This
blister pack
contains 1
Minotaur,
designed by
Mark Bedford.

This model
requires
assembly.
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PRICE LIST

TOWN CRYER 29 vorneenn£3.50
Denmark kr 40.00 Sweden kr45.00
Euro € 550

BEASTMEN WARBAND ...ccvrvsmseesisrssencerneensns£20.00
BEASTIAN CHAMPION...covcomsssscrercmmnnnns£6.00 | 1
BEASTIAAN GORS AND UNGORS...orrcn 900 |
BEASTMEN WARHOUNDS covvrsnssmrsrrenrrn£6.00 |

e G -
Tomn ﬂi’rpeﬁ

I e

OUR LAND IN FLAMES!

F11]1e] [111] — £10.00
CENTIGOR. cvvv. R ERA R A e A1 1]
WITCH A : £5.00
Town Ctyer 29: This, the last issus ZOMBIES........ e £7.00
of Town Cryer, contains the final CHOUES SO m—

instalment of the Empire in Flames
series with rules for using Wild
Beastmen warbands. It also
includes rules for the second of
the settlements around Mordhiem,

CROMUNDA BOUNTY HUNTERS.............55.00

BLOOD BOWL MAGAZINE 12 e £3.00 | 1
Denmark kr 40.00 Sweden kr45.00

Cutthroat’s Den. Euro € 550 [
Ghouls: This blister pack contains 3 Ghouls, designed by VARAG GHOULCHEWER ..o .E6.00 ]
Daniel Pacey. JULCHE T T B :
BATTLEFLEET GOTHIC MAGAZINE 19..cvvvererer..£3.00
Denmark kr 40.00 Sweden kr 45.00
Euro € 5.50
Zambies: This blistar BATTLEFLEET GOTHIC ARMADA..........creenre£18.00

pack contains 3 Zombies ROGU cmm s X
(either Zombia EIf, Dwarf B TRARER A

aor Hound and 2 Human ROGUE TRADER ESCORTS £6.00 |
1 Zambies), designed by |
Darlel Facey. Prices quoted are for products sold by Games |

Workshop through its own stores, catalogue or
website. Independent retailers are responsible
for determining their own prices.

Undead Warband: This boxed sst is re-released this montf,
containing the new metal Zombie miniafures in place of the
old plastic Zombie sprues. The boxed set contains 1
Vampire, 1 Necromancer, 2 Dregs (re-released) and 4 new
Human Zombies.

Witeh: This blister pack contains 1 ‘ Necromunda Bounty Hunters: This blister pack contains 1 Necromunda Bounty Hunter,
Witch, designed by Mark Hartison. designed by Mark Harrison.

St e S . oo S S aR



Blood Bow! magazine 12:
This month is a bit of a house
rules special with rules for
Halfling leagues, new skills
and Bioniks.

Battlefleet Gothic, covers all the official new ships and

|
)
Batilefleet Gothic Armada: The first supplement for |
|
f
fleets that will be released in the near future. w

v 4 Battlefleet Gothic
" magazine 19: |
This month there’s the f
full, official Tau fleet :
list by Pete Haines, the |
Damocles Gulf Crusade |
background, scenarios ‘
by Nate Montes and |
experimental rules for

new Rogue Trader

vessels by Matt Keefe.
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Griff Oberwald: This blister pack contains 1 Griff ~ Varag Ghoulchewer: This blister pack contains 1
Oberwald, designed by Aly Morrison. Varag Ghoulchewer, designed by Aly Morrison.

EPIC:ARMAGEDDON NEW RELEASES

Following on from last month's release of the Epic: Armageddon rulebook, this manth sees the release of a number of reinforcements for the Space Marines,
Imperial Guard and Orks. Space Marines receive a number of specialist units, in the form of Scouts, Terminators, Dreadnoughts, Bikes and Attack Bikes. The
Imperial Guard recieve a variety of units, with a powerful artillery tank {the Bombard), two super-heavy tanks (the Shadowsword and Baneblade) plus some
much needed air support from Imperial Navy Thunderbolts. It's also a month for war engines, with the release of both the Imperial Warlord Titan and the Ork
Great Gargant —two classic Epic adversaries. Finally, the Ork hordes are joined by Stompas and Supa-stompas, plus a Battlefortress, Soopa Gunz,
Dreadnoughts and Killa Kans. Any of these units would make useful additions to existing armies, especially for players who are now familiar with the Epic

rules and perhaps fancy adding a war engine or some specialist units to their existing forces.
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This blister pack canrains's Imperial Guard This blister pack contains 1 Imperial Guard This blister pack contains 1 Impenal Guard
Bombards, designed by Tim Adcock. Baneblade, designed by Tim Adcock. Shadowsword, designed by Tim Adcock.

.

i

i

g SPACE MARINE BIKES & ATTACK BIKES........... £9.00 IMPERIAL GUARD THUNDERBOLTS............... £10.00 IMPERIAL GUARD FIRE SUPPORT PLATOON ... £7.00

;J This blister pack contains 12 Space Maring Bikes This blister pack contains 4 Imperial Guard This blister pack contains 4 Imperial Guard Fire

| and 1 Altack Bike, designed by Tim Adcock. Thunderbolts, designed by Tim Adcock. Support Platoons, designed by Mark Bedford and
Aly Morrison.
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Dreadnoughts, designed by Tim Adcock. 107
Bob Naismith.

This boxed set contains 1 Imperial Guard Warlord Titan,
designed by Dave Andrews.
This model requires assembly.

e 1000 ORK SOOPA GUNZ......

: T 'SPACE MARINE TERMINATORS ... £10.00
This biister pack contains 3 Space Marme This blister pack contains 8 Space Marine
Terminafor stands, designed by Aly Morrison and

ORK GREAT GARGANT ...

This b.';srer pack contains 8 Space Marine Scours
stands, designed by Aly Morrison and Bob Naismith.

e £20.00

This boxed set contains 1 Ork Graat Garg&ni
designed by Dave Andrews.
This model requires assembly.

Tms D.'.'ster pack contains 10 Ork E{g Guhz This biister pack contains 2 Ork SUOM GUﬂZ

designed by Norman Swales. designed by John Manders.

This biister pack contains 1 Ork Battlefortress,

designed by Mark Bedford. and 2 Ork Killa Kans (right), designed by
Mark Bedford.

This bnsfar pack ccmtam's 2 Ork Dreadnaughts (Ieft)

John Manders.

e s

-£7.00 ORI MEKBOY STOMPA MOB ..cocrsrerrsnrene £20.00°
This blister pack contains 3 Ork Stompas (right)
and 1 Ork Supa Stompa (left), designed by
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Schooled by the Adeptus Mechanicus in the mysterious rites of the
machine, Techmarines are essential for the survival of any Chapter of
Space Marines. It is they who tend to the spirits of the weapons and
wargear of the Chapter, ministering to the technological secrets that
bind man and machine into an instrument of the Emperor’s wrath.
Deep within their machine temples they forge weapons and armour
for their Battle Brothers with great reverence and skill.

Techmarines and the
Adeptus Mechanicus

The workings of technology and the
mysteries surrounding the inner secrets of
machines is knowledge that has long
since passed from the Imperium of Man. A
great catastrophe wiped away much that
was once common knowledge and
reduced a great deal of Humanity to
barbarism. What little remains, is debased,
mythical or has become such unthinking
repetition that its true purpose has long
since been forgotten. These scraps,
gathered obsessively over the millennia
are jealously gathered together on Mars
by the Adeptus Mechanicus, the devotees
of the Machine God, the Omnissiah. Only
those privy to such knowledge, however
rudimentary it may be, can hope to utilise
any form of technology, and such
individuals are rare indeed.

Ancient pacts sworn between the Adeptus
Mechanicus and the Adeptus Astartes
allow the Space Marines to send a
proportion of their warriors to Mars to train
with the Adeptus Mechanicus and begin
the long, arduous journey of becoming a
priest of the Machine God. Without the
passing on of such revered knowledge, the
fate of the Space Marines would be sealed,
for only by such means may the weapons
and wargear of the Adeptus Astartes be
maintained. The role of the Techmarine is
to minister to the spirits of the machines in
the care of their Chapter, the weapons, the
armour and all the equipment in daily use
by the Space Marines.

The young Space Marines train for many
years on Mars, swearing powerful oaths
and spending their every waking hour in
deepening their understanding of the
Omnissiah. They learn the correct rites of
activation, maintenance and how to call
forth or placate the wrath of the war-
spirits of the machines they will be
entrusted with. When they return to their
Chapter, they are changed individuals,
aloof and mysterious, with an unusual
dichotomy of loyalties; they are
Techpriests of the Machine God and
Battle Brothers of their Chapter, This
division of loyalties causes the majority of
Techmarines to stand apart from their
Chapter, becoming strange figures of
awe and power. The knowledge they
possess is held in great esteem by their
Battle Brothers and they recognise and

acknowledge their skills in the arcane
sciences pertinent to the dark secrets of
technology. Though they possess great
skill and knowledge regarding the
mystical science of machines, they are
warriors first and foremost and are often
in the forefront of many of the fiercest
battles. Should a vehicle or artefact of
technology be lost, it is the Techmarines
who will fight hardest to retrieve it, and as
hard, if not harder, than their brethren
fighting to recover a fallen comrade.

Codex Roles of the Techmarines

Within their Chapter, Techmarines are
arcane engineers, maintaining and
ministering to the needs of the Chapter’s
arms, armour and vehicles. Each
Chapter has its own weapon shops,
foundries and artisans. Some Chapters
honour long-standing agreements with
forge worlds that supply them with
starships and weapons which the
Techmarinegs subsequently modify to
meet their own requirements. This
practice varies from Chapter to Chapter,
but few Space Marine Chapters have the
facilities to build their own spacecraft,
most being constructed in the shipyards
of Jupiter and Mars. A natable exception
to this are the Ultramarines, who maintain
extensive construction yards in orbit
around Calth, one of the planets within
their realm of Ultramar. Marine armourers
are highly skilled, practical craftsmen and
their chief weapon-smith is the Master of
the Forge; an honoured title and a
position of great respect. All of the Space
Marines' armourers work within an
ancient tradition of design and decoration
unigue to their own Chapter and the work
of a fine artificer is incredibly prized.

Before battle, the Techmarines ritually
prepare their charges for war, raising the
anger of the war-spirits of the weapons
and vehicles that are being employed in
whatever coming conflict they are to take
part in. They have a strong bond with the
vehicles and weapons they issue to the
Space Marines, treating the equipment
as though it belongs to them and the
Space Marines are merely horrowing it
temporarily. Once deployed for battle, the
Techmarines and their servitor thralls
ritually bless the weapons and tanks of
the force, uncaging the war-spirits and
allowing them to see the targets of their
wrath. Together with a retinue of




Chaptes Approved. Access Level: Q sixteen

A ref. 5667/x/

Standard issue servo-arm fitted with
solder burser for rejoining sundercd
tack tracks and welding ruptured
hulls

Techmarine Harkus of the
Ultramarines Chapter 1n modified
power armour, complete with Argus
pattern power couplings, a scrvo—
arm designated for tank sepairs and
a Lucius pattern power axe.

1A ref3457/1/
Bionic augmentation incorporating
Mk3 Sigoum.

% 0L/ R Ta 11

IA ref 4322/p/

Servo-skulls equipped
with power duidl, slave
link and auto-callipers.

Thought for the day: Pain is an illusion of the senses, despair an iflusion of the mind




Index Astartes: Techmarines

PAULLIAN BLANTAR IRON FATHER OF THE IRON HANDS

The Iron Hands Chapter of Space Marines eschew the codex practice of having Chaplains
to administer to the spiritual neceds of their Battle Brothers, relying instead on Iron Fathers,
a position akin to an amalgamation of Chaplain and Techmarine. The Iron Hands have a deep-
rooted hatred - and some might whisper, fear ~ of the weaknesses of the flesh. seeing its
fraifty and uvltimate decay as the greatest danger to Humanity. To them, the flesh 15 weak
and must be replaced wherever possible. The lron Fathers fuel this hatred with rousing
speeches and fiery oratory. procliming that the example their Primarch set them is the only
true path. The Iron Hands have a revercnce for the machine that far outstrips that of most
other Chapters. and they have a much closer rclationship with the Adeptus Mechanicus than

is usual.

Paullian Blantar served in the Kaargul clan company, 2 warrior with a natural affinity for the
mysteries of technology. The Iron Fathers of his Chapter noticed his kinship with the spirits
of machines carly on and he was sent to Mars to begin his initiation into the Cult of the
Machine. Within decades he rose to become the pre-eminent Iron Father of his clan company,
a mentor and tutor to a great many aspirants of the Chapter. His expertise in the field of
bionic augmentations was unparalleled and his skills in this arca profoundly affected the
direction of the Chapter. Blantar himself performed the necessary surgery on many recruits
and was later to perform the augmentations that saved the life of his clan leader, Brannus,
after Dark Eldar Hacmonculi horrifically mutilated him following the Battle of Kaladrone,

His own hatred for the weaknesses of flesh was just as great and for the entirety of his life
as an Iron Father, he ritually scarred what lirtle flesh remained of his body until, towards
the last years of his life, there was aimost nothing organic remaining of his body. save his
brilliant, mechanica]]yﬂttuncd brain. As with most Iron Hands, it is his fervent wish to one
day be interred within the sacred sarcophagus of one of the ancient and revered Dreadnoughts.

16 INDEX ASTARTES

Look to your battlegear and it
will protect you

We guard 1t with our [ives

Your armour s your Soul. and your
Soul's dedication

The soul of the warrior 15 the shield
of Humanity

Honour the craft of death

Only the Emperor is higher in our
devotion

Honour the battlegear of the Dead

We ask only to serve

- Part of the Warrior Catechism of Worship as
taught by the Chapter's Techmarines.

Sirike the first runc upon the engine's
casing employing the chosen vessels. Its
tip should be znointed with the oil of
engineering using the proper incantation
when the auspices are correct.

Strike the second rune upon the engine’s
casing cmploying the arc—tip of the
power driver.

If the second rune is not good. a third
rune may be struck in a like manner to
the first. This is donc according to the
true ritual laid down by the Great
Enginsecr.

A libation should be offered.

If this sequence is properly observed the
engines may be brought ta full activation
by depressing the large panel marked
‘ON.

Rusic Spaceflight - An introduction: Naval
Flight Manual WIOE

The beast of metal endures longer than
the flesh of men. Those that tend the
beasts of metal must labour long to fearn
its ways, for a single beast must suffer
the mastership of many men until ready |
to shed its vorpal coils. Those that seck
apprenticeship must attend closely to the
runes  of mobilisation, the rites of
maintenance, and the words-of-power that
describe the parts of a beast. Nor must |
they neglect the tutelage of the Adeptus |
Prefects, nor the casting of the proper
roboscopes.

- Runic Mechanicus: An Introduction.

“The Machine is strong. We must purge
the weak, hated flesh and replace it with
the blessed purity of metal Only
through permanence can  we truly
triumph, and only through the Machine
. can we find victory. Punish the flesh.
] v i o % "
i Iron in mind, iron in body.

Paullian Blantar




cybernetically altered servitors, the
Techmarines can also effect battlefield
repairs on vehicles, healing the damage
done to armour and rekindling the war-
spirit that it might fight once more. At
battle’s end, each wound done to the
vehicles and wargear issued by the
Techmarines is reverently repaired and
recorded in the Litanies of Battle, and it is
not uncommon for some vehicles to
remain in service for many hundreds, if
not thousands, of years. The oldest
known serving vehicle is a Rhino
belonging to the Salamanders, known
and honoured as Nocturne's Hammer,
said to have carried the great Primarch,
Vulkan. It is a position of great honour to
minister to such holy artefacts and those
Techmarines who honour such revered
pieces of technology are accorded great
respect by their peers.

Equipment and Armour

Techmarines employ a wide variety of
esoteric tools and equipment not normally
issued to their brethren. Many
Techmarines are equipped with a servo-
arm, a specialised auxitiary arm grafted to
the Techmarine’s armour and linked to his
neural network. These arms can be fitted
with a multitude of lastorches, vibrosaws
and power drills or any number of arcane
tools that aid the Techmarine in his
battlefield role of vehicle maintenance and
repair. Their gauntlets are also often
heavily modified to include more delicate
tools or even a limited form of
mechadendrites. Many Techmarines have
the organic components of their hands
removed and replaced with augmetic
prosthetics that allow them a greater
connection to whatever machine they are
ministering to, some even going as far as
to incorporate mechanical interfaces that
allow the Techmarine to commune directly
with the Machine Spirit.

In deference to their training on Mars and
the close bond that exists between
Techmarines and the  Adeptus
Mechanicus, Techmarines traditionally
repaint their armour red, though one
shoulder guard will always remain in their
Chapter’s colours. Techmarines
understand better than anyone the risks
inherent in angering the war spirit of
battle gear and are careful to ensure that
their Chapter symbol remains clear and
unobscured. Though the Iron Priests of
the Space Wolves, despite their training
on Mars, exhibit a fiercely independent
streak by retaining their original armour
colour throughout.

Iron Priests of the Space Wolves

The Iron Priests are masters of the forge
and armoury, their expertise with matters
technical marking them apart from their

TECHMARINE SEVANO TOMASIN
OF THE ULTRAMARINES

As 1s typical of the Ultramarines, their Techmarines exactly follow the letter of the Codex
when it comes to their training and methodology. The rigid adherence to the holy tome of
their Primarch instils a dogmatic belicf in following the words written thousands of years ago
without deviation in the Chapter, and cven more so in the Ultramarine Techmarines. Sevano
Tomasin was no cxception to this, and was a faithful servant of the Colt Mechanicus and
expert in the ficld of demolitions. His service to the Emperor was very ncarly cut short on

Ichar 1V when a rampaging Tyranid Carnifex ripped apart the Land Raider he was driving
Alien bio-plasma flooded the interior of the vehicle and detonated its ammunition in a huge
cxplosion that wrecked the tank and killed the monstrous alien, Determined not to lose his
centuries of wisdom, the Chapter's Apothecarics were able to save his [ife. Tomasin himself
dirccting the replacement of his legs and right arm with augmetic components he had forged
many years ago. His expertise in demolitions came to the fore during the Ultramarines mission
to the planct of Thracia when the Fourth Company was given the task of destroying a number
of strategically vital bridges. Though the mission was ultimately a success. it was 1o be
Tomasins last, as he was killed in action by a direct hit from an artillery shell that cooked
off the melta charges he was in the process of arming

brothers of the Chapter. They fulfil the
same function for the Space Wolves as
Techmarines do for Codex Chapters.
Like Techmarines they spend many
years on Mars training with the Adeptus
Mechanicus where they learn the
innermost secrets of arcane mechanics.
Like all those steeped in the mysteries of
technology, the Iron Priests stand apart
from their brethren though this is
especially true of the Space Wolves who
view such knowledge as a dark and

frighteningly arcane science. The lron
Priests are the keepers and guardians of
the venerable Dreadnoughts who dwell
in the deepest cavern of the Fang, the
Space Wolves fortress, monastery on
Fenris. They ensure that their ancient
brethren are woken only in times of great
need and honour their undisturbed
slumbers. Without their expertise, the
Fang would crumble and the Chapter
itself die;
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Winner of a whole host of Golden
Demon trophies, Matt Parkes
competes every year in the UK
Golden Demon Awards and never
misses taking home another
trophy or two. He has won the
coveted Golden Demon Slayer
Sword three times, so who better
to ask to paint the fantastic new
King Louen Leoncoeur miniature.

PAINTING
MASTERCLASS

. King Liuen Leoncoeur

pecial characters
S are the perfect A

opportunity to splash
out and pull everything out
of the closet where painting is
concerned. They are the
centrepieces of armies and
collections, and deserve the best
paint job you can give them. When
Matt Parkes showed us his
Leoncoeur miniature we weren’t
entirely prepared for the amount
of gorgeous detail he had painted
on it... and he hadn’t even finished
yet! We told him we wouldn’t
return it until he agreed to share
how he accomplished it, so, on
the next four pages you can see
how one of the best painters in
the world tackled painting the
King of Bretonnia.

BLUE IS THE COLOUR THE CAPARISON

Louen Leoncoeur wears specific colours in his heraldry
and clothing, so T couldn’t really veer too much away
from that. But I did want to put my own spin on things,
so, after thinking about it for a while, I came up with the
answer, I decided to paint the blues and reds of
Leoncouer’s heraldry a little darker than you would
normally expect, and paint a lot of yellow details over

|' this. Since yvellow represents gold in heraldry, I thought it
[ would be quite fitting.

-

Left: To make the
dark red tone, I

mixed Red Gore
with Blood Red,
and used
Enchanted Blue
for the blue areas.
These would not
interfere with the
heavy detailing

I planned to paint
over this, because
none of these

. The red, a mix of Red
Gore and Blood Red,
was highlighted using Blood
Red, then Blood Red mixed

with a small amount of
Fiery Orange and Skull
White. The addition of
white to the mix ensures
that the colour will cover
properly and although this
sometimes turns out to be a

» Regal Blue was

highlighted with
Enchanted Blue and finally
with Enchanted Blue mixed
with a little Skull White.
Most tones of blue mix very
well with white, so I did not
need to use any glazes to
intensify the colour.

colours are little chalky, by applying a
overly bright. Red Ink glaze the warmth
will be brought back into
B the colour.

18 PAINTING MASTERCLASS




THE FLEUR-DE-LYS

AP

This is a guide to how [
painted all the fleur-de-lys
on Louen Leoncoeur. It

to simple steps, it makes
the painting of them a lot
easier. This is true for any
freehand flat detailing you
might want to paint on
your models.

THE HIPPOGRYPH

As the detail work on
this model was going to
be quite bright, making
sure the colour of the
Hippogryph didn’t clash
with the rest of the
model was very
important. It would be
a shame to put so

much effort into painting
a miniature when the
end result doesn’t look
as stunning as possible.
I painted it in very
muted, natural colours,
trying to maintain the
balance of colours on
the finished piece.

Using Vomit Brown,
I painted crosses
onto the model where
the design was going to
be. I made sure that
the horizontal line
was slightly lower
than the centre of the
vertical line.

The two outer

leaves were painted
in the same way as the
centre leaf. The basic
design was now
finished, although there
were still detail and
highlighting stages left.

MIXED COLOURS

Whenever I'm attempting 4 project as elaborate as this,
I like to pre-mix my highlight colours in empty paint
pots, so, whenever a mistake is made, it can easily be
rectified. This also broadens my paint collection no
end, to a point where I hardly have to mix any

colours at all.

Thickening the lines

and painting the
centre leaf shape was
easy by using the cross
as a guide. Any mistakes
I made I painted over
with the pre-mixed
background colour.

I painted a thin line

of the background
colour above and below
the crossbar, to separate
it from the design.

Paint construction
lines for the outer
leaves. Again, these
are to help the actual
painting of the
outer leaves.

To highlight the

design, I painted a
line of Sunburst Yellow
down the centre of the
middle leaf. Highlighting
the top and the middle
line with Skull White
and carefully glazing
over this with Yellow Ink

e . et e et e

(
|

was the last stage. P

il
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THE CLOARK
> L\
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1 1 painted the cloak with
Fortress Grey and
highlighted it with Skull
White. I applied thinned
down Skull White washes
to intensify the colour.
After leaving the paint to
dry, a thin Blood Red line
was painted on the cloak,
along the edge. 1 also
painted a border of
Enchanted Blue onto

the edge of the cloak, at
the same thickness as the
red line.

Small construction
lines were added to the
two coloured bands,
carefully measuring out the
distance berween them.
These construction lines
are far easier to repaint
if a mistake is made, than
| if I'd tried to paint the
i design in one go.

1 filled in the pattern

carefully, and cleaned
up any mistakes with
Skull White.

CAPARISON PATTERN

The first thing to do
L was to paint thin

construction lines onto
the caparison using Vomit
Brown. I've tried to crease
the lines to follow the flow
of the fabric. Vomit Brown
is a very yellowy colour
that covers very well, so
when painting yellow over
a dark undercoat, this
colour is great to use as
a basecoat.

THE REINS

To make the initial

pattern intertwine I
used Bestial Brown to
paint thin lines at each
junction, followed by the
first highlight of Golden
Yellow. The lines were
highlighted again with
Sunburst Yellow, followed
with Sunburst Yellow
mixed with equal parts of
Bleached Bone and Skull
White, I then applied a
thin Yellow Ink glaze on
top of the pattern to
intensify the colour.

" The pattern of lines

* has created small
diamond shapes on the
caparison, in which I
planned to paint small
fleur-de-lys. To make this
easier [ painted thin
horizontal and vertical
lines in the diamond
shapes as a guide.

The reins and straps on the model all have some kind of extra decoration on them. Due
to the size, these have been simplified, except on the strap on the back of the caparison.
I wanted this to stand out from the pattern surrounding it, so I had to do something

extra to if.

I painted the straps

Blood Red at the same
time as the red fields on the
caparison were highlighted.
Four lines were added on
the edges and in the centre
of the red area. I made sure
these were evenly spaced,
because that’s crucial to the
end result working out.

Now I added the

connecting white lines,
again making sure that
they were equally spaced.

" The last stage was to

" connect the red areas
to make it into a
meandering line. This
might seem like a difficult
way of achieving a simple
effect, but drawing square
corners with a brush is
very hard, and I prefer to
do patterns like this one in
this manner instead.

o A A S

L
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THE SHIELD

1 The surfaces of the

I shields are much
smaller than the caparison,
so I adjusted the pattern
accordingly. I used Blood
Red and Enchanted Blue
for the respective areas.
There’s no need to go
through the same amount
of highlight and shading
stages that larger areas
require, so I didn’t start
with the basecoat, but the
first highlight colour.

LANCE & PENNANT

5~

I first painted the lance

Fortress Grey, and
then highlighted it with
Skull White.

"} The next step was to
£ glaze the colour with
thinned down ink. Both the
red and blue areas were
given a thinned down glaze
of Red Ink, followed by a
glaze of Black Ink.

) The blue ribbon was

- painted on first, using
Enchanted Blue. The space
between each revolution
around the lance is kept the
same, roughly 10mm.

* A& b AlA T

I T T

" I then painted diagonal
<. lines into the blue and
red fields. For the red I
used Blood Red, mixed
with a little Golden Yellow
and Bleached Bone. The
blue diagonals were
painted using Enchanted
Blue mixed with a little
Skull White. Note that the
lines are continued through
the fields, as if they were
one line.

g

7 1 painted the red line

J straight over the blue,
since I would be separating
them from each other
with Skull White in the
last stage.

Left: Painting the pennant
wasn't really that
complicated, because all I
bad to do was repeat the
techniques that I'd already
used to paint the otber
details on the model. I
drew out the design on a
Dpiece of printer paper
using a pencil and a ruler,
and, when I was satisfied
with the basic shape of the
design on the pennant, I
coloured it in with paint.

Finally I painted small

I crosses inside the
diamond shapes. As before,
the lines are synchronised,
with the vertical lines
painted first, to avoid
making mistakes. I applied
another ink wash over the
finished paintwork to bring
the highlights back
together. After this I painted
the gold trim and lion.

e
o

All T had to do now was

paint thin lines of Skull
White on either side of the
ribbons where they
intersected, and the pattern
was finished.

Matt’s efforts to make the
model look so
exceptional have really
paid off. The Louen
Leoncoeur model he
painted has 155

| individually hand-
painted fleur-de-lys
designs on them,
creating a design fit for a
king. By breaking down
the patterns into
manageable steps, Matt
has made it possible to

| paint this stunning piece.
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Steve Cumiskey talks to
Dave Andrews about how he
built the Bretonnian hovels
in the Studio scenery
collection and then has a go
at building some himself.

SCENERY
WORKSHOP

Building a Bretonnian Hovel

hether you've got a
WBretcnnian army or
you plan to fight a

campaign against them,
having terrain that places
the action squarely in their
home territory adds a great
deal to the atmosphere of
your battles. The easiest way
to bring that across is to add
a building or two with a
distinctively Bretonnian
appearance.

77 SCENERY WNRKSHNOP

The average Bretonnian
doesn't live in the timber-
framed house which an
Empire citizen enjoys. So
where does he live? That's
the question that was put to
Dave Andrews. After
working away in his
mysterious den for a while,
Dave emerged with the
creaking grandeur of the
castle featured in the
Bretonnian book. At the
same time, he also spent a
little while grubbing with
the peasants and came up
with a peasant farmhouse.
An explanation of how the
castle was built would take a
book all by itself. The
farmhouse on the other
hand is surprisingly easy to
make, despite appearing to
be so intricate. I talked Dave
into telling me how he’d
done it. g,

| Materials Required

* Fake fur (available from
most hobby stores)
* Cocktail sticks

* Textured paint

¢ 5Smm foamboard / thick
card

* Thin card

* Balsa wood sheet

= 25mm thick polystyrene
sheet

* Sand/gravel/flock

Tools Required
* Modelling knife
* Steel ruler

* PVA glue

¢ Old toothbrush

A QUICK NOTE ON MEASUREMENTS

| The building is made up of a solid core of polystyrene

covered with a surface of blocks, roof, windows and

| doors. To give the house its distinctively crude |

appearance, the parts involved have to be subtly
irregular, which means that precise measurements can
only be given for selected parts. Any other parts can be
cut to fit as you go along.

The measurements given for the core of the building will
give you a building more or less the same size as the
Studio model. To make your own building bigger, smaller |

| or differently shaped, just change the size of the core.

| A NOTE ON SAFETY

| To avoid accidents, always cut away from yourself when
| using a knife.

:' o &
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PR7EPARATION' o | THE DOOR

As I've already mentioned, the building is made up of a core with blocks, doors, . e fad

windows and roof glued around it. Before we get into how to put these I;lr awltx Cia ?pbilo a ogr onto a

elements together, we’ll spend a little time preparing them, starting with the thun sheet o 54 wood,

basic building blocks. roughly 30mm high and 15mm
wide. Cut out the door using

your craft knife.

THE | BUILDING BLOCKS Thel;é’s ﬁo way to be sure how ma'n-y |

Score the door with a pencil

eTake your sheet of polystyrene and blocks you’ll require, so cut lot to give it the appearance of
cut a section of it into strips, K‘r?r‘f glilxlz;o;lgcli;kcz(;lubg 3:5:11}0 ' being constructed from
y le |
roughly 10mm square. add extra features later, like the Separate. planis.
¢ Cut the strips up into blocks garden wall on the Studio model. * Cut out shapes from thin card to
between 15 and 20mm long. | represent hinges and glue them
in place.

Use exactly the same process when
you come to make the window
shutters later on.

HAE| CORE Pinning the two blocks togeth ith
e nning the two blocks together wi
ngtygtt;trégrg gﬁ;ﬁyo;omm cocktail sticks can belp bold the pieces in
long and 40mm wide Dplace while the glue dries. It can also
) strengthen the finished model.

Glue the two blocks together to
form a single block, giving you the
core of the house.

Carve the top of the block into the
shape of a peaked roof, Start the
peak roughly 10mm from the top
of the block.

Cut a slot roughly 15mm
wide and 10mm deep to take
the chimney. (

* With the core itself built, it’s l
time to make a base for it. Cut
out a base from foamboard, ¥
thick card or wood. You can /
either make the base just /
big enough for the core
and a layer of blocks, or
big enough to fit extra
features, like the garden
wall on the Studio model.

* Glue the core to the base,
ensuring enough room is left
for the blocks to be placed
around it.
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BUILDING = As you lay each block,
THE ROOF : take your knife and
* Cut out a polystyrene carefully chip each one

to create a wedthered
appearance. The blocks
can be cut into smaller

block the same shape as i
the door, but about three : i
quarters the thickness of ’,

N
5\

your bricks, and glue it to stzes to make the rows
the back of the door. fit better, but make sure
all of the blocks keep the
* Glue the door to the core ‘ samg'tbicmwm 74

of the house.

* When the walls come up
level with the top of the
spaces left for windows
or the top of the door,
cut a lintel from balsa
wood and glue it in
place.

ol

°

* Begin to glue the blocks
| around the core starting
: Pt o at the door and finishing

{55 . each layer completely
before beginning a new
one. Make sure to leave
some space for the
windows (about one
and a half layers is

L]

Finish the rows of bricks
up to the height of the
roof, cutting down blocks

r

= At this stage, you can add

any closed windows that
you want. Simply
measure the shape of the
space left for each
window and make a
shutter of suitable size in
the same way as you
made the door earlier.
Open shutters are likely
to be knocked off during
painting, and so can be
left off until the end.

Make a small block of
polystyrene to go behind
the shutter and bring it
out level with the face of
the block work, exactly as
you did for the door.

' about right). to fit as required. :

P,

¢ Cut out two pieces of | ‘ . ‘ |
balsa wood, the same ‘ 5 y
height as the door, and 1 ! | ; |
stick these to the sides of :
the door to form a frame.

* Make some similar pieces .
of wood to top the
timbers on the sides of
the house. These pieces
don’t need to be cut to

* Take a number of short
pieces of wood, the same
width as the support
timbers and with the same
angle cut into one end.

WALL &
ROOF TIMBERS

It’s a good idea to get the
wall timbers glued on now,

so you don’t have to try and

work under the roof. The an.angte. 7

vertical timbers are simple ‘Ifi *‘:ﬁ@
balsa wood strips. As only | fgai - e

the ends of the roof k-~ j i o
supports are visible, that’s r’\-—-' S

all you’ll have to make.

e Cut a number of balsa
wood strips, 5mm wide
and just a few millimetres

Shape a piece of
polystyrene to represent
the chimney and cut it to
fit the slot in the roof.
Carve the chimney with
your craft knife to
represent the building
blocks that make it up.

Take a single, thick piece
of balsa wood, slightly
longer than the house,
and glue this in place at
the apex of the roof.

short of the top of the
walls. Cut the tops of the
strips that line the front
and back walls to an
angle, as shown in the
photograph, and glue
them in place around
the walls to act as
supporting timbers.

* Glue the short pieces to
the tops of the timbers on
the front and back walls to
represent the timbers
supporting the roof.
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BUILDING

THE ROOF

The thatched roof is made
up of fake fur, available in
most hobby shops, glued
onto two pieces of card. The
timber frames on the roof of
the Studio model can be
added when the glue in the
fur is drying, if you want to
use them.

* Cut out two pieces of
thin card, one for each
side of the roof, making
sure to cut a slot in
which to accommodate
the chimney.

| PAINTING
' THE HOUSE

|« Paint the model with

| textured paint, avoiding

{  the thatch and, as much
as possible, the wooden

i  parts. The gaps in the

| block work will mean

| that you'll have to go
back over the house with
more watered-down paint
to get a good covering.

¢ Undercoat the model
with Chaos Black paint or
spray. Again, a second
coat of watered-down

* Measure two pieces of fur
to cover the pieces of
card, cut them out and
glue them onto the pieces
of card.

* After the glue has had
time to dry, brush more
PVA glue directly into the
fur, and ensure it gets a
good and thorough
coating. Make sure that all
of the fur has been
brushed in more or less
the same direction. An old
toothbrush is particularly
good for this.

* Glue the finished thatch in
place on the roof.

paint will be needed to
get into the gaps in the
block work.

Paint the stonework and
wood with a basecoat of
Scorched Brown.

Drybrush the stonework
with Camo Green,
followed by

Rotting Flesh.

¢ Finish the stonework with

a light drybrush of
Bleached Bone, paying
special attention to the
edging of the blocks.

° Drybrush the wooden
parts with a mixture of
Scorched Brown and
Rotting Flesh.

* Paint the thatch with a
basecoat of Bestial
Brown. Build up the
straw colour by
drybrushing it with
Bubonic Brown, followed
by Bleached Brown.

As you can see, making the basic building is pretty

straightforward, it’s the details that make it special. For the

Studio model, Dave went on to use leftover blocks to make
the garden wall and the pile of firewood.

The shield (a spare taken from a plastic Knight of the
Realm), adds an extra touch to the building that
really makes it feel like a living part of the
Warhammer world. Adding touches like that to
your own terrain will do the same, helping to
create a specific sense of location on your table.

25



There are many ways to enjoy the Gumes
Workshop hobby, including painting,
modelling, gaming, collecting and making
scenery. If you are new fo wargaming,
collecting and painfing an army can seem
like a daunting fask. However, putting

together a great looking army isn’i

difficult, it just requires a little patience s : T .
by rig'h, e i A guide to paints and painting accessories

"IQI})"AM “:n WA ')\:4‘.1!::\44:-.
VALY s
Skull White Scorpion Green
Chaos Black Scaly Green
Scab Red Camo Green
Red Gore Kommando Khaki
Blood Red Rotting Flesh
Blazing Orange Codex Gray
Fiery Grange Fortress Grey
Golden Yellow Shadow Grey
Sunburst Yeliow Space Wolves Grey ==
Bad Moon Yellow
: METALLIGS
Scorched Brown -
Geaveyard Eartn  Boltaun Tt Warhammer Starter Paint Set £12  Warhammer 40,000 Starter Paint Set  £12
e Mfﬂ;??g] This b 't contains 5 plastic Ch Denmark...kr 150.00 Denmark....kr 150.00
i 1t wliver IS DOX $et contains o plastic Lhaos R il L This box set contains 5 plastic Space Marines, Z87mark....kr 190.
g::'éftbggﬂmmw Tin Bitz \éVarr_iotr_S. G ofss s e - oy 6 paint pots, a paintbrush & painting quide,  ooerer A7 18000
: ¢ painting guide. )
Bubonic Brown Shining Gold
Vomit Brown Burnished Gold
Bleached Bone Beaten Copper
Dark Flesh Brazen Brass
Terracotta Dwarf Bronze
Vermin Brown INKS Paintbrush Set £6
Tanned Flesh Black Detail Brush, Standard Brush, Small Drybrush.  Denmark.....kr 70.00
Dwarf Flesh Sweden ... kr 80.00
Yellow EUMD... . o .€10.00
Bronzed Fiesh Flesh Wash
Eif Flesh Red -
Liche Purple Purple N
Warlock Purple Chestut
Tentacle Pink Magenta Games Workshop Paint Set £15 Tank Brush £4
Mtdmght Blue Blue This paint set contains nine of the most Denmark....kr 200.00 Larger brush for models such as tanks. Denmark..... kr 50.00
Regal Biue Dark Green regularly used colours in our paint range, v fr 250, SRRyt G000
Ultramarines Blue Brdiin a painting guide and a paintbrush. ' :
Enchanted Blue
lce Blue VARNISHES
Hawk Turquoise *Ardcoat o care e
Catachan Green U oy ko i .
Dark Angels Green ' I |
Snot Green A" £1 -75 oo Citadel Colour Spray
Empty Paint Pot 50p m Cans 250mi £4 each
There is also a range of 250ml
spray cans available. Colours
avallable are as follows:
+ Shadow CGrey
« Ultramarines Blue
« Blood Angels Red

« Dark Angels Green
« Boltgun Metal
Denmark.... .kr 50.00

Sweden ... kr 60.00
Euro......con.... €6.50

& -
<o [ :
L = Citadel Colour Spray Cans 400ml| £5 pach PVA Glue £3 SuperGlue £3
L i B
2 bl 2= 400m| cans (above). Available in Skull White, ~ Denmark.... .kr 70.00 Denmark......kr 40.00 Denmark.....kr 40.00
DR ¢ = Chaos Black & Clear Varnish. Swedan ....kr 80.00 Sweden . krd5.00  Sweden ...kr 45.00
8 Luro.. €10.00 Euro... ... €550 EUro.........€5.50

26 HOBBY EQUIPMENT Certain Citadel products may be dangerous if used incorrectly and Games Workshop does not recommend them for children under 16 without adult supervision.



* Paint Station

£18

Models & paints etc. not included.
Dimensions: 60cm x 40cm approx.

GAMES
WORKSHOP

‘ARDCOAT

Gloss Varnish)

Self assembly modelling & painting area.

Denmark....kr 225.00

'Ardcoat

Gloss Varnish £6 Modelling Putty £4 Cutting Set £12

Also Denmark......kr 70.00 1 cutting mat, 1 steal rule and Denmark....kr 150.00
Sweden ...kr 180.0

1 modelling knife.

avallable in - Sweden
a12mipat. Eure

Green Flock £3 Modelling Sand  £3

Euro..........€20.00

Electrostatic Grass £3

CITADEL
MODELLING

Curved Pliers £7

CITADEL
MODELLING

Model Files £6

Denmark.... kr 40.00 Denmark.... kr 40.00 Denmark......kr 40.00 Denmark.....kr 40.00
Sweden ... kr45.00 Sweden .. kr45.00 Swedsn ... kr 45.00 Sweden ..kr 45.00
F77], O €550 EUrG..............€5.50 11/ I 1. . Euro... .. . €550

Paint the base & leave to dry. B Apply PYA glue to top of base. Dip in material.

ADVANCED BASING

Drybrush Snakebite Leather
& Skull White

Overbrush Snakebite

Bestial Brown Leather

above (using sand or gravel instead of flock) for a really imprassive result

F
Lightly averbrush
Skull White

A quick and easy way of basing vour models is shown at the top, but try painting the textured base as in the example shown

Denmark......kr 80.00
Sweden .....kr 90.00

C
MODELLING
T—_

Sculpting Tool £3

Denmark......kr 70.00
Sweden ... kr 80.00
BT £10.00

CITADEL
MODFLLING

Denmark......kr 40.00
Sweden ... .kr45.00
EO it €5.50

CITADEL
MODELLING

=
\

Clippers £7
Denmark......kr 80.00
Sweden . ki 90.00
Eurg............ €11.00

CITADEL
MODELLING

Pin Vice £8

Tweezers £5
Denmark.....
Sweden ..
Eurg.............. €8.00

Denmark...kr 100.00 |
Sweden ...kr 120.00 |
EUI0.... .0 €13.00 1

Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.  WWW.gdmes -workshop.comlstorefronf 27
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Plague Marines are the incarnation
of silent death, the virulent
epidemic, the wasting disease and

- the merciless decay. Like all of

28

these things, they are most
terrifying when they come without
word or warning.

and wreathed the steaming ruin of the
city square, coalescing with the smoke
and falling dust of the recent battle.

They had held them for now. The servants
of the arch-cnemy had run up against the
steel of their armour and the fire of their
courage. and faltered.

Sergeant O'Hellar of the Tundrian Sth,
sequestered from an off-world urhan light
infantry division, felt a sudden swell of
pride as he sat upon the hull of his unit's
Chimera and took a long drag on his cigar.
“Well done lads,” he said, blowing a perfect
smoke ring in the air, “We sent those
fething traitors back to the hell that
spawped ‘em.”

It was quict. A dense fog had gathered

A bout of raucous Jaughter and general
agreement erupted from the guardsmen
around him.

They had earned this respite, earned it with
blood, sweat and true Imperial Guard grit.

PLAGUE BRINGERS

S MR

" PLAGUE
BRINGERS

T TR ST e R

Death Guard fiction by Nick Kyme

“Sir?” a trooper asked.

“What is it Trooper Heskon?” the wily
sergeant returned, dipping his dark glasses
slightly. a gift from an old Imperial Navy
buddy. to sec thc man more clearly.

“You smell that?”

Bemused, O'Hellar breathed in decply
through his nose.

Heskon was right. There was a stink in the
air, cloying and sickly.

Something collided with Trooper Golmar's
helmet, making a tiny ‘plinking’ sound. It
caught Sergeant O'Hellar's attention and he
locked over.

A huge, bulbous fly buzzed about the man’s
head. As it drew ncarer. Golmar swiped it
with his meaty hand, only to crush it
underfoot as it landed on the ground.

A low humming could suddenly be heard,
upsetting the stillness. Persistent and
anpoying at first, it grew violent, rising

L el il Ve RS T L Rt T i |

angrily in tempo.
“What the feth?” O'Hellar remarked,

removing his glasses completely to peer into
the distance.

Through the smoke and dust. something
moved towards them. Like a black
congealing miasma, it cmerged steadily,
floating over and through the wreckage and
debris. At first it was pothing more than an
indistinguishable mass, then it became clear.

They were flics, thousands and thousands of
bloated flies; cousins of the one Golmar had
crushed beneath his boot.

All too quickly the swarm engulfed the
front line, scant feet from O'Hellar's own
position. He watched, horrified, as
guardsmen were brought down, crushed and
suffocated as the flies surged into them,
filling throats, eyes, ears and mouths.

Suddenly, there was running and the whip-
crack of snap-fire as the panicking
guardsmen fired ineffectually with their
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WARHAMMER

40,000

And now time for some advice for
those of you who like things on the
foul side, revel in all things rofting
and tend not to mind the odd stench
or two. Take heed as Ryan Powell
reveals the lessons he has learned in
fielding Plugue Marines, Nurglings
and the uncleanest of hosts.

hether on foot, in vehicle, or
WSummoned, the followers of Nurgle

have every right to be feared on
the tabletop. Their resilience and skill is
second to none. As silent and effective as
their battle cry, the Plague Marines of
Nurgle seek to spread disease and
pestilence to the universe, all in the name
of their dark god.

It is well known that Nurgle armies are
one of the hardest and most resilient
armies available for the Warhammer
40,000 universe. With almost every figure
offering a high Toughness and good
Armour save, Nurgle is a real force to be
reckoned with on the battlefield. With this
in mind, your choice is set, but where to
start? Codex: Chaos Space Marines
offers a wealth of choices for you to
assemble your army. Hopefully, with a
little insight from long-term Nurgle player
Ryan Powell, this article will point you in
the right direction, and bring death and
disease to the followers of the False
Emperor at the same time.

Ryan: In my opinion playing any Chaos
cult force (ie, dedicated to one single
god) limits your choices quite a bit.
Since army selection is one of the
easiest ways | have found to ensure a

30 TACTICA: DEATH GUARD

TACTICA

DEATH GUARD

STRATEGIES FOR NURGLE PLAGUE MARINE ARMIES

fun, yet competitive, outing on the
battlefield, let's begin with that. By
choosing the Death Guard, you lose
many of the more flashy aspects
available to a Chaos army, including
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lasguns into the mass. Half-muffled screams
ripped into the scething chaos as men dicd,
choked to death.

“On your feet,” O'Hellar cried, “Fall back,

flamers to cover retreat,” he ordered.

* * *

Tank Commander Shervron listened to the
resonant ‘plink’, ‘plink’ of a thousand tiny
inscct bodies as they peppered the exterior
of his Leman Russ battle tank, The Furious
Hammer, which denied them access via the
hermetically-sealed hatches.

Abruptly, the storm of bodies ccased.

Shervron and his crew waited. The strobe of
an amber warning light washed over their
faces and the whirr and hum of the tank’s
internal respiratory systems filled the silent
void left in the wake of the insect
bombardment.

“Scope.” Shervron ordered and peered
through the external viewer made ready by
his master gunner.

Through the grainy. jade-green resolution of
the scope there was no sign of the fly
swarm. Tiny bfack corpses winked like
macabre fairy lights in the carth, burned
away by flamers.

Suddenly, there was a flash on the horizon.

Shervron ncarly leapt back from the scope
as a Chimera exploded in a ball of
incandescent flame twenty feet to his left.

Dark shapes, hulking and menacing advanced
through the gloom.

They were huge - monstrous apparitions
born from some terrible childhood
nightmare. Their power armour was
pockmarked with the crustation and virulent
filth of discase. Respirators wept with
clogging puss, slime-smeared ceramite plates
cracked and stinking. Each of these terrible
warriors was wreathed in flies, buzzing in
and out of cye slits and the cracks in their
power armour.

They were Plague Marines. Shervron had
heard of them, servants of the ruinous
powers, bringers of plague and corruption.
These were a particular breed though. tank-
killers, equipped with dreaded plasma and
melta weapons, that could slough away the
metal of his tank’s armour as fast as any
disease might infect and destroy the skin.

“Turret, fifteen degrees left,” the
Commander ordered, aiming through the
scope. The corruption blighting the air
around them had scrambled the auspex and
auto-targetting systems.

The crew obeyed, working quickly. sweat
festering on their brows as they felt the
taint of the enemy clawing at them.

Another tank, a Hellhound, exploded nearby,
so close the debris rained upon the
armoured hull of the Hammer.

“Fire!" Shervron bellowed. urgency gnawing

at him as he saw the Death Guard train
their weapons on him.

A red warning runc flashed on the tank’s
firing console, followed by a dull but
insistent siren as the automated firing
mechanism malfunctioned. clogged up by
hundreds of squashed insect bodies,

“Switch to sponson weapons,” Shervron
urged desperately.

As the side-mounted heavy bolters made
ready to firc, an impossibly bright flash [it
up the scope, scaring his cyes.

A fusillade of shots struck the vehicle,
igniting fuel tanks, rupturing the hull and
blowing off the tracks.

Shervron, his crew and the Furious Hammer
were consumed in the ensuing conflagration.

* * *

O'Hellar and his squad returned fire, las
shots winking like miniature stars as they
were repelled by the discasc-ridden armour
of the Plague Marines. The Sergeant ducked
back instinctively as a Chimera was
destroyed by a combination of meltagun and
plasma fire. The vehicle flipped, spun and
exploded in mid-air, crushing most of 10th
platoon as it landed.

All around him, men were dying. A pall of
greenish smog clung to the air and brought
with it a pervasive contagion that left
diseased and rotting bodies in its wake.

“Sarge,” a trooper wailed.

It was Golmar: the man had dropped his
lasgun, pawing at his face as blood leaked,
thick like syrup, from his ears, eyes, nose
and mouth. Another trooper, O'Hellar
couldnt tell which, was ravaged by skin
blisters that wept pus and other foulness
over his body. The air was hot and sticky,
thick with the rancid stench of decaying
bodies.

Trooper Heskon broke from cover and fled,
straight into the sights of the advancing
Plaguc Marines.

“Trooper, nol” O'Hellar reached out to him,
setting foot out of the rubble they were
sheltering behind.

A flash of light and the stink of burnt
flesh filled O'Hellar's senses.

Heskon was no more. Vaporised by 2 melta
shot.

O'Hellar suddenly realised he was on the
ground. He tried to get up but found he
had only one arm, the other burned away to
a stump that ended at his clbow.

He wanted to scream but the Jooming
shadow that fell upon him arrested his
attention.

O'Hellar looked up into the face of death,
a decaying and pitiless visage,

“Emperor preserve me,” he gasped as the
spectre above engulfed him.
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Raptors, Obliterators, heavy weapons,
Furies, and a host of other items. What
you are left with is what | have found to
be some of the best units that you can
field. Plague Marines and Daemons will
be the meat of your army, supported by
Terminators and Heavy Support. While
all of this sounds fairly straightforward, it
is much harder to pull together on the
tabletop. You should plan on building a
concentrated, goal-orientated army.
Where an army such as the Space
Marines offers a great tactical variance,
a Death Guard army is more focused,
and this focus must be maintained for
victory and glory for Nurgle.

PLAGUE MARINES

Plague Marines are quite possibly the
best tactical troops in the game. At 19
points per model you receive a Fearless

Ryan’s Golgotha is used to target priority enemy units that might hamper his army’s advance.

Space Marine, with Toughness 5, True
Grit, armed with a bolter and close
combat weapon. These disease-ridden
troops function equally well in assault as
defense and are the core of any Nurgle
army. This combination of battlefield
effectiveness and resilience is the key to
your army’s success. The only real
downside to Plague Marines is their
relatively high points cost, so you can
count on being outnumbered.

Fortunately, Nurgle troops pride
themselves on being able to take a large
amount of abuse. The sacred number of
Nurgle is seven and units organized into
this sacred number (or multiples of) are
considered favoured by their dark god,
and receive bonuses because of this.
For Plague Marine squads this means a
free Aspiring Champion upgrade for one
squad member. One of the problems
that Nurgle will face is that, while they




can take an awful lot of beating, they
cannot dish it out as quickly as other
close-combat armies can. | have found
the simple addition of a Champion with a
power fist (or power weapon) typically
helps to offset this by providing the
needed Killing power for your unit.

While the idea of your plague-ridden
troops waltzing across the battlefield,
bolter shells bouncing off their distended
guts, may sound appealing (if not a little
disgusting), they can have a great deal
of trouble in achieving this, if left
unsupported. Your restricted choices
offer few options to get around this little
problem, the easiest being the addition
of a few transports. By fielding a pure
Death Guard army, you are limited to
two Plague Marine units in Rhinos as
Troops, with any additional mounted
units becoming Fast Attack. Not only
does the addition of a few Rhinos allow
you to get into grips with the enemy
earlier, they also provide great cover
from low AP weapons, which will spell
almost certain death for your already
expensive models. These mounted
Plague Marine units are not your only
option for speed and mobility, as Plague
Marine Havocs can also take Rhinos.
Since any model bearing the Mark of
Nurgle cannot use a heavy weapon,
your choice of weapons becomes limited
to flamers, plasma guns, and melta
guns. | have found the best way to field
these units is in specialized roles,
depending on the rest of your army. A
Havoc squad armed with four melta
guns and a Rhino can use their added
mobility to get within melta gun range
quickly or alternatively a squad with four
plasma guns can provide great
supporting fire, especially against well
armoured units such as Space Marines.

Another option for added battlefield
advantage is the inclusion of a few
infiltrating units. Infiltration is a veteran
skill that is available to any Plague
Marine unit. | have found that not only
does the ability to set up as close as 18"
from your enemy greatly assist you, but
the mere fact that you get to set up after
your opponent with these units can
assist you to focus your attack. Although
the skill will not be useful in every
scenario, my advice is to strongly
consider this as a squad upgrade, as it
has helped me more times than not.

DAEMONS

Without a doubt, | have found the largest
advantage that any Chaos army has is
the use of Daemons. These units
provide much needed support for your
expensive Plague Marine units, and are
very specialized at what they do.

First on the list of Daemons available to
a Death Guard army is the mighty Great
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Unclean One. Rightly feared, the
Greater Daemon of Nurgle is a terrifying
behemoth on the battlefield. Sporting a
massive six wounds, he is one of the
hardest units in the game to destroy.
Greater Daemons can be useful to your
army in a variety of ways. First and
foremost, they are terrifying in hand-to-
hand combat. As they are monstrous
creatures they ignore Armour saves and
have a high Strength. This should be

Infiltration is a useful
veteran skill alfowing
some of your forces to
set up 18" away from
the enemy. In this map a
unit of Death Guard has
set up further forward on
the left flank. A Daemon
unit can then be
summoned on either
flank, by one of the two.
Death Guard units, to
help support the main
force in the centre by
taking out priority units
that may slow the
advance.
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more than adequate to be able to tear
down the most powerful of characters
and vehicles. With his Toughness of 6,
he cannot suffer Instant Death by even
the most powerful weapon in the game
either. This ensures that the Daemon will
hang around long enough to cause
trouble for your opponent. The Great
Unclean One can also provide powerful
support against units that normal Plague
Marines cannot possibly take care of.
My advice is to use him against such
units as the Eldar Wraithlord and
Dreadnoughts. Both of these units can
decimate an entire unit of Plague
Marines, however, they are easily taken
down by the Greater Daemon. At the
beginning of the game you are required
to select a model to act as your
daemonhost. [ would suggest using a
simple Aspiring Champion. The
daemonhost fights with the strength of
the Greater Daemon even before
possession occurs, so that will give your
lowly champion a very useful high

A Great Unclean One is
one of the toughest units in
the game, sporting six
wounds and Toughness 6.
Use it to neutralise
Wraithlords and
Dreadnoughts by getting it
into close combat with
them by summoning it as
close to the enemy as
possible. Alternatively,
Plaguebearers with their
Daemonic Venom, always
wounding on a 4+, can be
used to target tough

units instead.

NURGLE

|
I

FORCES



: 31
of Ryan’s highly resilient Death Guard

By charging forwards and
engaging the first line of the

A block th
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its set further back. -
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for protecting your force’s
flanks.
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A Rhino is a cheap way and effective to provide cover for your Death Guard.

Strength, combined with whatever
weaponry he is wielding.

Plaguebearers, your second choice of
Daemons, are an excellent supporting
unit, as their daemonic venom allows
them to wound any creature on a 4+.
They are particularly useful at assaulting
Wraithlords, C'Tan, and large Tyranid
creatures. At 16 points each, they are
also moderately less expensive than
Plague Marines, and offer the same
profile. Many people shy away from
Daemons because of the low Armour
save or the summening rules. The
summoning rules should be seen as an
advantage rather than a flaw. Since they
are always summoned | have found that
they can offer support in ways that no
other army can offer.

There are several points to cover about
summoning before we continue to the
best use of them. First off, never forget
that if your Plaguebearer units are
organised into the sacred number of
Nurgle you receive a +1 to your
summoning roll. This means that on Turn
2 you will get them on a 3+, which is a
very good chance. If you make the roll,
you MUST summon them if there is an
icon available. What this means is that if
you have, say, two Daemon units in
reserve and you make both Reserve
rolls, you must bring them on. In my
games | have found that you can only
wait so long to launch your attack; iest
your Plaguebearers end up summoned
too far away to be effective. In addition,
you must place the ordnance template so
it is touching a single model on your side
bearing a Chaos icon. | personally try to
have at least one icon in a useful place
on the battlefield; otherwise | may lose
the opportunity to maximise the added
strength of numbers the Daemons bring.

Plaguebearers can provide much
needed assistance when things go
wrong, due to the fact that they are held
in reserve. This means that you can
bring them in wherever you think they
will help you the most. Where your
opponent thinks he is facing one unit,
this can quickly become three units, or
when the dice just don’t go your way,
they can add strength to let you break a
unit, or capture a table quarter. Another
tactic that | have used, when all else
fails and | am having trouble getting to
grips with the enemy, is to rush forward
as far as | can, place the template, and
hope it scatters! | cannot count the
number of times the Daemons have
scattered towards an enemy unit that
otherwise would have been able to .
shoot in the next turn had my horde of
pestilent minions not tied them up (then
again, it's probably the same amount of
times they have scattered right in front
of the heavy bolter squad....).




| The final Daemon choice available to
you is Nurglings. Sadly, it seems that
these diminutive creatures are often
underestimated and ignored by most
players. Although they cannot hold table
quarters or an objective, they provide
~you with a large swarm of creatures.

. Additionally, an entire unit of Nurglings is
worth few Victory Points. This means
that you can quite literally throw the
Nurglings at the enemy. Your cpponent
has the choice of either firing at your
more resilient, expensive troops, or the
Nurglings. More often than not, the
Nurglings will be ignored which means
your opponent has left the door wide
open for you to get into assault. Once
tied up in close combat, Nurglings are
hard to get rid of as they have a high
number of wounds and are unbreakable.
If all else fails, | have used Nurglings to
tie up more expensive and powerful
hand-to-hand units such as Incubi,

Honor Guard, etc.

CHOSEN/POSSESSED

| have lumped both of these units
together due to their similar traits: high
killing power, high points cost, and
limited usefulness. Chosen squads
come at a premium and are
considerably more expensive than your
normal Plague Marine unit. They have a
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few options that your normal units
cannot take advantage of, with the most
notable being Terminator armour. |
believe that Plague Terminators are
quite possibly the most powerful
Terminators available. The added
protection of Terminator armour,
combined with the already high
Toughness of Plague Marines is a nasty
combination. These do not come cheap;

By using a Defller
or Predator and the
best use of the
scenery it is
possible to box in
your opponent —
either that or
they're going to risk
several heavy
weapon shots by
moving out in the
open. A Rhino
carrying Havocs
armed with melta-
guns can then take
advantage before
your main battle
force charges in.

NURGLE

FORCES

as even your basic Plague Terminator is
going to cost you 36 points per model,
but their high availability of special and
unigue weapons means that you can
tailor the unit to whatever task you see
fit. Possessed have a few options that
are unique to them, however, | have
found the basic Possessed Plague
Marine without any special abilities to
be the most cost effective. They are
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almost as good as a Terminator, and
certainly more powerful than your
typical Space Marine. This is due to
their high Strength, Toughness, and the
addition of a 5+ Invulnerable save.

TACTICS AND DEPLOYMENT

All this time spent poring over the codex
and planning your army is the start of
your tactics, as what you assemble and

In this diagram, a
unit of Nurglings in
the centre is used fo
screen a supporting
Death Guard unil,
carrying two plasma
guns, from being
assauilted. Two
Death Guard Units
steadily advance
along the flanks.
Once close to the
enemy; the
Nurgiings will
charge In to tie up
an enemy unit. High
numbers of wounds
and unable to be
broken, Nurglings
are often
underestimated in
thejr capacify on the
battlefietd.

field will be the basis for any attack you
may launch. However, this is only the
first step. The real test of a general is on
the battlefield, and your Death Guard
army is no exception. In my opinion, the
real key to a Death Guard army is its
ability to use a variety of unique and
specialized units to support one another.
| have found a certain finesse is required
to really maximise their strengths.

B W NN S T K TR R A R I VT PR K

Ryan uses his heavy support, such as his
Defiler, to take out units that your Death Guard
cannot. If a war of attrition in close combat
assauft does not work, then let your opponent
feel the wrath of the Defiler’s battle cannon
and reapar autocannon. 4

The first item | will cover, is that of
deployment. As the cornerstone to any
tactical plan, where your units are,
where they can get to, what they can
see, are all crucial to your success. One
needs to keep in mind what the
opponent is using as well, including
weapons, speed, and what the apparent
play of them may be. Generally, |
suggest setting up your army with the
belief that you will not get the first turn

e i L e LD
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rovide the ultimate support for your Death Guard.

5

e

In this direct assauit
formation, two Rhinos
are deployed on the
ks to quickly move

orward cartying two
‘Piague Marine squads
to the heart of the
enemy. Meanwhile, the
two main Plague
Marine urits in the
centre move forward
drawing cover from the
Rhino’s advance.
Behind them, providing
support in any direction,
are a highly resifient
reserve of Terminators.
Finally, a Predator at
the back provides
heavy support.

as the best plan. As all too often
happens, assault armies rely heavily on
the first turn advantage’ too much. Set
up your transports behind cover or hull
down to provide some extra help when
the enemy line starts dropping shells on
you. Also consider where you can get to.
A Rhino that is hidden behind a forest
but has no other cover within 12" is
going to have almost as hard a time of it
as a Rhino out in plain view. | suggest
trying to stagger your assault to keep
your forces alive until they get to the
enemy. Where possible, | would also
recommend sending a strong push up
one flank. Since you will be
outnumbered already, this can help you
concentrate what few numbers you have
against your opponent.

To fully utilize your army you must learn
to analyse and dissect your enemy’s
forces. The Death Guard did not live to
be 10,000 years old by foolishly waging
war against that which they cannot
defeat. Leave that for the World Eaters.
Your heavy support units will offer
invaluable support in this instance. |
suggest having their primary objectives
be things that can quickly dispose of
your Plague Marines. Talos, Wraithlords,
Leman Russ, etc, can all halt your
assault dead in its tracks (or slime trail
as it may be) if not dealt with properly.
While some armies strive to take out
enemy transports and other assauii
units, yours does not need to worry so
much. | have found that the best place
to be is in hand-to-hand combat with
your enemy as this allows you the
benefit of using the Plague Marines’ high
Toughness and fearlessness where it is
most effective.

| suggest that when assaulting, engage
units that you can kill outright or ones
that can potentially cause you lots of
problems for other squads if allowed to
charge you. If they are set up in a deep
line of squad after squad, | often assault
the front unit so that it will block the
enemy’s line of sight. Using your
Daemons to add numbers to your
assault and crush one squad at a time is
a tactic that can often be the direct
cause of victory, or defeat. | cannot
stress enough the concept of sticking to
the objective — if you fail your mission
you lose, regardless of how many
loyalist scum you send to their makers
(even though it makes for

loads of fun).

DEFENSIVE SET-UP

Thus far, all my talk has centred on the
offensive, but what about the defensive?
Some may say that Chaos armies are
best suited as the attackers. However,
the Death Guard can just as easily be a
solid defensive army. Remember that



the key advantage of the entire Death
Guard army is their high resistance to
punishment. When you must be
defensive, | suggest keeping your head,
planning your counter-attack, and taking
appropriate actions. Target selection is
just as important when defending as when
launching an attack. An example is that a
swarm of Tyranid Hormagaunts will have
a huge problem taking out Toughness &
Plague Marines in hand-to-hand combat
due to the combination of their low
Strength and your high Toughness. Also,
the addition of Nurgle’s Rot (see side)
makes them even easier to deal with. On
the other hand, | have found Carnifexes
and Hive Tyrants to be some of the most
feared units in the game. | suggest

dealing with them in the conventional way;
with your heavy support.

| always say that it's better to assault,
than to be assaulted, so don't baulk at
the notion of charging if the need arises.
Experience has shown me that seven
Plague Marines (remember your sacred
numbers) can take on a swarm if done
properly. Orks are no exception to this
rule, deal with them in much the same
manner. Let the choppas come, they
need to roll very well to cause any
significant damage, an advantage that |
have found few armies to possess
against these hordes.

OTHER RESOURCES
Like any army, there are many ways to

construct and play the Death Guard.
Instead of simply following my concepts,
why not discuss and entertain other
options? There are several great
resources on the Internet that any
novice, or even experienced, Death
Guard player can take advantage of.
The first and foremost is (humble), my
own website:
http://www.deathguard.org

This consists of a detailed build-up of
my army, news updates, fiction, images,
and discussion forums. With over 200
registered Death Guard commanders,
it's a great place to get ideas for not only
playing the Death Guard, but also for
painting, converting, and indeed all
aspects of the Games Workshop hobby.

The second resource that | will strongly
suggest is the Bolter and Chainsword
website:
http://www.bolterandchainsword.com
With forums for all the major Space
Marine chapters, this too is a great
forum for the Death Guard commander.
The site offers a dedicated Chaos
section, as well as more expansive
forums for modelling, discussion, and
tactics. As the site administrator of
Deathguard.org and a moderator at the
Bolter and Chainsword, | am easily
contactable if anybody has the desire to
do so, just look for the user kenshin138
and drop me a line.

CONCLUSION

Although your choice of units may be
limited, faith in Nurgle can carry you a
long way. What they lack in tactical
finesse is made up with rock hard
resilience. With your high Toughness
you can wade into situations that a
normal Space Marine would baulk at.
Combined with a host of daemonic
support and solid tactics, the Death
Guard are rightly feared. Use this to
spread plague and disease throughout
the galaxy. In the end, all is committed
to death and decay in the name of
Father Nurgle.
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Tammy Haye could not resist the
temptation to apply her own
unique style of painting to the

Nurgle Chaos Lord, Typhus. And I E Rc l Ass
after looking at the model more

closely, she decided he was a =
primeycandidute for conversion. c°“"e"'“9 Typhus, Herald of NU'!;J'e

Tvphus, Herald of Nurgle. in all his pustulent glory.

Tammy: When | got hold of the
Typhus model and saw the loose
components, | loved the way Jes
Goodwin had sculpted them. But, as
the scythe covers most of the
torso, | wanted to change the
pose so that you could see
more of the body. One of my
favourite things about the
hobby is that you can change models as much as you want.
By changing the pose of the arms | could make the chest
and torso more visible — | thought having one hand holding
the scythe and the other clutching a severed head would
make a great dramatic pose.

| don’t plan out my conversions too much, preferring to just
‘go with the flow’. A good example of this came when | was
about to start taking the model apart, the thought occured to
me that swapping the helmet for a bare head would give the
model a totally new appearance. Luckily | had the
Warhammer Fantasy Nurgle Champion (also by Jes
Goodwin) lying around and his head fitted in with the vague
ideas | had in mind.
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THE LEFT ARM

While removing the left arm, both the arm and the left side
of the model were damaged. This is ok, since using a saw
is never an exact science and the damage to the body
was easily repaired. However, the arm was in a far worse
state; | had to remove it from the shoulder pad completely
and sculpt it back on. When trying a ‘dry fit’ of the left arm
in its new position it became obvious that the pipe work on
top of the carapace had to be removed, because it
wouldn’t fit otherwise. | used a rotary modelling tool to
remove the piping and thin down the actual carapace on
the left-hand side a little. After that | pinned the arm into
place and sculpted new piping, copying the other side.

The re-sculpting of the pipework on the carapace was a
little time consuming, because | sculpted a few pipes and
let those dry before sculpting the next batch. This made
sure | didn’t damage any of the ones I'd already sculpted
by accidently pressing on them while they were still soft.

Above: Close up detail of the converted (and troublesome) left arm.

Above: To insert the pin between the two
top parts of the scyihe, | had to bend the
handle carefully and insert the pin. This
not only gave me a base to apply the
Green Stuff over, but also added fo the
strength of the scythe.

The model would look terrific on a scenic base to make him
stand out. | used hits of slate to resemble rocks to stand on
and created some bubbling goo in-between them by drilling
holes in the base, and sticking small, round glass beads in
place. | also sculpted some ‘popped’ bubbles to give the
coze some movement. | drybrushed the bits of slate with
Codex Grey and stuck some small bits of modelling grass
to the sides of them to resemble reeds. | used Catachan
Green as a basecoat for the coze, and lightly drybrushed
over that with Bleached Bone. A mix of Green and Brown
inks diluted with water was painted over the top of this. |
then applied some fast-curing resin on top of this, leaving
the slate sticking out. This gives a much ‘wetter’ effect than
using a high-gloss varnish.

THE SCYTHE

Both hands were clipped off the scythe so the left hand
could be pinned back onto the arm, and the right hand
could be repositioned, holding the scythe in a more
natural pose. | then separated the scythe where the
right hand would be and pinned it back together with
the hand in-between. Finally the end of the scythe was
pinned back on and all the gaps where the hands used
to hold the weapon were filled with Green Stuff.

| used a severed head from the Zombie sprue and
glued it right under the closed fingers. A little Green
Stuff was added and sculpted to resemble hair.
Thankfully the rest of the model only needed a little
gap filling. This conversion had taken me a little while
to do and | couldn’t wait to start painting it.

Right: The finished conversion in all
its glory before undercoating. The
most important thing about converting
models is that the new pose should
fook natural, and doesn’t look
obviously changed in any way.

39



PR

PAINTING THE MODEL

| don't think too far ahead when painting models, | just
choose colours that | think will work. This allows me to
respond to sudden impulsive ideas and makes painting a
miniature a real adventure. After | sprayed the model with
Chaos Black spray | painted the armour Catachan Green,
simply because it was brand new and | wanted to use it.

The idea of using Dark Flesh as a shading (see step 1)
came from observing a piece of dark green clothing | had

lying around the house. The shades on that seemed to be 1 Dark Flesh was applied into ) Adding Bubonic Brown to the
| very reddish brown in colour. This gave the model a very | the recesses of the armour, L Catachan Green gave me a
disjointed look, but | was hoping the colours would pull carefully feathering it out and nice, warm highlight colour that
a together after a few highlight stages. blending it back into the original ~ wasn't too bright.
green base colour.

| love using inks, because you can hide all those little
mistakes you make in the painting process. Choosing the
right colour for a model can make all the difference. In order
to finish off this model (see step 4) | chose a green that was
off colour enough to give it that feel of rotten pustulence, but
not so messy that the details disappeared. In my experience
this choice is crucial to making a model work, although that
doesn’t mean | get it right all the time.

| then added some Bleached /) After | finished highlighting the

B £

B ' Bone into the final highlights, “V"armour it ended up being too
to lighten up the edges of the bleached and lost a lot of its
armour. warmth, so | used a thinned-down

glaze of Flesh Wash and Yellow
Ink to bring back a bit of the
colour.

| 9§ Terracotta made a A glaze of watered-

. W good basecoat for the down Flesh Wash with

. face and | highlighted it some Red Ink helped to
with Dwarf Flesh. bring some colour back

' into the face.

1 | wanted the exhausts, the ) | highlighted the basecoat
| weapon blade and any £ with a mix of Brazen Brass
miscellaneous metal detailing to  and Burnished Gold.
contrast with the green. Using
Brazen Brass, for the basecoat
seemed logical, as it is a very
red metallic colour.

| M1 then touched up the To emphasise the

| Wdhighest details like the unheatthy ook of the

| cheeks and nose with face | carefully painted
Dwarf Flesh and Red, Blue and Purple inks

| continued highlighting into the recesses. The face

| the face with EIf Flesh. is positively evil and it was
a real treat painting it.

| For the decapitated head |
roughly followed the same
steps, but left out all the ink 7 The colour was now a very /i | then highlighted that with
f glazing, so it looks flat and «/ dull yellowish metal, so | I Mithril Silver. It's not what |
| lifeless compared to the face gave it a wash of Chestnut Ink. originally intended the metal to

look like, but | was very pleased
with how the end result looked
anyway.

| of Typhus.
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| painted the blood on the
scythe by mixing Red Ink, Red
Gore and a little bit of Chestnut
Ink together in equal amounts
and applying that to the blade in

stripy layers.

When painting the bone spikes
coming through the armour |
simply used Bubonic Brown as
a basecoat, layered Bleached
Bone over that and then used
Skull White as a final highlight.

. I gave the Nurgle symbol on his
| forehead a basecoat of Dark

Angels Green, followed by

. layering Snot Green on the top
of that. For the final highlight |
painted a small line of Goblin
Green on the bottom edges of

the circles and glazed the
. whole symbol with an equal mix
. of Blue and Dark Green ink.

Tammy: I'm extremely pleased with the end result and have come up with loads of
ideas I'd like to try out on other miniatures. From the conversion work to using
colour combinations which | wouldn’t normally consider, this model turned out to be
one big experiment and I've found that just by winging it I've discovered all sorts of
new things. Now where’s the rest of that Champion of Nurgle gone...

Right: The concept of a conversion does not mean that the final miniatuire bears no
resemblance to its original form. Tammy has shown that subtle changes often make for a more

striking resuft.
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EVENTS DIARY

The White Dwarf Events Diary is the place to find out
ahout events in your area or at Warhammer World in
Nottingham. Whether it’s a tournament, campaign day
or painting competition the Events Diary has all the

details so read on...

Are you running an event? If you want to advertise it for free in this fine
publicatior, all you need to do is drop us an e-mail to:
eventsdiary@games-workshop.co. uk

The closing dates for receiving details for publication in the following issues are

as follows:

10th January for WD292 (April 2004)
23rd February for WD293 (May 2004)

Please note all dates & details are correct at time of going to print
but are subject to change.

Events diary abbreviation guide

WH ... Warhammer
40K .. ... Warhammer 40,000
BE..............Blood Bow!
WAB ... Warhammer Ancient Battles
WPS ...............Warhammer Players’ Soclety
WECW' ... Warhammer English Civil War
EDiCa e T Epic Armageddon
POTR. B v The Lord of The Rings
GRS o, Games Workshop
RETURN TO DAMOCLES WARHAMMER

GONFLIGT DUBLIN

Date: 14th March, 2004

Venue: The Burlington Hotel.

Delails: WH (1,500pts), 40K (1,000pts)
& LOTR (500pts Good & Evif forces)
Tournaments. Also a wids range of
hobby activities for non-tournament
Open Pass ticket holders. Tickets are
£25 for tournament players and £6 for
the Open Pass ficket.

Contact:
events@games-workshop.co.uk
Website:

www games-workshop.com/gvents

40,000 CAMPAIGN WEEKEND

Date: 20th & 21st March, 2004

Venue: Warhammer World, Lenton.
Details: An Imperial expeditionary force
launches an assault on the Tau frontier
in a brave gambit to wrestle back the
worlds of the Damoacles sector.. Things
look grim for the outnumbered Tau until
the timely arrival of the Eldar

A two-day 40K campaign for Imperial,
Tau, Eldar and Dark Eldar armies only.
Tickets are £40, on sale soon.

Contact:
events@games-workshop.co.uk
Website:
www.games-workshop.com/events

WARHAMMER PLAYERS® SOCIETY
BLOOD BOWL GRAND TOURNAMENT
Date: 27th & 28th March, 2004

Venue; Central London.

Details: NAF approved event. Lunch will
be included in the ticket price. Entry fee
is £20 for members and £24 for non-
members. WPS members get priority
entry to WPS events over non-
members.

Contact:
tournieinfo@players-society.com
Website:

www.players-socigty.com (Check the
Upcoming Events from the main menu
for more detaifs, including entry forms).

CONFLICT EDINBURGH

Date: 28th March, 2004

Venue: The Gorn Exchange.

Details: WH (1,500pts), 40K (1,000pts)
& LOTR (500pts Good & Evil forces)
tournaments. Also a wide range of
hobby activities for non-tournament
Open Pass ticket holders. Tickets are
£25 for tournament players and £6 for
the Open Pass ticket.

Contact:
events@games-workshop.co.uk
Website:

www games-workshop.com/events

THE LORD OF THE RINGS

GRAND TOURNAMENT

Date: 3rd & 4th April, 2004

Venue: Warhammer World, Lenton.
Details: Eight games played over two
days using 1,000pts of troops divided
between Good & Evif forces. Ticket
prices include two lunches and
Saturday evening’s meal. Tickets on sale
from the 10th of January priced £40.

WHAT’S ON
AND WHERE

Contact:
lotrgt@games-workshop.co.uk
Website:
www.games-workshop.com/events

WARHAMMER PLAYERS® SOCIETY
WARHAMMER 40,000

GRAND TOURNAMENT

Date: 10th & 11th April, 2004

Venue: Warhammer World, Lenton.
Details: Five games of 40K. Lunch will
be included in the ticket price. Entry fee
£20 for members and £24 for non-
members. WPS members get priority
entry to WPS events over non-
members.

Contact:
tourniginfo@players-society.com
Website:

www.players-society.com (Check the
Upcoming Events from the main menu
for more details, including entry forms).

DRAGON WARS TOURNAMENT

Date: 14th to 16th April, 2004
Venue: Munkebjergskolen Odenss,
Denmark.

Details: WH and 40K tournament.
2,000pts and 1,500pts respectively. Five
games Swiss Draw (GT style).

Also on the day, there will be a
Youngbloods 500pts tournament (for
beginners) for both WH and 40K,
Contact:

Dragons Lair, TEL: 0045 65919701
Website:

www.dragons-lair.dk

WARHAMMER 40,000

GRAND TOURNAMENT 2004:
SCANDINAVIA

Date: 24th & 25th April, 2004
Location: Helsinki, Finfand.
Details: The second 40K Grand

THE MIDLANDS ROADSHOW AND GAMING WEEKENDS

HEIR TO AVERLAND

Archaon is preparing for the
last great war of the Cld
World this summer in the
Storm of Chaos. These six
dates will see his five most
trusted lieutenants leading
pre-invasions to weaken key
areas of the Empire. What
they are not expecting is that
the three mad sons of the
now dead Elector of Averland,
Marius Leitdorf, are currently
on a guest to each find the
Runesword of Averland and
stake a claim to their father's
state. Both Luthor Huss and
the fiery leader of Men known

as Valien are already
engaging the forces of Chaos
openly too. Now is your
chance to take to the field of
hattie and prepare for the
greatest war to ever come fto
the Old World!

03/04/04 GW Nottingham
10/04/04 GW Burton
17/04/04 GW Derhy
24/04/04 GW Loughborough
01/05/04 GW Macclesfield
08/05/04 GW Stoke
15/05/04 GW Lincoln

Contact your local Hobhy
Centre’'s manager for more
details.

A SHOW OF FAITH

Luthor Huss and Valten, the
chosen of Sigmar, have faund
allies in the state of Averland
in the form of Marius
Leitdorf’s three mad sons.
They have hegun to show the
dread forces of Chaos that
they fear them not and have
ridden day and night to make
it to the very edges of Kislev
to declare their faith to
Sigmar on the open
hattlefield. Archaon is wary
of this new threat and has
sent his second-in-command,
Crom the Congueror, to deal
with them swiftly.

15th & 16th May, 2004
GW Burton’s gaming room

22nd & 23rd May, 2004
GW Macclesfield’s gaming room

Over the course of these two
days we will be fighting these
massive battles. The core of each
army (over 2,000pts) will be
supplied by the stores and will
contain alf of the converted
characters for the battles. We
invite players to bring in their
own painted 1,000pts armies and
join in. You will need to talk to
the staff of these Hobby Centres
for any army list reguirements.
You will also need to get your
name down quickly as there are
limited places available.
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Tournament in Scandinavia, this fime in
Helsinki. Five-game Swiss Draw
tournament. You will require a 1,500pls
painted 40K army, full details with
tickats.

Tickets on sale from the 1st of March,
2004, priced at £30.

Contact:
scandagt@games-workshop.co.uk
Website:
www.games-workshop.comy/events

THE GHAOS DYSFUNCTION

Date: 1st & 2nd May, 2004.

Venue: Royal Post Office Sports and
Social Glub, Richfield Avenue, Reading
Deftalls: The Spiky Club are proud to
announce next year's 40K campaign
weekend extravaganza — St Valentine's
Day Aftermath 4 ‘The Chaos
Dysfunction’.

You will require a fully painted 1,500pts
army. You wilf also need to bring 400pts
and 1,000pts army listings, as plans are
afoot to run six games over the weekend,
potentially one 40K in 40 minutes, one
1,000pts game & four 1,500pts games
during the course of the weekend.
(actual requirements to be confirmed)
The campaign will be run on domains.
FEach domain is anticipated to contain
five to six people. Whether this be a
team/club entry or an individual one, we
will endeavour to accommodafe where
we can. However, each domain will be
themed into the relevant army
background where practical.

The ticket price has yet to be confirmed,
but will include junch on both days
Contact: Sean Curtis at.
ookthelibrarian@hotmail.com
Telephone:

07798 825696

CONFLICT MANCHESTER

Date: 2nd May, 2004

Venue: Sheridan Suites.

Details: WH (1,500pts), 40K (1,000pts)
& LOTR (500pts Good & Evil forces)
tournaments. Also a wide range of
hobby activities for non-fournament
Open Pass ticket holders. Tickets are
£25 for fournament players and £6 for
the Open Pass ticket

Contact:
events@games-workshop.co.uk
Website:
www.games-workshop.com/events

A SMALL MATTER OF HONOUR

Date: 8th May, 2004

Venue: Church Cottage, Church Street,
Basingstoke

Detaifs: The Sad Muppet Society
proudly presents its first 1,750pts
40K tournament. On the world of 5t
Michaef, armies from across the
Imperium and beyond have gathered.
All searching for something powerful,
something terrible, something lost..
Entry is £10 for the whole day.
Contact:

muppet@genesis-sf.otg.uk

Website:

www.rkerry.fsnet.co.uk/sms

THE BLOOD BOWL GRAND TOURNAMENT
Date: 8th & 9th May, 2004

Venue: Warhammer World, Lenton.
Detalls: BB players return to play in the
BB Grand Tournament. A weekend of
ball play to determine who will be the
new holder of the BB. Ticket price
includes two lunches and Saturday's
evening meal. Tickets on sale from 7th
February, 2004 priced £40.

Contact:
specgt@games-workshop.co.uk
Website:
www.games-workshop.com/events

GANG WAR - SPECIALIST

GAMES WEEKEND

Date: 15th & 161th May, 2004

Venue: Warhammer World, Lenton.
Delails: Gangs of swordsmen and
snipers rage for supremecy in this
campaign weekend for Necromunda
and Mordheim game systems. Will your
Gang Leadsr ascend o join the Guilders
and Iive a life of plenty, or will your
warband collect on the greatest bounty
ever offered? Find out at Gang War.
Contact:
specot@games-workshop.co.uk
Website:
www.games-workshop.com/events

CONFLICT BRISTOL

Date: 16th May, 2004

Venue: British Empire &
Commonwealth Museum.

Details: WH (1,500pts), 40K (1,000pts)
& LOTR (500pts Good & Evil forces)
tournaments. Also a wide range of
hobby activities for non-tournament
Open Pass ticket holders. Tickets are
£25 for tournament players and £6 for
the Open Pass Ticket

Contact:

events@games-workshop.co. uk
Website:
www.games-workshop.com/events

WARHAMMER PLAYERS’ SOCIETY CLUB
CHALLENGE

Date: 22nd & 23rd May, 2004

Venue: Harvey Hadden Sports Centre,
Bitborough, Nottingham.

Details: Club-based event for the WPS
Club Challenge Shield. Various gaming
systems including WH, 40K, WAR,
Warmaster, BB, WECW, Epic and LOTR.
Lunch will be included in the ticket
price. Entry fee is £20 for members and
£24 for non-members. WPS members
get priority entry to WPS events over
non-members.

Contact:
tourmeinfo@players-society.com
Wehsite:

Www. players-saciety.com (Check the
Upcoming Events from the main meny
for more details including entry forms)

WARHAMMER

GRAND TOURNAMENT 2004:
SCANDINAVIA

Date: 22nd & 23rd May 2004

Locatien: Oslo, Norway.

Details: The second Warhammer Grand
Tournament In Scandinavia takes place in
Oslo. Five games Swiss Draw tournament.
You will require a 2,000pts painted WH
army — full defails with tickets.

‘It is the Third Age, the time for Men to
prove themselves is at hand. The Dark
Lord Sauron’s eye is turned to the
ancient unbreachable city of Minas
Tirith. Following word that the hordes
of Mordor are on the march, all of the
fiefs and territories of Gondor have
answered the call of Denethor.’

Date: 17th April, 2004
Venue: GW Birmingham
Details: The Birmingham store are recreating
the siege of Minas Tirith on a huge 12" by 8'
gaming board. You will control your own
territories in the kingdom of Gondor and fight
for the good of Middle-earth. The fate of the
White City is in your hands.

For more details contact the Birmingham Hobby
Centre on: 0121 236 7880

Tickets on sale from the 1st of April Contact:

2004, priced at £30 events@games-workshop.co.uk

Contact: Website:
scandagt@games-workshop.co.uk WIWW.games-workshop.com/events
Website:

www games-workshop.com/events “
FANATIC TOURNAMENT CONFLICT LEEDS

Date: TBC Date: 6th June, 2004

Venue: Lesds United football ground.
Detaifs: WH (1,5000ts), 40K (1,000pts)
& LOTR (500pts Good & Ewil forces)
fournaments. Also a wide range of
hobby activities for non-fournament
Open Pass ticket holders. Tickets are
£25 for tournament players and £6 for
the Open Pass tickel.

Location: Arnhem, the Netherlands.
Details: WH and 40K tournament.
2.000pts and 1,500pts points
respectively.

Also on the day, there will be a
Youngbloods 500pts tournament (far
beginners) for both WH and 40K.

Contact: §
Spelkwartier TEL: 026 35 17 669 Contact.
Website: events@games-workshop.co. uk
www.spelkwartier ni Website:

wuww games-workshop.com/events
PORTENT TOURNAMENT 2004

CONFLICT LONDON

Date: 28ih & 30th May, 2004.

Venus: Warhammer World, Lenton.
Details: Portent presents its second
tournament. Both WH and 40K
tournaments will fake place at the same
time. Dare you take up the challenge?
Competitors will need a painted
1,500pts army. The weekend will include
five games. The ticket price of £30
Includes meals on both days.

Dafe: 27th June, 2004

Venue: Alexandra Palace

Details: WH (1,5600pts), 40K (1,000pts)
& LOTR (500pts Good & Evil forces)
tournaments. Also a wide range of
hobby activities for non-tournament
Open Pass ticket holders. Tickets are
£25 for tournament players and £6 for
the Open Pass tickst.

Contact: Contact:

SimonTul{1@aol.com events@games-workshop.co.uk
Website: Website:

www.partent.net www.games-warkshop.com/events

WARHAMMER PLAYERS' SOCIETY
WEYMOUTH WAARAGH

Date: 159th & 20th June 2004

Venue: Upwey and Broadwey Memorial
Hall, Broadwey.

Details: WH, 40K and WAB. Lunch Is
inciuded in the ticket price. Entry fee
£20 for members and £24 for non-
members. WPS members get priority
entry to WPS events over non-

Games Workshop and
Northamptonshire Council present:
CONFLICT NORTHAMPTON

AND SLAYER DAY

Date: 30th May, 2004

Venue: The Pemberfon Centre,

HE Bates Way, Rushden,
Northamptonshire.

Details: Featuring ‘Conflict' tournaments
for 40K (1.000pts painfed army), WH
(1,500pts painted army) and LOTR

(500pts of Good and Evil). Also ALIEIER

participation games, painting workshops, ~ Comtact:

painting competition, scenery making for ~ Tournieinfo@players-society.com
non-fournament Open Pass aftendees. Website:

www. players-society.com (Check the
Upcoming Events from the main menu
for more details, including entry forms)

Tournament tickets £25 - full details for
each tournament will be sent with your
tickets. Open Pass tickets £6.
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This month we continue our feature
on Fanatic Studio’s latest offering,
Epic: Armageddon. In this article,
Jervis Johnson takes a look at an
alternative Ork army list, the Speed
Freeks, as well us presenting a new
scenario for using them.

Speed Freek army list for use in

Epic: Armageddon tournament
games. Epic is rather different to most
other Games Workshop games in that
rather than having generic army lists
that cover a wide variety of different
forces for a single race, it has specific
army lists that each cover a single
specific army. For example, the Imperial
Guard list that appears in the Epic
rulebook is based upon the Armageddon
Steel Legion, while the Space Marine
army list covers Codex Astartes Space
Marine chapters. In a similar manner,
the army list included with this article
covers the Burning Death Speed Freeks
tribe that fought during the 3rd
Armageddon War.

Jervis: This article provides an Ork

DA KULT
OF SPEED

EPIC SCALE WARFARE IN THE 41ST MILLENNIUM

There are two reasons for adopting this
approach. First of all, it gives me a way
of adding exciting new models to the
Epic range without having to go back
and retroactively add them to an existing
army list. For example, | plan to produce
a Black Templar army list in the future,
and when | do we'll be bringing out an
Epic scale Land Raider Crusader for use
with the army. What | won't have to do
then is go back to the Codex Astartes
list and add the option of taking Land
Raider Crusaders. What this means in
practical terms is that you'll know that
once an army list is published, it won't
change or be added to.

Secondly, it allows me to make sure that
each army list is as balanced as it can
possibly be. it is extraordinarily difficult

to ‘balance’ generic army lists, as they
need to include a huge number of
different options in order to cover all of
the different forms of army that a race
can field. This open-ended nature
means that hidden within them are
usually one or two combinations of
troops that are far more effective in a
game than any other combination of
troops. Sadly these troop combinations
are rarely ones that make sense in
terms of the army’s background, but
players will use them nonetheless to get
a small edge in the games that they
play. By using specific, rather than
generic, lists I'm able to cut down on the
number of choices | need to make
available to a player in any one list,
making the task of balancing it much
easier.

44 DAKULT OF SPEED
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Finally, some players have asked if this
approach means that they can’t use
models unless they are painted in
exactly the right colour scheme for the
army list being used. This categorically
is not the case. Although the army lists
are specific, they can be used quite
happily as stand-in lists for models
painted to represent other armies. For
example, if you have a Blood Angels
Space Marine chapter, then you can use
the models with the Codex Astartes
army list, or at least you can until we
publish an army list specifically for the
Blood Angels. By the same token, if you
have a Cadian Imperial Guard army, you
can use your models with the Steel
Legion army list until we publish an
army list specifically for Cadian
regiments, and so on.

In this article | present a new Epic list
that will allow players to field Speed
Freek armies in their games of Epic.
Although it has similarities to the
‘Waaargh Ghazghkull’ Ork list in the
Epic: Armageddon rulebook, there are
subtle but important differences between
the two, allowing Ork players to field two
quite different styles of Ork army. | hope
you enjoy using it. If you have any
questions about the list, | recommend
visiting the Epic forum on the Epic
website at www.epic-battles.com. You
will also be able to find other new lists to
try out on the website.

NEW SPEED FREEK UNITS

The following new units can only be
used in Speed Freek armies. There are
three types of unit: Mekboy Bad Ork
Bikeboyz, Mekboy Speedstas and Ork
Trukks. These are described in detail
below, along with the rules you will need
to use them in your games.

Mekboy Bad Ork Bikeboyz: The Kult of

The Black Tempiars try to hold back the advance of the Speed Freeks,

—

BURNING DEATH SPEED FREEKS
Below was some sort of Humic supply
dump, with stacks of crates and barsels,
and Imperual Guardsmen scuttling around
dousing fires. Skargrim grinned and
sounded the Waaagh-hon before kicking
his driver to go faster. Arcund him, the
massed vehicles of the Speed Kult raced
down towards the shocked Humies at full
throttle. Warbuggics vied with bikes and
Traks to cover the ground the fastest,
Trukks packed with Boyz carcencd against
cach other as they fought to get ahead,
the greenskins' shouts inaudible over the
thunder of engines. The column of
ramshackle, bellowing vehicles snaked and
twisted like a living thing as it converged
on its prey.

Speed is a constant social problem for
the Orks. Nobody minds a few reckless
races around the stronghaold, but
sometimes it gets out of hand, especially
if the Warboss' fleet of new red wagons
gets smashed up by crazed hoodlums in
ramshackle Mekboyz het-rodz. The
Warboss is sometimes left with no
option but to banish the offenders
together with their vehicles. From that
moment on they become a roving band
of troublemakers looking for adventure,
willing to fight for anybody.

These wandering bands of homeless
renegades are known as Bad Ork
Bikeboyz. Their favourite sport is
running over ranks of drilling Stormboyz,
but they are quite happy to practise on
Gretchin, Snotlings, Madboyz or anyone
else who gets in the way.

Unfortunately, some Ork Mekaniaks
don’t just love fixing bikes, they love

Lt

unti! much needed reinforcements arrive.

riding them too, and this can lead some
of them to becoming dedicated
members of the Kult of Speed and much
feared Bad Ork Bikeboyz in their own
right. The most skilled and fearsome
Mekaniak Bad Ork Bikeboyz can rise up
through the ranks to become the leader
of entire Speed Freek clans.

Arguably the most famous Mekaniak
Bad Ork Bikeboy is Wazdakka Gutsmek.
Although Wazdakka started out as a
simple Mekaniak, he guickly became
seduced by the Kult of Speed and socn
thereafter was banished from his
warband to become a Bad Ork Bikeboy.
Most Bikeboyz like to ride around in
gangs, but Wazdakka prefers to travel
on his own. It is rumoured that he only
leaves the saddle when he has to
perform repairs on his highly kustomised
warbike. All the rest of the time he rides
hard and fast, kept awake by a
dangerous cocktail of drugs supplied by
an outlawed Mad Dok, and with
complete disregard for his own or
anyone else's safety.

MEKBOY SPEEDSTAS

Mekaniaks are the technical engineers
and master mechanics of Ork
civilisation. Their understanding of the
principles behind the technology they
use is somewhat vague and crude. In
fact, Mekboyz are often as mystified as
the rest of the Orks as to why something
they've put together actually works {but
it usually does). The Meks have an
instinctive talent with machines and their
unlikely creations often work surprisingly
well, though it must be said that there
are often some spectacular accidents
and malfunctions.

Meks build and maintain a bewildering
array of vehicles, weapons, spacecraft
and machinery. They are great

SPEED FREEK REFERENCE

NAME TYPE _ SPEED ARMOUR _CC FF WEAPONS RANGE FIREPOWER NOTES

Mekboy Bad INF 4cm 54 4+ 54 Sawn-off Kustom Blasta* 15cm MW5+ AND -

Ork Bikeboy Small Arms Extra Attack (+1), Macro Weapon

Choppa Blades base contact Assault Weapons Extra Attack (+1), Macro Weapon

Mounted, Invulnerable Save,
Supreme Comniander.

Mekboy Speedsta AV 35cm 554 O+ Sk Kustom Kannon 45cm MWa+ Power Field (D3)

Ork Trukk 8518 35cm St 6+ na none - - Transport**

*The sawn-off kustomn blastas can be used fo shoot and In an assaulf as small arms.

A

““May carry one of the following units: Boyz, Nobz, Grots, Big Gunz. Units other than Blg Gunz may shoot or while being fransported.

)
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innovators and inventors but seldom
plan their creations before they begin;
rather they take an idea from something
they've seen or heard about and
construct it, kustomising it in typically
Orky fashion with additional bolts and
spiky bits as they go along. Each Mek
produces highly original work and every
item of Ork machinery bears the
indelible stamp of an individual Mek's
handiwork. Often Meks ‘eksperiment’
with vehicles or weapons they're
repairing, fitting extra armour or kustom
force fields. The result of all this is that
Ork weapons and vehicles are seldom
identical, mass produced articles — they
are kustom-built.

The Kult of Speed always attracts lots of
Mekboyz who endlessly tinker with the
Speed Freeks' buggies and bikes to
make them ‘go fasta’. The only thing
Mekboyz like more than tinkering with
machines is building and tuning their
wickedly fast Kustom Battlewagons.
Every Mekboy has his own pet ‘projikt’
he’s working on. These often lie about
forgotten for months or years but when
the Waaagh-Ork starts, a Mekboy will
find the time (inbetween building
weapons and Gargants) to finish off his
special Kustom Speedsta with a few
more widgits and gubbins and (most of
all) new, shiny kustom weapons.

ORK TRUKKS

An Ork Trukk consists of little more than
a large engine strapped to a big enough
chassis to transport a group of Boyz on
the back. Like all Ork vehicles, Trukks
come in a huge variety of different types
and sizes, and the largest are nearly as
big as a Battlewagon. The majority,
however, are about the same size as a
buggy, and have enough space to carry
about half a dozen Orks and/or Grots.
Because of their small size, there isn't
usually room to carry a permanently
attached weapon, but because of their
open design the Boyz being transported
on the back are able to shoot any
weapons they are armed with, so the
lack of a fixed weapon isn't usually
much of a problem.

Trukks are used in great numbers by
Speed Freek Kults, where their
additional speed allows them to keep up
with the rest of the buggies and traks in
the army. In any case, the Boyz hitching
a ride in a Speed Freek army are as
addicted to speed as the drivers
themselves, and much prefer to ride
into battle hanging to the back of a Trukk
than to be cooped up in a stuffy (and
slow) Battlewagon!

Imperial commanders been caught out a
number of times by Speed Freek
armies using their Trukk-borne infantry
to good effect. At the batile of Gett's
Ridge, Speed Freek warbands rushed
ahead of the main anmy and seized the
vital high ground after which the batile
was named. When Imperiat Guard
forces from the 222nd Armageddon
Steel Legion arrived they found Gett's
ridge already occupied by Speed Freek
infantry. The Boyz were able o hold up
the 222nd long enough for the rest of
the army to tumn up, and then leaped

back into their Trukks and proceeded to
ride round the flank of the hapless
Imperial Guard regiment, cutting off their
line of retreat. Caught between the Ork
warbands on the ridge and the Speed
Freeks from behind, the 222nd was all
but annihilated, for very little loss to the
Ork army (including, rather typically, a
number of accidental Ork deaths amidst
high speed crashes with their own
vehicles).

SPEED FREEK ARMIES

As well as their unceasing love of
warfare, some Orks have also
developed a strange addiction to speed.
Orks like to go fast. Speed fulfils some
deep need in the Orkish temperament,
just like the thunder of guns, the clank of
tracks and the din of battle. They like to
feel the wind on their faces, see the dust
rising behind them in a big cloud, and
hear the roar of powerful engines. This
being the case it is hardly surprising that
bikes and buggies of all kinds are highly
popular with the Orks. They may not be
all that heavily armoured, but they are
cheap, shooty and, most important of all,
they go dead fast!

There are two unique sensory areas in
the Ork brain. One of these is stimulated
by noise, the other by the sensation of
speed. When Orks are exposed to loud
noise, such as the din of battle, or the
thrill of going very fast on a vehicle, he
experiences a sensation of utter delight
and an overwhelming feeling of well-
being. Undoubtedly, the Ork brain has
naturally evolved in this way so that
Orks will instinctively behave in a
manner which benefits and expands the
Ork race as a whole. In other words,
Orks love the noise of battle and the din
of heavy machinery and are
consequently prone to reckless

> :
o, Cant B RN
o] . )
. 4 G-
R % W
" . - ‘-4‘.‘_ . f,\: L~
: -

behaviour. That this often leads to the
destruction of individual Orks is of no
consequence because the race as a
whole is made dynamic, adventurous,
cheerful in the face of adversity and
heedless of danger.

Once an Ork has begun to indulge his
natural instinct for speed, he is liable to
become addicted to it. The part of his
brain which responds to the sensation of
rapid movement demands more and
more stimulation. It may start by the Ork
riding on a vehicle or becoming the
proud owner of a Warbike. Soon the Ork
is racing frantically against rivals. Next
he is handing over bags of teeth to
Mekboyz for kustom jobz on his beloved
machine. Layer upon layer of red paint
goes on and comes off again as soon as
it is even slightly dull or scratched. The
Ork is enmeshed in the Kult of Speed;
he has become a Speed Freek.

These Speed Freeks principally come
from the Evils Sunz clan, though not
exclusively. They like nothing better than
to roar into the heat of battle on their
fast machines, tearing around at
breakneck speeds. Like war itself, this
seems to fulfil some deep requirement
within the Orks' psyche and when they
are not in battle, Speed Freeks spend
their time racing around the Ork
settlements or tinkering with their
machines to get that extra ounce of
speed from them. Buggies include
vehicles such as Ork Wartraks and
Scorchas, as well as the ubiquitous War
Buggies themselves. The Orks who ride
the impressively armed Ork Warbikes
are known as Bikeboyz.

Vehicles that go really fast have great
prestige value, and Orks will hoard teeth
for years to afford a really fast vehicle.
Whenever an Ork takes his buggy or
bike to a Mek for repairs, he always
asks “Can yer make it go faster?”. This
usually necessitates a fresh coat of red
paint, as well as a bit of noisy tinketing
with the engine. For, as every Ork
knows, red ones go faster. Rivalries
between Nobz and Warlords as to who
has the fastest machine leads to
reckless racing around the perimeter of
Ork settlements. The Orks' love of fast




Ork Speed Freeks ambush a convoy of Steel Legion Chimeras that has lagged behind the rest of the imperial armoured column.

vehicles — known by the Orks as ‘da Kult
of Speed’ — accounts for the vast array
of customised buggies, bikes and
ramshackle vehicles that can be
mustered by an Ork Speed Freek
warband. Most are in a constant state of
disrepair, with bits falling off every few
miles or so. A lot of these vehicles are
owned by Meks, who have been known
to attempt repairs while the vehicle is in
motion! Orks suffering from extreme
speed addiction find it difficult to stop
once they've revved up to full speed.

The mark of a hardened Speed Freek is
unmistakable: his glazed eyes stare
directly ahead, oblivious to the
surroundings and conscious only of his
machine and the distant horizon. Should
he be forced to stop for fuel, he paces
up and down, jittery and fidgeting while
the Gretchin servant fills the tank. Those
Warbosses, Nobz and other Orks who
rely on a Speed Freek driver must
always carry a hefty spanner or wrench
about their person since the only way to
ask him to stop is often a hefty belt on
the head. These anti-social tendencies
invariably lead to them eventually being
banished from their warband, especially
when their latest antics have resulted in
the Warboss'’s favourite buggy being

trashed. These outlaws will more often
than not join a Speed Freek warband,
where all of the other Orks in the
warband share their addition to the Kult
of Speed. When several Speed Freek
warbands gather together to take part in
a Waagh they form their own Speed
Freek tribes. There are several such
tribes on Armageddon, of which the
Burning Death Speed Freeks are
arguably the most famous. Speed Freek
tribes are usually led by a renegade
Mekaniak Bad Ork Bikeboy, whose
combination of extraordinary mechanical
skills and fearsome fighting prowess
make them the perfect leaders for

the crazed Speed Freeks under

their command.

As already noted there are several
Speed Freek tribes taking part in the
Armageddon campaign. Although they
tend to lack the numbers and heavy
equipment found in more typical Ork
warbands, this is more than made up for
by their speed and aggressiveness. In
this campaign Ghazghkull has made
good use of these traits, using the
Speed Freeks under his command to
outflank strongly held enemy positions,
and to exploit any breaches in Impetial
defence lines. Often the first sign that an

Imperial Commander will have of an
attack is the rapidly approaching clouds
of ash dust thrown up by the Speed
Freeks buggies, followed moments later
by an all-out assault led by hundreds of
small Ork vehicles being driven at break-
neck speed and with no thought for their
own safety! Following close behind the
Speed Freeks will be slightly slower-
moving Blitz Brigades and Fortress
Mobs, whose more heavily armoured
vehicles will mop up any centres of
resistance not overwhelmed by the initial
attack. When unexpectedly strong
resistance is met, the Speed Freeks will
simply bypass it, leaving it for the Ork
warbands following in their wake to

deal with.

The following army list is for Ork Speed
Freek armies. It is designed to work with
the range of models produced by
Games Workshop for Epic, and will
produce a closely balanced game

when used along with the tournament
game rules.

The army list covers a specific army that
took part in the 3rd Armageddon war.
Although each army list is based on cne
particular fighting force, they are typical
of many other similar armies, and so all
of these lists can be used as ‘stand in’

MODELLING THE NEW
SPEED FREEK UNITS

The new Speed Freek units can be
represented very easily using models
in the current Ork range, as shown
below. Al you really need to do is take
the model and paint it in appropriate
Speed Freek colours. If it's a Mekboy
vehicle then it should also be adorned
with a Mekboy banner. The only model
that requires any real modelling work
is the Trukk, where you will need to fill
in the small hole in the hull of the
buggy where the vehicle’s gunner is
normally attached (the gunner is not
used when the model is used as a
Trukk, in order to allow room to carry
the Boyz that fravel in the back!)

normally sits.

Above Left: Mekaniak Speedsta. - : -

Abova Right: Converted Mek Bad Ork
Bikeboy: Represent Nob Warbtkes units
by adding a smali pennant like that on
the model on the right of the Mek.

Left: Converted Ork Trukk with plastic
Ork Boyz glued on the back:

Right: Oric Trukk, this simple conversion
- involved filling the hole where the gun




BURNING DEATH SPEED FREEKS ARMY LIST

Ork Speed Freek armies have a Strategy rating of 3. All Ork units have an Initiative rating of 3+, but receive modifiers depending on the action chosen
when taking an action or the size of the warband when rallying (see 5.5.1 & 5.5.2 in the Epic rulebook).

following units:
Battle Fortress,
Gun Fortress.

TYPE CORE UNITS NORMAL BIG HUGE EXTRAS
Speed Freek Warband One Nob, three 200 350 500 Any number of the following for +25
Boyz, and four points each: Ork Boyz (plus free Trukk unit),
Trukks plus any Buggies. Stormboyz, Warbikes, Skorchas,
four of the Big Gunz.
following units:
Buggies, Any number of the following for +35 points each:
Warhikes, Battlewagons, Gunwagons, Deth Koptas,
Skorchas. Flakwagonz.
Up to one of each of the following: Nobz Unit
(+ 35 points), Mekboy Speedsta (+50 points).
Kult of Speed Any eight of the 200 350 500 Any number of the following for +25
following units: points each: Buggies; Warbikes; Skorchas.
Buggies, Warbikes,
Skorchas. Any number of the following for +35
points each: Gunwagons; Deth Koptas;
Flakwagonz.
Up to one Mekboy Speedsta for +50 points.
Warbike Outriders Five Warbike units 150 225 300 No extra units allowed.
All units recieve the Scout ability for no extra cost.
Blitz Brigade Any four of the 150 250 350 Any number of the following for +25
following units: points each: Ork Boyz, Buggies,
Gunwagons; Deth Warbikes, Skorchas.
Koptas,
Flakwagonz, Any number of the following for +35
points each: Gunwagons; Deth Koptas;
Flakwagonz.
Up to one of each of the following: Nobz unit
(+35 points), Mekboy Speedsta (+50 points),
Gun Fortress (+135 points)
Fighta-Bormerz Three Fighta- 150 Nra Nia Up to sx Fighta-Bommerz for +50
Sqwadron Bommerz. poins each.
Ork Landa Ork Landa. 200 Nia N/a None.
Kill Kruiser One Kill Kruiser. 200 Nia N/a May be upgraded to Ork
Battlekroozer for +50 points.
Fortress Mob Any two of the 275 500 700 Any number of the following for +25

points each: Ork Boyz.

Any number of the following for +35
points each: Flakwagonz.

Up to one of each of the following: Nob
(+35 points), Battle Fortress (+125 points),
Gun Fortress (+135 points).

lists for players that may already have
collected an Epic army from a previous
edition of the rules. Over time, we plan
to produce additional army lists covering
other armies from the Armageddon war
and other famous conflicts of the 41st
millennium. You can find out what
additional army lists have been
produced in Fanatic magazine and on
the Epic website at:

www.epic-batties.com

The Speed Freek army list shows the
formations that can be used in the army,
the units that make up each formation,
and lists a point value for each
formation. It also includes the army’s
Strategy rating and the Initiative rating
for any formations in the army. The
datasheets for all of the units in the army

can be found in the Epic Armageddon
rulebook (see section 5.5). A quick
reference sheet detailing the
characteristics of all of the units that
can be used in the army is included with
this article.

HOW TO USE THE ARMY LIST

Unlike the very rigid formations used by
the Imperium, Ork formations vary
widely in both size and composition. The
rules for creating Ork formations reflect
this. The most common type of Ork
formation is the warband. Other more
specialised formations do exist, such as
Kults of Speed and Blitz Brigades. The
diffterent types of Ork formation you may
choose are shown on the army list that
follows. The army list includes the
following information:

Type: The name of the formation.

Core Units: The units that make up the
formation. An Ork player can choose to
double or triple the number of units in
the formation if he wishes. A formation
with double the normal number of units
is called a big formation, and a formation
with three times the normal number of
units is called a huge formation.

Cost: Most Ork formations have three
values. The first value is the cost for the
basic formation, the second is its cost if
it is a big formation, and the third value
is its cost if it is a huge formation. If the
formation only has one cost then it may
not be increased in size. Up to one
third of the points available to an Ork
army can be spent on aircraft and
Fortress Mobs.




Extras: An Ork formation may include
any of the extra units listed in the Extras
column. You may include any number of
extra units in a formation unless it is
specifically noted otherwise. If there is a
limitation then the limit is doubled for a
big formaticn and tripled for a huge
formation. For example, a normal-sized
Kult of Speed can include 0-1 Mekboy
Speedsta, a big Kult of Speed can
include 0-2, and a huge Kult of Speed
can include 0-3. All of the core, extra,
and free units in an Ork formation count
as being part of one large formation.
The different units may not move off on
their own.

Nob Warbikes: Any Naob unit may be

mounted on warbikes if desired, at no
additional cost in points. The Nobz

speed becomes 35cm, and they count
as having the Mounted ability. Note that
any units upgraded in this fashion must
be represented by a suitably converted
Nob Warbike unit.

Battle Fortresses & Gun Fortresses:
In tournament games, these units may
only transport units from their own
formation (ie, the rules for War Engine
transports do not apply to them when
using the tournament army lists).

What, no Grots?!?: Sharp eyed
readers will have noticed that the Speed
Freek army does not include Grot units.
This is because the Grots in a Speed
Freek army are used as riggers, where
they help to keep the vehicles in the
army running properly instead of

fighting. Because of this they are not
represented as units as they have no
direct effect on game-play.

SPECIAL RULES

Every Speed Freek Ork army must
include a Mekboy Bad Ork Bikeboy unit.
The Bikeboy character is free, you
don’t have to pay any points for him,
and it can be added to any formation in
the army.

Every unit in a Speed Freek army must
either have a speed of 30cms plus, or
be transported in a unit with a speed of
30cm plus. In other words, formations
may not incfude units with a speed of
less than 30cm unless they also have a
transport vehicle capable of carrying the
unit around.

The frontline between the two armies
on Armageddon was thousands of

fighting on Armageddon found it
impossible to adequately patrol such
vast distances, and because of this,
fast-moving, highly mobile formations
from both sides were able to infiltrate
behind enemy lines and make hit and
run attacks on the opposing sides'
supply lines.

Typical of these types of raids were
the actions carried out around Hive
Tarturus by Speed Freek warbands

major Ork offensive breached the
Imperial defence lines to the south-
east of Tarturus, allowing Burning
Death warbands to slip through. Once
behind the lines, the Speed Freeks

and launched a series of hit and run
attacks that caused severe disruption
to the vital convoys of vehicles that

war, the main highway that the supply
columns used was known simply as
Route 101, but soon the raids carried
out by the Burning Death Orks gave it
a new name: Death's Highway.

Forces: The Ork player picks a 3,000
point army from the Burning Death
Speed Freeks army list. He may not
include any Fighta-Bommerz or
spacecraft in the army. His opponent

Imperial Guard Steel Legion army list
(see section 6.4 in the Epic:

kilometres long. Even the huge armies

belonging to the Burning Death tribe. A

split into numerous small battle groups

carried supplies to Tarturus. Before the

then picks a 2,000 point army from the

Armageddon rules). Note that the
Imperial player has two-thirds of the
points of the Ork player available. The
Imperial Force may not include any
Titan Legions or Imperial Navy
formations, but receives a Supply
Column consisting of seven Chimera
for free (see the special rules below).

Gaming Area: Set up the terrain for
the game in any mutually agreeable
manner, as long as there is a road
running from one narrow table edge to
the opposite narrow table edge. It is
recommended that the guidelines for
setting up terrain in tournament games
1s followed for the remaining terrain in
this scenario (see section 6.1 in the
Epic: Armageddon rulebook).

Imperial Deployment: The Imperial
player must set up first, and must set
up the supply column first. One of the
Chimeras in the supply column must
be placed on one end of the road that
links the two narrow table edges
touching the edge of the table. The
other vehicles in the formation must be
set along the road, stretching forward
from the first Chimera that was placed.
Each Chimera must be within 5cms of
another Chimera in the formation and
within 30cms of the point where the
road enters the table. All remaining
Imperial Guard formations must be
setup within 45cms of the point where
the road enters the table, but do not
have to set up on the road itself.

Ork Deployment: The Ork player
must split his army into three separate

SCENARIO BAD DAY ON DEATH’S HIGHWAY

groups of formations. Each group must
include at least one formation, and
may not include more than half of the
formations in the Ork army. At the start
of each turn, one of these groups is
randomly selected and then deployed
within 15cms of a random point on the
edge of the table. We used a Games
Workshop Scatter dice to determine
the set up point (we rolled the dice,
and the Orks had to set up within
15¢ms of the point on the table edge
where the arrow pointed) but you can
use another method if you prefer. Ork
units can deploy anywhere within
15cms of the point selected as long as
it's not in an enemy zone of control or
impassable terrain. If it's impossible
for them to deploy then they are
destroyed! Ork formations are allowed
to take actions on the turn that

they deploy.

Special Rules: The Chimera convoy
in the supply column is filled with vital
supplies. Because of this it may not
transport any units, and is not allowed
to leave the road. In addition the
formation is not alfowed to take

March actions.

Victory Conditions: The Ork player
wins the game by destroying all of the
Chimera vehicles in the supply column
before the end of Turn 4. The Imperial
player wins immediately if any of the
Chimera in the supply column are able
to move off the table along the road at
the point opposite that which they
entered by. Any other result is a draw.




This month’s Eavy Metal
showcase has some of the
best Warhammer and
Warhammer 40,000 entries
that have appeared at various
Golden Demon competitions
throughout the world. s
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Mounted Daemonette of Siaanesh £6 Chaos Space Marines £12
This blister contains 1 Mounted Daemanette of Slaanesh. This boxed set contains 8 multi-part plastic Chaos Space Marines. Denmark....kr ;5&33
kr 180.
.. €20.00

Models shown at 75% actual size. Models supplied unpainted.
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Using the components below you can create your own stunning conversions to make your Emperor s Ghildren tutally unique.
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NOISE MARINE BODY 1 NOISE MARINE BODY 3 NOISE MARINE BODY 2 NOISE MARINE BACKPACK CHAMPION'S DOOM NOISE MARINE HEAD 1 SONIC BLASTER BLASTMASTER
9947010202105 £0.50 9947010202103 £2 9947010202207 £2

8947010202310 £2 9947010202202 €2 9947010202106 £2 9947010202101 £2 SIREN HEAD
9947010202209 £0.50
i
g.l’

EMPEROR'S CHILDREN EMPEROR'S CHILDREN EMPEROR’S CHILDREN
HEAD 3

HEAD 1 HEAD 2
9947010206507 £0.50 9947010206508 £0.50 9947010206509 £0.50
EMPEROR'S CHILDREN EMPEROR'S CHILDREN EMPEROR’S CHILDREN DAEMONETTE ARM 2 SILVER HELM BODY 1
SONIC BLASTER BLASTMASTER BACKPACK 9947991501005 £0.50 9947021002603 £1
9947010206502 £2.50 9947010206501 £2.50 9947010206504 £2.00

{

DAEMONETTE 2 DAEMONETTE RIDER BODY 3 DAEMONETTE RIDER BODY 4 DAEMONETTE RIDER BODY 1 DAEMONETTE RIDER BODY 2 CHAOS SPAWN HEAD 7 CHADS SPAWN TAIL 2
9947020101004 £2 9947020101503 £2 9947020101502 £2 9947020101501 £2 9947020101504 £2 9847020104911 £1 9947020104913 £1

SISTER OF BATTLE 4

KEEPER OF SECRETS HEAD 5
9947010801310 £2

73214/26 £3

SISTER SUPERIOR WITH
POWER MAUL AND BOLTER
9947010801704 £3

RAPTOR CHAMFION RAPTOR CHAMPION ARM RAPTOR 4
9947010207101 £3 9947010207107 £1 8947010207105 £3

THRONE BACK DARK ELDAR MANDRAKE 4 DARK ELDAR SUCCUBUS 34 DARK ELDAR SUCCUBUS
9947011203014 £2 9947011202304 £2 9947011200101 £2 AR SHOULDER
o 9947011200102 £0.50

DRAZHAR BACKPACK o
9947011202704 £0.50 ’ 3 g&ﬁ%r}g&%éﬂﬁ&
DRAZHAR BODY
9947011202701 £4
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DRAZHAR RIGHT ARM DRAZHAR LEFT ARM WITCH ELF 1 WITGH ELF 2 WITCH ELF STANDARD BEARER SLAANESHI LORD EMPEROR'S CHILDREN
9947011202702 £0.50 9947011202703 £0.50 9947021203601 £2 9947021203602 £2 9947021204002 £2.50 BACKPACK SHOULDER PAD
9947010206402 £2.50 9947010202007 £0.50
I\.'Iodels shown at 50% actual size. Models supplied unpamted
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Independent retailers are responsible for determining their own prices.
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Veteran Warhammer player, Jeff
Leong, presents a series of
articles that examine the tactical
nuances of Warhammer. Here, we
present a detailed preview of
what’s to come...
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eff: When I first started playing
Games Workshop games over 15
years ago, fighting battles was the
ly thing that interested me. As I have
continued in the hobby, I have learned
to enjoy painting and modelling as well,
but there’s still nothing as gratifying as a
well-fought game of Warhammer. When I
was discussing a series of articles on
Warhammer tactics with Paul Sawyer, I
really had to sit down and think about
the game in a more in-depth way than I
ever had before. This is the first of a
series of articles in which I will explore
the major elements of tactics in a
Warhammer battle, so I'd like to start off
with an overall look at the game.

THE EVOLUTION OF
WARHAMMER

Now in its 6th (and, in my mind, best)
edition, Warhammer brings to life a
fantasy world of constant conflict. The
mechanics of the game provide
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THE ART OF
WARHAMMER

Veteran gaming in the Warbammer world

significant advantages to large, ranked
units, which focuses combats on the
basic troopers, rather than the heroes
who lead them, creating an interesting
tactical challenge for the Warhammer
general. To me, the keys to this
challenge lie in five basic ideas, which I
have unabashedly stolen from any
number of ‘real’ military writers:

: Mass

: Manoeuvre
: Initiative

: Objective

: Simplicity.

THE BASICS

While not tactics per se, these ‘Principles
of Warhammer’ form the basis for my
view of the Warhammer battlefield and
will serve as the context for later articles
on more specific tactical issues. Let’s look
a lictle more closely:

Mass is the concentration of force at a
decisive place and time. This really is
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Diligent readers may remember another of Jeff’s tactics articles published way
back in White Dwarf 280 that dealt with the use of Fast Cavalry.

common sense — if you can engage half of
your opponent’s forces with your entire
army, your chances for victory are greatly
enhanced. While it is rare that you can
actually achieve this level of superiority, it
is still important to work towards causing
these imbalances — trying to create
favourable match-ups for your forces. In
hand to hand combat, you want to focus
your units at a single point in the enemy
battle line to maximize your local combat
resolution. During the Shooting phase,
concentration of fire from your carefully
placed shooters leads to Panic tests and
critical reductions of enemy unit
strength.

You achieve mass through the
application of manoeuvre, which is
forcing your opponent’s units into a bad
position through the flexible use of your
forces. This goal is achieved primarily
through movement, but only as a
function of a solid overall battle plan.
The classic example of this is the flank
or rear charge — removing rank bonus
from a large infantry unit can spell
disaster for your enemy However, this
result can be achieved through various
means — a swift infiltration by Fast
Cavalry can set up a flank charge but
accepting a charge and holding a critical
enemy unit can also put you in position
for a flank attack.

In order for manoeuvre to work, you
must retain the #nétiative. That is,
control the battle and make your
opponent react to you rather than the
other way around. Have you ever found
yourself trapped, with only one way out?
You've lost the initiative — your
opponent is guiding you where he
wants you to go, and the battle is no
longer in your control.

These three principles are all key to a
successful battle, but, in the final
analysis, everything has to be focused on
your objective. If you don’t keep the
victory conditions in mind, you can all
but wipe out your opponent and still
lose the game. You can have a fun game,
but it’s still a loss. In some cases,
destruction of the enemy army is the
goal; in other cases, you must claim a
specific objective or piece of terrain —
just know what you have to do and stay
focused on it.

The final component is simplicity. Keep
it simple. The fewer things you depend
on, the fewer can go wrong.

54 THE ART OF WARHAMMER
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There’s always something new to learn about Warbammer, even for veteran gamers like

Andy Jackson Hail and Phil Kelly.

THE NEXT STEP

All right, so far it’s all rather common
sense stuff, but the application of these
ideas during a battle can be a bit more
complex. In the middle of a hard-fought
game it can be very difficult to keep all
these things in mind. Over the next few
months, we’ll bé exploring the various
phases of the game in more depth. For
now, however, let’s start with an
overview of what is to come.

The Movement phase is the most
critical phase of the game — Warhammer
is a game that rewards skilful
manoeuvre, By carefully planning your
attack around the scenario conditions
(objective) and managing the entire
battlefield, you bring your forces to bear
at the right moment (mass) and
successfully funnel your opponent’s
forces where you want them to go
(manoeuvre and initiative).

A friend of mine calls deployment the
first Movement phase, and it is in many
ways. A good deployment can rarely
win the game, but a bad one can lose
it before the dice are rolled. As you
position your troops, keep the victory
conditions in mind and don't forget
how you plan to achieve them
(objective). Don’t get sidetracked

by your opponent’s deployment,

but rather force his deployment by
yours (initiative).

Magic can also be a key phase.
Although there are rather few spells
with game-winning potential, magic can
still be the difference between victory
and defeat. Many is the time that an
overwhelming round of magic has

knocked an opponent on his heels
(initiative), and there are plenty of
spells to enhance your movement or
reduce enemy manoeuvrability
(manoeuvre). Used appropriately, magic
enhances your effectiveness in all the
other phases of the game.

The Shooting phase supports your
ultimate victory, but, again, rarely
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ensures such a result on its own.
However, the proper application of even
a small amount of shooting power can
limit your opponent’s manoeuvrability
and deny areas to his speedy troops
(manoeuvre and initiative). You can
also reduce the size of his units as you
move to attack them, creating a better
combat resolution for your troops
(mass). Each shot can make a difference
if used correctly.

And, although it actually occurs first, I
plan to talk about army selection last.
This is because the key to selecting the
perfect force lies in knowing what you
want your army to do and how you will
go about accomplishing this (objective).
Once you have a vision of how you want
to deal with the other phases of the
game, choosing your army falls right
into place. The important thing to
remember is that there is no single best
answer — each player has a different way
of approaching the game, and each
approach needs a slightly different army.

ONCE MORE INTO
THE BREACH...

Well, I hope that this general overview
has given you a few new ideas to
consider — or perhaps just a new way of
looking at your own approach to a
Warhammer game. As we discuss each of
these issues in more depth, I'll expand
more on these ideas and provide some
real game examples to help bring it
home. Next month, we’ll look at the
most important phase in the game, the
Movement phase. Until then, best of
luck to you — go forth and conguer!

55



WARHMAMMER

10,000

This month we present a clash

between the forces of Slaanesh and

the archaic menace of a Necron
horde. The pleasure god’s Noise
Marines seek to enact an ancient
Daemon summoning ritual but
something stirs in the earth,
enraged at their trespass...

Both Gary Marsh and Nick Simmerson
are veteran Warhammer 40,000 gamers
and are, as we write this, in preparation
for Heat 2 of the 2003 Warhammer
40,000 Grand Tournament. This is the
first time the two players have met, so it
was with a clean slate that Gary
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fielded his Emperor's Children-based

Chaos Space Marine army, the

Castigators, against Nick’s intractable
Necron force.

In terms of their rationale
and background, a
Slaaneshi Space Marine
army and a Necron horde
couldn’t be more different.
On the one hand you have
the crazed and devoted
servants of the Lord of
Pleasure — decadent,
self-indulgent slaves
who revel in
sensations of pain
and pleasure
equally. On the
other, taciturn,
unfeeling,
mechanised
shells. Singular in
purpose and utterly
devoid of emotion, the
Necrons are a fitting foil
against the rapturous warriors
of Slaanesh.

These two disparate armies will be
' playing the Stop the Ritual

: ‘_._4" scenario which, bizarrely enough,

Buried decp within the earth they slept.
An eternity of man they had slumbered,
it was to them a mere flash in the
cosmos. Stars were born and had died
in that time, wars raged across the
galaxy and planets burned and still they
slept, undisturbed in gigantic cryo-
tombs, vaguely aware of the universe
around them.

A tiny dust mote drifted languidly
from the vaulted ceiling of the cryo-
chamber.

Nothing.

Just a shifting of the planct’s gravity
well. Another dust mote spiralled
downward, followed by another and
another. The carth shook and brought
with it thick chunks of earth and

comes from the Codex: Daemonhunters.
With a little alteration to the scenario’s
narrative, the fact that Daemonhunters
were not involved in the battle did not
prove a problem. The Slaaneshi Chaos
Space Marine Army is trying to summon
Daemons while the Necrons effectively
take the role of the ‘Daemonhunters’.
However, rather than trying to stop the
summoning for the benefit of the galaxy
and the persecution of Daemon-
worshippers, the Necrons have been
awakened by the activity on their
planet's surface, emerging from their
subterranean tombs tc repel the
interlopers. By offering a different spin on
a scenario, it is possible, by adhering to
an army’s background and putting a littie
thought into the narrative, to use
normally army-specific scenarios with a
number of different forces.

The scene is set for an interesting
conflict between two armies from the
opposite ends of the emotional
spectrum. Would the Necrons break the
summoning circles of the Slaaneshi
Chaos Space Marines, or would the
servants of immorality achieve victory
and summon a host of creatures from
the Warp to envelop the planet's
surface? Read on...

embedded stone. The cryo-tombs were
bombarded by a veritable landslide as,
high above, large craft made landfall
The ships’ engines whirred and hummed
resonantly. shaking the very core of the
sleepy world as thick landing prongs
picrced the outer crust of the surface.

Silence descended. The falling debris all
but ceased, dust clung to the stagnant
air like a hazy shroud.

Darkness retgned in the cryo-chamber.
Suddenly 2 multitude of red lights,
mere pin pricks in the massive chamber,
flared into life. Fiery vengeance burned
hot in their eyes, incensed at the
interruption of their dormancy.

As onc, they awoke, ready to
exterminate the interlopers above.
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Corrupt minions of Chaos are seeking to summon a being of immense power into the material plane, unknowing that they have
chosen a planet infested by Necrons to commence their ritual...

AN

Attacker’s Overview

You have detected an unusually strong Chaos presence
about to be disgorged from the Immaterium into reality,
and must stop it at all costs. Survival is secondary to the
disruption of the summoning ritual and destruction of those
foolish enough to traffic with daemons!

Defender’s Overview

The summoning ritual, decades in the preparation, is mere
minutes from completion. Those who would seek to hinder this
great work must be exterminated. All other considerations are
secondary to the ritual's successful execution, for surely none
can stand against a manifestation of Chaos in all its glory.

Scenario Special Rules

Stop the Ritual is a Raid scenario and uses the Random Game Length, Infiltrators, Reserves, Sentries and Deep Strike rules.

Set-Up

Set up the terrain in any mutually agreeable manner. Ideally a
ruined temple, mausoleum or other building should be placed
in the centre of the table.

The defender sets up his forces anywhere within 18" of the
ruined temple. He must set up at least one unit in a circular
formation (all models in the unit form the circumference of a
circle, the size of the circle is not important). Models may not
be deployed or move within this formation. Any unit set up in
this manner is considered to be practising the summoning
ritual and may not move or shoot unless it is forced to do so
(falling back, piling in during a combat, etc) although they may
fight if they are assaulted, and may move to retain unit
coherency in order to maintain the circular formation. Any
number of units may be set up in this manner. There must be
at least five models in each circle. Any models in such a circle
count as having a 5+ Cover save due to the coruscating
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energies swirling around them, and count as being in cover in all respects.

The defender then deploys Sentries (see the scenario special rules in the Warhammer 40,000 rulebook). These Seniries do not cost
any extra points. They are placed anywhere on the table which is not within 12" of a short table edge.

The attacker then chooses a short board edge and deploys as much of his force as he wants anywhere within 6" of it. Any units not
deployed are in reserve. If the attacker has any infiltrators he may deploy them up to 12" onto the board from the short table edges.

Roll for who gets first turn. Highest score may choose whether to go first or second.

Mission Objective

The defender must ensure that at least one of the
summoning circles is intact (still in a circular formation, in
coherency, and at least five models strong) at the end of
the game. If this is the case then the defender wins as the
ritual becomes complete and all hell breaks loose. Note
that if a circle is broken it can be reformed provided the
unit is at least five models strong, in a coherent circular
formation as described above, and is not falling back.

The attacker is attempting to stop the ritual by breaking
the summoening circles in the enemy camp. This can be
done by reducing the number of models in a circle to less
than five, or by forcing them to move (fall back or pile in
during combat). If there are no summoning circles intact at
the end of the game, the attacker wins as the gateway to
the Warp closes forever and all daemonic intrusions

beccme impossible.

Reserves
When the attacker's reserves become available they will enter
from the same table edge as the attackers chose during their
deployment, or by Deep Strike if they are able to do so.

" Game Length
The game lasts for a variable number of turns.

Line of Retreat
The attackers retreat towards the short table edge which they
chose during deployment. The defenders will retreat towards the
opposite short table edge. The normal Fall Back rules are used.




W Gary: All good things
come to those who
- wait!

Nobody has ever
used a pure Slaanesh
force in a Warhammer
40,000 Battle Report
and, to top it all, I've
been given the
honour of showing
Slaanesh in all its glory. My delight has
been plain to see ever since the White
Dwarf team e-mailed me.

Gary Marsh

I've been playing Slaanesh since the
release of the third edition of Warhammer
40,000 and although the Castigators are of
my own creation they still use the
Emperor’s Children rules.

After much deliberation Nick and | decided
that Stop the Ritual would make for an
interesting and entertaining scenario with
Nick’s Necrons attempting to stop the
Castigators from completing the ritual and
turning their planet intc a Daemon world.

ARMY SELECTION

| never tailor my force to play against one
type of army or a particular scenario as |
believe that picking a nicely balanced force
will give you a reasonable chance against
just about anybody. It will never be a walk
over against anybody, but usually nobody
ever walks all over me either. In my
opinion, this teaches you more about
tactics and how to get the best out of your
units. | realise it's a little naive and I'll never
win a tournament that way, but it's very
rare that | have an awful game.

After reading the scenario several times |
realised | would be hard-pressed to
achieve the victory conditions. The problem
being most of my squads were only six
men strong (this is the sacred number of
Slaanesh and allows Gary to have free
. Aspiring Champions for his Favoured units
g and adds +1 to the Summoning roll for
his Daemon Packs) and in
order to complete the ritual |
had to have a complete
circle of no less than five
models. Two casualties
and it would be all over!

My army would be
led by my Daemon
Princess. There

could never be
any doubt about
her being
daemonic as
she has a
frightening array
of daemonic
abilities. With
Daemonic
Flight,

. Rhino as a shield to protect the squads

Stature, Resilience, Strength, Aura and

Talons she can take on just about anybody.

Her move of 12" could prove to be crucial
in plugging any gaps that appear in my
lines and she should be more than capable
of taking on a unit of Necron Warriors by
herself if needs be.

My Elite choices are also close combat
monsters. Six Possessed with Daemonic
Talons can make short work of most
opponents. Led by an Aspiring Champion
and containing an Icon bearer, | expected
great things from this squad. Although
they have a Rhino they will probably set
up outside of it. Nick’s Necrons will have
to get in close to stop the ritual and
because of this the Rhino shouldn’t be
needed. Instead, | pian to use their

performing the ritual.

Most of Nick’s army will only be able

to cause glancing hits due to the

low Strength of the Necron weaponry
starting on the board, so even if they
do manage to destroy the Rhino,

the wreckage will still valuably block

line of sight.

For the Troops selection, | took two six-
man Noise Marine squads. One is armed
with four sonic blasters, a blastmaster and
a plasma gun. The other squad has bolt
pistols and close combat weapons, and a
blastmaster adds a little firepower as this
squad has a nasty habit of killing their
opponents only to find the enemy has
moved out of range. This squad also has a
Rhino, so unless Nick will let me set up my
summoning circle inside it, this Rhino will
also be used as mobile cover.

Both of these squads have Aspiring
Champions with power weapons, just in
case anybody breaks through and manages
to engage them in hand-to-hand combats.

As tempting as it is to only use one squad
for the summoning, | only need to lose two
models and the game is over. Because of
this | plan to use both Noise Marine
squads for summoning. | can’t really afford
to use any more units in this role as [
simply don’t have the units for it.

My next two Troop choices have to be
Daemonettes. Not only are they some of
the best models Games Workshop have
ever produced, but point for point they
have to be the best Daemons available to
any Chaos force.

No doubt Nick will make use of some
Destroyers and with these lovelies |
might just be able to catch him out
thanks to being able to move on the
turn they appear.

For Heavy Support, | plan on using the
latest acquisition to my army, a Defiler with
indirect fire. Again the best that most of
Nick’s Necrons can hope to do is cause a
glancing hit as the Strength of their
weaponry is so low, Because it's
Daemonically Possessed, over half of
these glancing hits will be unable to stop it
from firing the next turn.

FOR THE DIVINE WILL OF SLAANESH
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To complement this hellish monstrosity will
be my Noise Marine Havocs. To highlight
the fact that this is not an Emperor’s
Children army, this squad is nine men
strong. Because of this the Aspiring
Champion must be paid for. This is just my
personal restriction on using the Emperor’s
Children rules for my chapter. It shows
there is a difference and imposes a slight
disadvantage against a proper Emperor’s
Children army (what can | say? I'm just &
fluffhead at heart). The squad is armed
with four blastmasters, the rest being
equipped with bolt pistols and close
combat weapons, one of which acts as an
Icon bearer. It is led by an Aspiring
Champion with a power weapon,
Daemonic Mutation and Demonic Strength.

This squad also has a Rhino but yes,
you've guessed it, I'll be using it as
mobile cover.

My battle plan is quite simple: use my
Rhinos, Possessed, Havocs and Defiler to
block line of sight to both Noise Marine
squads. Nick will probably Deep Strike his
Monolith onto one of the summoning
squads, so I'll have to keep them as far
apart as possible and hope my Havocs or
Defiler can get a lucky hit before it reduces
both squads to below five models.

If it's at all possible, I'll try to phase him out
as most of my units are more than capable
of ripping through his units in a couple of
turns if | can close with him.

This scenario uses the Sentries special
rule so | will get six Chaos Space Marines
to deploy. | plan to set these up as far
forward as possible sc they can raise

the alarm quickly to minimise the damage
his Monolith will do if it deep strikes on
top of me.

Hmm...Six Chaos Space Marines for

sentries — Slaanesh is smiling on me. This
must surely be an omen!



Nick: So my first
battle report, and
hopefully a chance to
prove Necrons don't
have to be boring —

| might even get
asked to fight ancther.

Having discovered the
Castigators were
trying to open a
daemonic portal on my home planet,
something had to be done. After all, my
Necrons had been in slumber under the
sands for thousands of years and were not
about to be rudely awakened by the
scurrying of tiny Daemonette feet and their
depravities in the name of pleasure — how
are you supposed to sleep through that?

Nick Simmerson

| would be facing Gary Marsh who I'd
never had the opportunity to play before,
but having admired his award-winning
army on the tournament circuit it was an
offer [ wasn't going to refuse (playing a
really good looking army can be just as
rewarding as a competitive game). As both
Gary and myself were preparing for the
Warhammer 40,000 Grand Tournament
Heat 2 in a few weeks time, we decided to
use our standard competition forces rather
than design a scenario-specific army with
lots of nasty tricks to spoil the day. A well-
balanced army should be able to cope
respectably with anything thrown its way,
and here was a chance to find out why in a
scenario very different to the Pitched Battle
we are used to.

ARMY SELECTION
My army selection was hardly unusual for a
Necron force.

First choice (well it is compulsory in most
missions), as it is the only HQ available, is
a Necron Lord with the almost obligatory
Resurrection Orb, which further enhances
the Necrons special We'll Be Back rule and
gives the army even more resilience. | also
armed him with a warscythe which could
prove useful as a last ditch attempt to halt
any models with Invulnerable saves, eg.
Chaplains or Possessed, and any vehicles
which stray too close to my baseline.

The next must-have units are two units of
12 Necron Warriors, the only Troops choice
available. The squad is just slightly larger
than the minimum of ten to give them more
staying power, more shots and of course
using all the models in the boxed setl

The next selection was a unit of seven
Immortals who can dish out horrendous
amounts of firepower; in fact, 14 Strength 5
shots a turn whilst moving. These are
normally positioned behind my Warriors for
protection from incoming shots and
assaults, and lend covering fire when the
Warriors advance and lose the opportunity
to shoot.

Now some of the juicier stuff, starting with
two units of three Destroyers. These guys
have the speed and manoeuvrability of
Jetbikes and the firepower of an assault
cannon each... that's some serious mobile

FLAY THE INFIDELS!

firepower, capable of delivering
that Killer blow where it is most
needed. By having two units it
is possible to direct them at
different parts of the battlefield
or come together with a
concentration of force.

A regular sight in a Necron army is
a Monolith, and mine is no
exception. Its main feature is, of
course, its near indestructibility
(famous last words). It also hands
out a healthy dose of firepower, but
one of its most important (and often
overlooked) assets is using its portal
to reposition troops, puil them out of
unwanted close combats and of
course have another go at We’ll Be
Back rolls, making the army even
tougher to destroy. In ordinary Pitched
Battle scenarios, the Monolith can
also be used to protect an exposed
flank, but that wouldn’t be the case
in this game.

Not many points left to spend now, so
time to plug a few gaps. First up | took a
Tomb Spyder which would lurk behind my
lines whilst spitting out Scarabs every turn.
Hopefully, it would be able to help a wiped
out unit within 12" make We’ll Be Back rolls
and join another unit and/or charge into
close combat wielding its Strength 6
monstrous creature attacks whilst using its
‘offspring’ to soak up any hits.

Next, I'll use a small swarm of five Scarab
bases to intercept an infantry assault or
hold a unit in combat for a turn or two,
giving me enough time to redeploy
vulnerable units. Finally, an unusual choice
of Flayed Ones makes up my army
selections. | tock only the minimum of four
as they can Deep Strike in any scenario to
secure a table quarter or objective late in
the game without having to disperse my
main force (| also enjoyed converting them
to look like they were emerging from the
sands below).

Confession: astute readers will have
noticed I'm using two Heavy Support
choices, but Stop the Ritual is a Raid
scenario which only allows the attacker
one. As Gary and | had agreed to use our
tournament armies we let this slip, as it
was unlikely to be a game-winner anyway.

The most important part in any game of
Warhammer 40,000 (apart from having lots
of fun) is to always remember the mission
objectives, not always easy in the heat of
battle when you can get carried away
killing things, although this is often a good
way to stop your opponent winning too! In
this scenario, however, most casualties
would be of little consequence, but of
course Gary had to maintain his
summoning circle(s) and | still had to
prevent my Necrons from phasing P
out. How embarrassing that
would be if it happened on my
own planet!

| figured that by using the
Emperor’s Children list,
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Gary would be using Noise Marines in
units of 6 which is the favoured number of
Slaanesh, If these formed the summoning
circles | would only have to kill twa models
in each unit to win, as it requires a
coherent unit of at least five models to
perform the ritual. The question was, how
much of his army would Gary commit to
summening, also stopping them from
attacking me voluntarily?

Having checked the Sentry rules |
discovered | could not deploy my Monolith
without raising the alarm... hmmm. | then
realised my Destroyers would count as
bikes and would cause the same
problem... disaster! | would have to see
how Gary deployed and then decide
whether to attack immediately with all guns
blazing, or try to sneak up until these units
became available from my reserves.

| guessed the Castigators would include a
few Rhinos, which could be used as
armour for the summoning circles and
make life very difficult if | raised the alarm
too early, so | would have to form a back-
up plan too.

Then it hit me, | could Deep Strike not only
my Flayed Ones, but my Scarabs and even
my Menolith — which would probably be
starting in reserve anyway. The Monolith
was a bonus as it would disperse any units
it Janded on, so | could go for a direct hit
and pray | didn’t roll double 1! Even if this
didn’t stop the summoning | might be able
to phase another unit of Necrons through
its portal and finish the job. Sounds like a
good excuse for plenty of

carnage then?
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Gary: Looking at the magnificent
scenery on the table, both Nick and |
decided to leave everything where it was
when we arrived. There was plenty of
cover for Nick to sneak forward behind
and enough to shield my summoning
squads to some degree. Nick's Monalith
had the potential to fulfil the victory
conditions on its own, and with this in
mind [ placed both summoning squads
as far away as possible from each other.
Both squads were on the 18" limit from
the centre of the board and both had
large rock formations protecting them
from any fire should Nick decide to
deploy from the right table edge.

Summoning squad Divine used its Rhino
to block fine of sight from anything that
appeared in the centre of the table and
Corruptus, my newly constructed Defiler,
protected them from anything targeting
them from the left. Summoning squad
Sublime was protected in a similar way
using squad Schadenfreude, my nine-

" DEPLOYMENT

man Havoc squad, and their Rhino to
block any incoming fire from the centre
and centre-left. | purposely left a gap
so any Necrons which deployed on the
bottom left of the table would be able
to target them within a couple of turns
if they managed to sneak past

my sentries.

| really needed Nick to deploy on the
bottom left of the table so my Defiler
could actually target something,
Summoning squad Sublime would be
used as bait and hopefully Nick would
be too tempted to ignore it. This was a
very risky thing to do as Nick only had to
kill two models and the circle would be
broken, but hopefuily fortune would
favour the bold!

My Daemon Princess deployed to the
left behind some woods, as did my
Possessed in their Rhino. If Nick
decided to enter play from the right

he would have to move well onto the
table to get any line of sight to my
summoning squads and this would
give my Daemon Princess and
Possessed plenty of time to get across
the board and intercept them.

To make sure Nick didn’t surprise me by
coming in on the right, | placed four of
my six sentries on the right as close to

"

the edge as possible. The two remaining
sentries were placed on the left with a
nice little route left open to the bait.

With the perimeter secure, the
summoning commenced.

Nick: With a good amount of terrain
spread across the table, it was obvious
even before Gary set up that he would
be able to use this to his advantage and
partially protect the summoning circles.
However, | wasn’t prepared for what can
only be described as excellent
deployment by my opponent. Apparently
Gary had put a lot of thought into this
and had made it very hard for me to
steal an easy win by Deep Striking my
Monolith into the heart of his force.

Looking at the table after Gary had
deployed, | really had a tough chaice on
where to position my forces. One choice
was to go all-out and raise the alarm
immediately, leaving only my Flayed
Ones and Scarabs in reserve, hoping
the rest of my force could weather the
storm of the inevitable Chaos attack long
enough to attack at least one of the
summening circles.
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On reflection though, this seemed
rather rash as | had the opportunity to
advance further onto the table by
playing the Sentry rules to the full, so |
opted to leave my Monolith, Destroyers,
Flayed Ones and Scarabs in reserve.
This did not leave much of an army to
start the game with and | would have to
be wary of my lower than normal Phase
Out level.
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I really wanted to deploy in the top right
of the board to stop the Defiler taking
indirect shots at me and force it to move.
This would also put me as far away as

possible from the fast response units —
the Daemon Princess and Possessed
units. With four sentries and a wooded
area to negotiate, it seemed the only
logical place | could hope to sneak up
on the Chaos force was the bottom left
of the table. | might just be able to avoid
the sentries long enough to attack
Squad Sublime before the alarm was
raised as Gary had left them partly
exposed. | was hoping this was a
weakness Gary had overlooked and that
| may be able to break the summoning
circle before he could react to my threat.
Hopefully, the reserve units could attack
Squad Divine quickly too.

Having made my decision, | bravely
packed all my units behind the rock pile
in this corner of the board as far away
from the sentry as possible and hoped |
could spread out before the Defiler had
a chance to bombard me!

| put a Necron Warrior squad at each
end of the column so that they could
spread out and protect the Immortals
with their mobile firepower, which | tried
to position as close to their target as

possibte. | then added the Lord and

Tomb Spyder amongst the other units to
keep them out of harm’s way and still
able to perform their supporting roles.

MAP KEY

@  Warriors (Squad Beta)

ﬁ Tomb Spyder
©

Necron Lord

Immorials
i Scarab Swarms

a: Destroyers {Squad Alpha)

Flayed Ones
a: Destroyars (Squad Beta)

Monolith

Warriors (Squad Alpha)

. Chaos Rhino
- Chaos Rhino

Chaos Corruptus, Defiler

Sheldas, Daemon Princess @ Daemonettes (Unit 1)

Possessed L Daemonettes (Unit 2)
® chaos Sentry
Chaos Marines (Squad Divine) . Chaos Rhino

Havocs (Squad Schadenfreude)

Chaos Marines (Squad Sublime)
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Corruptus,
Chaos
Defiler

A A ; @ Chaos Space Marines (Squad Sublime)
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SHEL'DAS’S CASTIGATORS

 The Daemon Princess, Shel'das. This unique mode!  With such a wonderfully
" has been created from a variety of sources. Astute 7
readers will notice parts from a Warhammer prOd uced army as Gary’s

Daemon Prince and Inquisitor-scale Bound Daemon . H 7
o M Ll gracing this month’s battle
G report, we couldn’t resist
etail of Shel'das as she 5w i
< cracks open the head of giving you an 'n'dep'h look
2 GHgison Flst Spbcs at his beavutifully painted

Marins.
, and converted models for
W Detail of Shefdas’s h.
' serpent body. is army.

Gary's Noise Marine
and Havoc with Sonic
Blaster bear the
purple colour scheme
that unifies this
excellent army.

4 Twoof _Gary’s Aspiring
Champions. Both of these
models have superb banners
bearing the icon of the army.

One of Gary’s extensively converted Rhinos. Gary has modelled the hull of the vehicle fo represent the
souls of the damned trapped, writhing along its surface. Even the interior has been painted the colour of
flayed skin!
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The Possessed Chaos Space Marines have
been corrupted from a variety of chapters
including the Crimson Fists, Imperial Fists
and Black Templars.

Another of Gary’s Aspiring Champions, who
even has a taif to demonstrate the depths of
his allegiance fo Chaos.

Corruptus, the Cha
batile, ready fo out death.
destruction to its enemies.




. SENTRY TURN 1

Nick: So the espionage phase of the
game began as we rolled for who got
the first tumn... we both rolled a 1, a
rather ominous start for us both, possibly
an indication of pre-battle nerves or just
an indication of a close game ahead?

I won the re-roll... phew! and made the
obvious choice of moving first, trying to
advance as far towards Squad Sublime
before the all-too-close sentry could
raise the alarm.
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| moved the Necron column en masse

L

towards thelr target, spreading Warrior
squad Alpha out to allow the Immortals
to get further forward. Unfortunately
Warrior squad Beta only managed to
move 4" through the rock formations and
started to fall behind. | avoided getting
any closer to the all-important sentry, but
there was still an ever-present danger |
would be spotted as soon as he moved
if Gary got control.

Finally, the Tomb Spyder generated a
new Scarab base in the Assault phase.
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SENTRY TURN 2

SENTRY TURN 2

Nick: That was close, another 1" and |
would have been spotted straight away!
I'd have to be careful what | did next
although it would be impossible to avoid
the sentry if Gary got control again.

This left me with three choices — ignore
the sentry and hope | got control next
turn (which was very risky), attempt to
assault the sentry and remove the threat
(although there was still a chance of him
raising the alarm in the struggle)}, or
shoot at Squad Sublime (but this would
automatically raise the alarm).

It was obvious that as soon as the alarm
was raised Gary would move the Rhino
from the Havoc Squad to block my line
of sight to Squad Sublime, which | had
to consider when making my choice.
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| couldn’t risk ignoring the sentry, as \

there was no way to avoid being spotted ;
unless | got control. | wasn't confident| - had a reasonable chance of killing at-———~
could kill him in combat and he would least two Chaos Space Marines, which....
still raise the alarm on a 4+, so it looked was all | needed, nine hits was a great
like shooting at the circle was the best start and causing 4 wounds. Gary was
option. | started by rolling 2" for my looking worried... 8 saves! Aaargh! Only
Difficult Terrain test for Warrior squad one casualty and the alarm was well and
Beta, which really confirmed my decision truly raised. The, Tomb Spyder created

as | might not even reach the sentry to another Scarab base dnd the

assault him and | certainly wouldn’t game was on. 1

reach him in full force, so | just spread i y

them cut among the rocks. 3 oy

The rest of my force advanced towards |
the summoning circle and the full squad:
of Immortals let loose. With 14 shots |

The Necrons sneak silently fowards the first
SuMmoning ring.
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SLAANESH TURN 1

Gary: | was somewhat relieved that
Squad Sublime had enough bodies left
to carry on summoning. | had forgotten
about the Immortals having assault
weapons and had only expected to
weather seven shots and not the
fourteen that came their way!

It seemed Slaanesh was smiling on me.

Nick had taken the bait and it was time
for phase two of my cunning plan to get
under way. Squad Schadenfreude’s
Rhino shot forward to plug the gap
between the woods and the table edge,
if the Rhino survived next turn | would
have a chance to tank shock all of Nick’s
Necrons in one move.

Squad Schadenfreude moved acrass to
protect the summoning circle just in case
any Necrons managed to make it
through the woods. With an elegance
that defied her mighty frame
Shel'das, my Daemon Princess,
leapt into the air and landed on the
other side of the woods from the
Necrons. The Rhina carrying my
Possessed gunned its engines and
roared towards the eerily silent Necrons.
Taking up position alongside their
Daemon Princess, they would be in a
perfect position to charge next turn.

Corruptus, my newly created Defiler,
fired its battle canncn into the heart
of the Necrons, and as the smoke
cleared four Necron Warriors and one
Immortal were lying motionless in the
dirt, although the Lord and Tomb
Spyder emerged unscathed. Nick
passed both Pinning tests and the
Warriors’ Morale check, so with
everything out of charge range it was
time to weather the inevitable storm of
fire that was sure to come.

T

The Necron Warriors and Immortals unieash
a salvo of fire, hoping fo break the
summoning rnng.

NECRON TURN 1

Nick: Well that shook things up a bit,
and Gary had played his hand with both
the Daemon Princess and Possessed
rushing towards my deployed units.

My turn started with two Warriors and
the Immortal climbing to their feet ready
to fight again. There were no reserves
as it was only game Turn 1, so | would
have to hold out until they arrived.

It was clear that | would be assaulted
where | stood in the next turn, so |
needed to use both Warrior squads to
shield the other potentially more lethal
units from being attacked. | needed to
push Warrior squad Alpha through the
woods and start attacking Squad
Schadenfreude which was shielding the
summoning circle, and destroy that
annoying Rhino with the Immortals and
Tomb Spyder, ready to reinforce the
attack next turn. | also had to keep the
Lord out of trouble, especially looking at
ail the Daemonic Talons heading my
way. If | lost my Lord and his
Resurrection Orb then | would be very
susceptible to these deadly attacks from
the Daemon Princess.

Warrior squad Beta moved 4" through
the rocky outcrop which left them out of
position again but nonetheless able to
intercept the Possessed squad when
they charged out of their Rhino. Then
disaster struck: Warrior squad Alpha
were only able to stumble 2". Not even
enough to enter the wooded terrain. |
would just have to spread them out with



Gary makes his moves whilst Nick notes down tactics for future turns.

the other Warriors. Everything else
pushed towards the Rhino, but the Tomb
Spyder would no longer be able to
attack this turn.

Without any other visible targets | threw
everything | had at the blocking Rhino,
although with hindsight | should have
tried to draw line of sight to the
Possessed squad's Rhino during the
Movement phase and delay their attack.

| opened up with Warrior squad Alpha
first using their gauss flayers, surely they
couldn’t miss from that range and seven
of them didn’'t! Unfortunately they only
managed to get Immobilised and
Shaken results, which wouldn’t hinder

Gary for now. Warrior squad Beta had
no success so it was left to the
Immortals who managed an impressive
ten hits, two of which glanced the side
armour and found a weak spot that
destroyed itl Now [ would be able to
bypass the wrecked vehicle to attack
Squad Sublime and hopefully have
some reinforcements to initiate the
demise of Squad Divine as well.

As my movement had been
compromised this turn | hadn't left
enough room for the Tomb Spyder to
create a third Scarab base, so it was
time to dig in and take the massed
daemonic attack on my metallic chin.
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SLAANESH TURN 2

Gary: Well that wasn't too painful. My
Rhino would not be tank shocking
anybody this game but it was still a nice
piece of difficult terrain that Nick would
have to negotiate.

| needed to cause some serious damage
~ to Nick’s Necrons this turn as there was
a strong possibility of his Monolith Deep
Striking onto the table this tum. Once
that showed up, he would be able to
take out at least one summoning squad
per tum. If | could cause enough
damage, he might forget all about his
game plan or if he carried on regardless
of the casualties taken, | might be able
to phase him out next turn.

The Ritual was obviously proceeding
well, as one squad of Daemonettes was
. drawn to summoning squad Sublime
appearing 11" from the squad and
moving over to the woods to form

CHAOS TURN 2

another screen should any Necron
reserves show up. Sheld’'das, my
Daemon Princess eager to show her
displeasure at these soulless
abominations leaped over the woods
and landed next to Necron squad Alpha.
The Rhino carrying the Possessed
positioned itself between the woods and
rocks with the Possessed disembarking
and readying themselves to charge
Necron squad Beta. Squad
Schadenfreude moved slightly to form a
perfect screen should any uninvited
guests appear.

Wary of hitting its daemonic kin,
Corruptus fired its battle cannon at the
Immortals who were the furthest target.
The shell hit home with devastating
accuracy, felling five Immortals and
wounding the Necron Lord and Tomb
Spyder into the bargain. Although the
Tomb Spyder simply ignored the barrage
raining down upen it, the onslaught

proved too much for the Lord who threw

himself to the ground, pinned. The
Immortals passed their Pinning tests but
the ferocity of the attack from the
daemonic machine shook the Immortals
so much that they fell back towards their
entry point.

Shel'das threw herself into Necron
sguad Alpha knocking three warriors to
the ground with no Necrons capable of
hitting the agile Daemon. The
Enlightened, my Possessed squad,
charged Necron squad Beta and brought
down three from this squad also. Again
the Necrons could do nothing in return.
Both squads passed their Moral Checks
and piled in.

I'd done a reasonable amount of
damage this turn, but wasn't sure if it
would be enough to make Nick change
his battle plan. | had a very uneasy
feeling that Nick’s Monolith was about to
shatter any hope | had of fulfilling my
objectives.

However, you never know. It might not
turn up!

NECRON TURN 2

Nick: Ouchl! That hurt. Most of my
powerful Immortals were down and the
survivors running away, both Warrior
squads locked in a combat they could
never hope to win, and both my Lord
and Tomb Spyder injured as well.

Starting my turn with We'll Be Back rolls,
| managed to raise three Immortals and
one Warrior from each squad to their
feet again, but things were starting to
look grim. At least my Immortals were
over fifty percent strength again, but with
the Possessed within 6" they still
couldn’t rally and it looked doubtful that
they would return to the fray.
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It was now time to start rolling for my
Reserves and | was really hoping | could
bring some powerful units into play, to
redress the balance of power before it
was too late. | received reinforcement
from everything but Destroyer squad
Beta — excellent news. That meant | now
had my Monolith, Flayed Ones, Scarab
Swarm and Destroyer squad Alpha to
bring into battle, so | deployed using
Deep Strike wherever possible and
bypassed the Castigators’ defences.

The Flayed Ones and Scarabs managed
to burrow their way out of the .ground
with near perfect accuracy and start the
attack on Squad Divine, which had so
far been untouched. The Scarabs made
good use of the rock formation behind
the summoning circle to gain valuable
protection from the Chaos guns,

3 DU,
The Daemon Princess and Possessed Chaos *
Space Marines surge into close combat. |

NECRON TURN 2

although | wasn't sure the small unit of
Flayed Ones would survive long! Next
up was the Monolith, which we both
knew had the potential to win the game
single-handedly. Unfortunately, | could
no longer risk the option of a direct hit
on Squad Divine, as it suddenly dawned
on me that Gary might well be trying to
phase me out in order to secure victory.
With my original force trapped in the
corner and crumbling fast under the
relentless pressure of Daesmonic
adversaries, it was starting to look like
this was a real threat! It felt like | had no
choice but to teleport units out of combat
using the Monolith and into a relatively
safe position, although | really wanted to
save the Immortals as well, before they
fled off the table.

| tried to land the Monolith on the edge
of the woods and near the Daemonettes,
hoping | could attack them and maybe
the Havocs and Squad Sublime with the
gauss flux arc in the Shooting phase, as
| would be using the Power Matrix for
teleportation this turn rather than firing
the Particle Whip. Then, with a
disastrous show of complete
incompetence, the Monolith emerged 9"
off target and directly on top of the
Rhino from the Possessed. This was
really bad.

Although the Monolith’s special rules
meant it would not be destroyed, it also
implied that the Rhino could be re-
positioned as near to its original position
as possible, which was anywhere
surrounding the Monolith and Gary was
obviously going to block the door which
would ruin my plans even further. | was
gutted!

| decided to turn the exit door away from
the ensuing combats in case it crash
landed, and | lost any hope of
teleporting out of harm’s way completely.
Fortunately | passed my Difficult Terrain
test and would be able to move next

turm, however this was little comfort at
the time and Gary’s Rhino promptly
parked outside the door!

| had very little to move this turn, as the
Immortals continued their retreat. | »
brought the Destroyers into play from

the top left corner of the board hoping to
remove the Defiler and attack Squad
Divine, but with little chance of success

this turn, | hid them behind the woods

and hoped they would keep the number

of Necrons above the Phase Out point a
little longer. The Lord was still recovering
from the barrage attack but was

fortunate to be within 6" of the

Resurrection Orb’s range of both Warrior
units in hand-to-hand fighting. | moved

my Tomb Spyder right up behind the

now smouldering Rhino of Squad
Schadenfreude hoping | might get a
sneaky attack on the summoning circle
next turn.

With only the misplaced Monolith able to
shoot this turn it drew a bead to the
newly-summoned Daemoneties, which it
could just see past the woods, hoping it
may scatter into the Havocs or even
Squad Divine. It managed to obliterate
three Daemonettes and destabilise
another two despite shrugging off the
initial effects of the ordnance, and left
just one standing — some success at last.

Now the dreaded Assault phase, which
started with Shel'das felling three
Warriors from squad Alpha, one of which
was sliced clean in half by her razor
sharp talons. '

The remaining Warriors could only
muster three hits which again did no
damage. The Enlightened then foliowed
suit by littering the ground with five
Necron bodies, three of which had been
severely dismembered by yet more
Daemonic Talons! | knew they were
going to hurt! The remaining five
combatants were able to wound four of
the hideous Chaos Space Marines in
their anger, but only one struck deep
enough to land a killing blow. Somehow
squad Alpha stayed in the fight with the
Daemonic Princess, but for the tattered
remnants of squad Beta it was too much
and they began to fall back a measly 2"
through the rocks they had just
appeared from. However, keen to
sustain the pressure of hand-te-hand
fighting, the Possessed consolidated
their position and brought them back into
the fight.

Having already taken damage to its
power circuits from the Defiler’s barrage,
the Tomb Spyder didn’t increase the
Scarabs it had to maintain. So with the
end of a daunting turn for the Necron
army, | sat back and prepared for the
almost inevitable Phase Out and an
early shower!
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SLAANESH TURN 3

Gary: There was no disguising my relief
at Nick’s Monolith scattering in the worst
possible direction. There was a chance |
could actually achieve the victory
conditions now.

The ritual was obviously drawing
Slaanesh’s attention to the planet as my
final Daemonette squad materialised
next to summoning Squad Divine. The
sole survivor from the other Daemonette
squad drew strength from the ritual and
passed her Instability test with ease,
moving out of sight of the Monolith and
into charge range of Necron squad

CHAOS TURN 3

Alpha. Wary of the damage inflicted
upon the Daemonettes by the Monolith,
Squad Schadenfreude decided to leave
summoning squad Sublime to the whim
of Slaanesh and moved towards the
centre of the table. The driver of the
Possessed’s Rhino gunned his engines
once more and placed itself between the
Monolith and summoning Squad
Sublime blocking any chance of the
Monolith moving towards them.

Corruptus fired its battle cannon at the
Scarabs scuttling about the rocks near
summoning Squad Divine but thanks to
their Cover save only one Scarab base

fell. Squad Schadenfreude levelled its
blastmasters at the Scarabs but they
were too well protected from the rocks to
do any notable damage. Squad Divine's
Rhino rapid fired into the Scarabs also,
but still the little critters kept on coming.

The newly arrived Daemonettes charged
the Flayed Ones, tearing them to pieces
in the blink of an eye. The Possessed
charged the fleeing Necrons from squad
Beta, who turned to face this fresh
onslaught. Before Warrior squad Beta
could do anything, the Possessed
knocked them to the ground. The Jone
Daemonette charged through the woods
and out of the other side into Necron
squad Alpha, knocking two of the
metallic Warriors to the ground. Shel’'das
slammed two more into the ground,
leaving one Necron Warrior out of her
grasp and stopping the entire Necron
army from phasing out!

I'd managed to cause a lot of damage to
the Necrons by this point, but squad
Sublime looked doomed and the
Scarabs in the rocks would be charging
summoning Squad Divine this tum so
the Necrons could still win the battle.

NECRON TURN 3

Nick: Wow! That was too close for
comfort. | couldn’t believe that | escaped
with a single warrior still standing,
however | would need some very good
We’ll Be Back rolls or the game would
be over anyway.

Looking at my corner of the table, it was
like a scrapyard! Fortunately, the Tomb
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The Flayed Ones and Scarab Swarms attack!
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Spyder was just within 12" of what were
now three separate piles of Necron
Warriors, which meant | could use its
special ability to add any resurrected
Warriors to the remains of Warrior squad
Alpha. | would then have to consider
whether to teleport them through the
Manolith or use it more offensively.

I successfully repaired four Warriors
from the original squad Alpha and five
more from the two parts of the now
defunct squad Beta, so | now had a
squad of ten Warriors surrounding
Shel'das and the lone Daemonette. |
tried to reinforce my now desperate
attack with Destroyer squad Beta, but
again they failed to arrive and to make
matters worse the Immortals were still
too close to the enemy and fled off the
board!

With so few Necrons left, | had to
assume this would be my last chance to
break the summoning circles and threw
everything | could at both Squad Divine
and Squad Sublime to stop the ritual.
The Tomb Spyder successfully
negotiated the wrecked Rhino to move
ever closer to Squad Sublime, and its
accompanying swarm of nimble Scarabs
were able to get within striking distance.
The Scarab swarm behind Squad Divine
easily negotiated the rock formations
and rushed forward ready to engage
them at close quarters. With three
Warriors from Squad Alpha locked in
combat with the Daemon Princess, and
in grave danger of causing the army to
Phase Out, | decided | would have to

use the Monolith’s Power Matrix to keep
me in the game a little longer.

With the Monolith still mobile, but
nestled amongst both rocks and trees, |
would have to risk crashing if | moved.
With the exit covered by both the Defiler
and the Havocs, it would be suicide to
emerge without the Lord who was still
stranded on his own, especially as
Shel'das could easily fly over the woods
to finish them off! With this in mind, the
Monolith gracefully turned through 180°,
easily brushing aside the terrain with its
mighty form, ready to teleport the
Warriors out of combat and fire on the
foul Daemons. As Warrior squad Alpha
appeared in the glowing doorway of the
Monolith, two more exoskeletons had
been revived and the unit was back at
full strength! With the Warriors
spreading out in the shadow of the
towering Menolith, the Lord ran amidst
their ranks for mutual protection.

At last | could shoot again and the
Destroyers let loose at the sprawling
frame of Corruptus, which they could
hardly miss. Four shots struck home but
were unable to shake the Daemonic
form inside. A crippling blow to a vital
knee joint immobilised it but none of this
could prevent it shooting and blocking
line of sight to Squad Divine. The now
rejuvenated Warrior squad Alpha tried to
gun down the Daemon Princess, seeing
her as their greatest threat. Although
shot after shot ripped into her soft
underbelly, the ornate armour protected
her from harm as they looked on at their
impending doom. Finally, the Monolith
sent sparks flying as it unleashed its
Gauss Flux Arc in all directions, but
despite hitting every enemy unit in
range. Only the Daemonette was
banished back to the Warp.
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NECRON TURN 3
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For a change, | was actually looking
forward to the Assault phase and the
possibility of snatching victory from the
jaws of defeat, although | would be
relying heavily on Scarabs to accomplish
what others had failed, and | wasn't
confident they could tear through all that
power armour.

The Tomb Spyder sent its Scarabs
slamming into Squad Sublime losing one
little critter in the rush but totally
eviscerating a Noise Marine in return. As
a bonus, the Tomb Spyder was able to
join the combat and promptly
despatched two more with a snip of its
monstrous claws. On the other side of
the table, the Scarab swarm closed in
for the kill, hoping for similar success in
saving the Necrons from Daemonic
infestation. It seemed the Chaos Space
Marines could do nothing to prevent
them. Seven Scarabs were able to latch
onto their opponents with four of them
biting down deep into the fleshy morsels.
Feeling just pain and not the pleasure
they sought, the Castigators threw off
their tiny adversaries and no lasting
damage was done.

So, at last | had broken the summoning
circle of Squad Sublime and surely

the Tomb Spyder, which was still locked

in combat, would finish them off.
Meanwhile, the Scarab swarm had

made a valiant attempt to win the i
game. Gary was rather nervous when ]
the Scarabs managed to cause four
wounds on Squad Divine, knowing

he only had to fail two saves and the

game was mine!

As predicted though, they couldn’t eat
through power armour! We had both
survived into a tension-filled Turn 4, with
it all to play for.
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TURN 4

Gary: The Necrons were attacking the
Castigators from all sides now.
Summoning Squad Sublime was locked
in combat with the Tomb Spyder and
even if they managed to survive they
were too few in number to reform the
circle. Summoning Squad Divine was
fighting off the attentions of the Scarabs
and with three Necron Destroyers
poised to strike should Squad Divine
manage to rid themselves of the
annoying Scarabs, things were starting
to look dicey!

Although the Necron Destroyers
looked a very tempting target for my
Defiler, | needed to knock all of Nick's
Warriors down this turn and would
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need the Defiler to have any chance

of achieving this. The preblem was, if

| didn’t eliminate all the Warriors, the
Necron Destroyers would be in an ideal
position to strike at Squad Divine.
Hmm, what to do?

| decided to stick to my original plan and
go for the Phase Out.

The Daemonettes moved into the rock
formation to help out Squad Divine
against the Scarabs. The Rhino blocking
the Monolith's path moved over to the
other side of the woods to block line of
sight, just in case any Necron
Destroyers decided to turn up next turn.
Shel'das and the Possessed moved
towards the Necron Warriors readying
themselves for the charge.

The remaining Necron forces are finally
enveloped by the Daemon Princess
and her minions.

Corruptus ignored the Destroyers and
once more fired its battle cannon at the
Necron Warriors. With unerring
accuracy the shell smashed seven of
the Warriors to the ground. Although the
Necron Lord was caught in the blast,
one of the Warriors must have taken the
brunt of the explosion as no wound was
caused. Squad Schadenfreude levelled
its blastmasters at the hulking form of
the Monolith, but although all four hit,
none of them could find any weakness
in its armour.

The Daemonettes charged into the
combat with summoning Squad Divine
and the Scarabs, and between them they
crushed the scuttling insectoids, including
the four that had once again latched onto
the Noise Marines. Squad Divine
consolidated back into their summoning
circle and proceeded with the ritual.
Summoning Squad Sublime, meanwhile,
continued to try and fend off the Tomb
Spyder but the monstrous creature
proved too strong for them and with a
snip of its deadly claws, ripped them
apart. Shel'das and the Possessed threw
themselves at the remaining Necron
Warriors and, in an obscene display of
bleodlust, tore them limb from limb.

With no other Necron Warrior an the
board there was no way back for the
Necrons, even if the final unit of
Destroyers arrived.

Nick: With so little left of the Necron
attack and none of the Warriors eligible
to make We'll Be Back rolls, they all
faded away as quickly as they had
appeared to prepare for the daemonic
onslaught.



A NEW DAEMON WORLD

Gary: Well, that has to be the first
time a battle plan went as | intended
it to, although if | had failed one more
Armour save at the beginning of the
battle it would have been an entirely
different story.

If 1 had to do it again, my plan would
stay pretty much the same. My Defiler
Corruptus out-performed all my
expectations. Apart from making the
Necron Immortals flee of the table,
pinning the Necron Lord and putting a
wound on the Tomb Spyder, it downed
about six or seven Necron Warriors a
turn — not too shabby!

My Daemon Princess and Possessed
did sterling work keeping the vast
majority of the Necron force trapped
behind the woods and away from my
summoning squads, which in turn
allowed me to use my Daemonettes as
rapid response units. When Nick and |
decided upon which scenario to play, we
thought it would make for a great game.
After thinking about it for a couple of
days | came to the conclusion that I'd
made a terrible choice and that | would
be lucky to survive longer than two or
three turns. Fortunately, that wasn't the
case, thanks mainly to Nick having a
similar attitude to me and not changing
his army to pick the most effective units
for the scenario. The game turned into a
real nail-biter, all throughout the game, |
thought Nick would break through my

Nick: Oh the shame of it, phased out on
my home planet! I'm sure they just went
for reinforcements!!? They'll certainly
need it now that the ritual has been
completed and an endless stream of
Daemons pours onto the planet.

Well, that didn’t go to plan. The first time
I've been phased out, and in a White
Dwarf battle report too! However, it was
still touch and go until the bitter end,
with onlookers willing those little
Scarabs to win the game for me!

Gary played an excellent game, and was
a great opponent with a fantastic army
as well. | think my biggest mistake was
falling into Gary’s trap and deploying
where he hoped | would, although if my
Immortals had managed to kill another
member of Squad Sublime when they
opened fire, it would have been a totally
different game. As it was, the
combination of deadly barrage from the
Defiler and lethal Daemonic Talons in
combat was too much to bear without
the Monolith for support. Speaking of the
Monolith, that 9" scatter was really cruel,
especially landing on the Rhino. That
unfortunate dice roll (along with failing

Nick was a true sport and a pleasure to
play against. I'm sure he'll get his
revenge the next time we meet!

So, the Castigators have completed the
ritual and a new Daemon world 3
dedicated to Slaanesh is born. There will
be no stopping them now!

lines of defence and even when Nick
had terrible luck with his Monolith
scattering, | thought it was only delaying
the inevitable. When his Flayed Ones
and Scarabs popped up, | thought my
number was up, but thanks to my
Daemonettes and the Chaos Space
Marines’ power armour they managed to
fight them off... just.

Gary and Nick shake on a battle well fought, but with full honours going to the Noise Marines.

PHASED OUT

three Morale checks!) was the most
likely turning point, as we both knew
how effective it could have been.

In hindsight | think I'd have been better
sticking with my initial idea to attack
from the opposite corner, probably
foregoing the sentry rules to allow me to
deploy my army together like a normal
Pitched Battle. Aithough this would have
raised the alarm immediately, it would
have given me at least two turns fo deal
with the Daemon Princess and
Possessed before they reached me. It
would also have prevented the Defiler
shooting at me without moving to a
better position.

I'd certainly be up for a rematch and
hopefully a bit more fortune with the f
dice. All that’s left is to wish Gary good
luck at Heat 2 and say... We'll Be Back!

o=t
o

Lessons learned today? Well, firstly,
never underestimate your opponent! And
always have a back-up plan! | was
convinced before the game that my
Monolith would prove to be an instant
game winner, and it certainly wasn't.
Other than that it just confirmed my own
views that Necrons work best as a
cohesive force which struggles once
split up, and Scarabs are a good
investment — hell, they nearly won me
the game.




The Games Workshop hobby takes '

many forms — playing great games

of Warhammer, Warhammer 40,000,

The Lord of The Rings or one of our

other games systems, converting and I N ST o R E

painting miniatures or collecting
and refining a powerful army.

Your local UK Games Workshop

hobby centre is the perfect place '
to try all these things, as well as _
getting expert advice from our &

staff. Here’s a look at all the
different things your local centre
can offer you...

A Games Workshop hobby centre is more than just a shop...

FREE GAMING AND TACTICS ADVICE FREE PAINTING AND MODELLING ADVICE FULL RANGE OF PRODUCTS

All our staff are gaming veterans (after all it's what they do for a livingl) No matter what your level of painting or modelling skill, if you spend 30 All our centres stock a full range of Warhammer 40,000, Warhammer
They can give you sound tactical advice, help you build battle-winning minutes with one of our members of staff you will see those skills and The Lord of The Rings games and models as well as all the hobby
armies and clear up most of your rules queries. improved and might find out something you never knew! materials you need to collect, build and paint your armies.

IN-STORE ORDER POINT BEGINNERS HOBBY ACTIVITIES

All of our stores are fitted with an in-store order point which you can use Our special Beginners’ programme teaches you how to play and helps Games Workshop hobby centres provide support and expert advice

to get your hands on all of our Specialist Games products. plus many you take your first steps into the Games Workshop hobby. The on all aspects of the hobby. They featurs team participation battles

components and classic models with which to customise your armies. programme runs throughout Sundays, so whether you want to learn for you to take part in, painting workshops to develop your painting
how to charge your Knights into your opponent’s batile line or lead a skills, and a forum for gamers to talk about the hobby. On Sunday
squad of Space Marines into battle, all you need to da is come along! evenings many stores run specific activities for those who have

graduated from the Beginners' Programme.

A’ : » ) b
VETERANS STORE CLUBS HOBBY CENTRE GAMING ROOMS
Many Games Workshop hobby centres run evenings (usually Tuesdays Many hobby centres that do not have the facllities of extra gaming Many of our larger hobby centres now have additional space to the
and Thursdays) for veteran gamers. They are aimed at older gamers space run in store clubs for the benefit of veteran gamers. These are normal shop floor in the shape of Gaming rooms. This makes It perfect
with plenty of experience on the battlefield. You can share ideas about evenings where the hobby centre closes to the general public, but for meeting fellow hobbyists and arranging larger games, playing
all aspects of your hobby, play games against equally experienced remains open for hobby and gaming activities. Please call your local campaigns or just painting and modelling. On Monday to Friday these
opponents, and alse play Games Workshop's more specialised gaming centre to check out the facilities they offer. rooms are reserver for veterans over the age of 16 but the weekend is

free for all veteran gamers and those who have been through the
Beginners' programme. These centres are marked by a cross. Give
them a ring to find out what's going on and to avoid dissapaintment!

systems well into the evening.
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Games Workshop products are sold by a large number of shops spread
throughout the UK. What follows below is a complete listing of all the stores
that sell Games Workshop products. Alternatively, you can find a list of all our
retail outlets on our website at: www. games-workshop.co.uk

We also have Games Workshop hobby centres in 16 different countries across
the world (and independent stockists in even more). Call 0715 97 40000 to find
out where they are. Most Games Workshop stores are open seven days a

AVON
ow BRISTOL (CENTRAL)

Gw BmsTOL (cnmas CAUSEWAY):
Jowt A QL7
BRISTOL, Areu 5‘I.

al: D117 4

PORTISHEAD, Makit:
YATE, Hoggosaurus Toystore:

BEDFORDSHIRE
GW BEDFORD:
LEIGHTON BUZZARD, Cuddlers:

LUTON, Ottakers:

BERKSHIRE
X GW MAIDENHEAD:

GW READING

GW SLOUGH
1 R i 0iTeR
BRACI(NEI.I., Om',lkers.
288124

NEWBURY Swumpys'
SANDHURS‘I’ Toyworld
WINDSOR O"ukers

WINDSOR‘WJ. Daniels:
BIRMINGHAM AREA

GW BIRMINGHAM.

GWDUDLEY
st 3t il Candre. Tef 01

GW SOLIHULL

GwW WOLVERHAM.PTDN-

Unit Tl 2 310 46
GW WALSALL:

L 0 L Ea Y LOPPIG i

GREAT BARR Guming Crypt:

PERRY BAR, Tny Revolution:

RUBERY Rny s Hobbies & Toys:
SUTTON COLDFIEI.D Digital Dragons:

BUCKINGHAMSHIRE
GW HIGH WYCOMBE:
Ve ‘

GW MILTON KEYNES:
U ast End Exian
Tat: (1908 690 477

BUCI(INGHAM Abuocus Toys:

GERARDS CROSS Howard Marshall:
MILTDN KE’{NES Daeron’s Books:

PRINCES RISBOROUGH, Treats:

CAMBRIDGESHIRE
GW CAMBRIDGE:

GW PETERBOROUGH'

ELY, City Cy:le Cenlre:

HUNTINGDON, Sports & Fashions:

PETERBOROUGH,
Westgme Departmem Store:

ORTON, PN Hobbles.

SAWSTON, The Toy & Model Centre:

ST. NEOTS, Westgate Department Store:

TEVERSHAM, Invocation Ltd:

WISBECH, Westgate Department Store:

CHESHIRE
GW ALTRINCHAM:
£ Tal 63 i

X GW CHESTER‘

x GW MACCLESFIELD.

GW STOCKPORT:
CONGLETON Deans Toys & Cycles:

1

CREWE, ABC Mndels Sport:
NANTWICH, Funfuyre LTD:
NORTHWICH Level 1

NOR‘I’HWICH The Model Shop:

STOCKPORT Gns!mgs Toeymaster:

CLEVEI.AND
X GW MIDDLESBROUGH
Unit & v
HARTLEFDOL WEsIguie Depnﬂmem
Store: . D
HARTLEPDOL, Illusions.
Tel G1429 2331

CORNWALL
qw TRURO:

vow Bridge

BODMIN, Brl:knells.
Bk 0120

FALMOIJTH Wunderlcmd Falmouth:
HAYLE, Blewe"s of Hayle:

PIELSTON Eddy & Son;

NEWQUA‘{ PEaneI Hobbywood:
1
ST AUSTELL Mad for Miniatures:

ST AUSTELL Adehu Toys:

TRURO, Mlllers Toymn:ter.

COUNTY DURHAM
GW DARLINGTON:

BISHOP AUCKLAND Wmdsock Models'

CDNSETT, Kwi'kpdﬁ'
DARI.INGTON, I.umb’s'
TEESDALE Toy Shop:
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COEKERMOUTH The Toy Shop:
COCKERMOUTH, Playtimes:
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PENRITH Hﬂrpers Cycles:
WHITEI’IAVEN, Robmson 's Model Shop:
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WORKINGTON, Toyrhaster:
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? HOBBY CENTRES & INDEPENDENT STOCKISTS

week and open late for gaming evenings, but please contact your local store
for more details. Stores highlighted in yellow indicate new stores.

Just to be sure they will have exactly what you want in stock, we recommend

you give them a quick phone call before visiting. If you're still unsure as to where

your nearest stockist is located, why not give us a call on 0115 9716 8200.
Hobby centres marked with a cross (x) have Gaming room facilities.
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GW CANTERBURY:
GW MAI DSTONE’

GW TUNBRIDGE WELI.S.

ASHFORD Oﬂukers'

ASHFORD, GI Computers Ltd:

BEXLEY HEATH, Kit Krazy:
T G BT

BROADSTAIRS, Time & Space:

CRANBROOK, Whites:
3 71324
DOVER, Turners Models:

GRAVESEND The Stamp Centre:
MARGATE Teyn‘msler Kingdom:
SEVENOAKS JH Lorimer:
SEVENOAKS MBnklows,
SITTINGBOURNE, AJ Blundell & Son:

TONBRIDGE Klds Stuff:
LANCASHIRE
GW BLACKPOOL:

05

GW BOLTON-

GW PRESTON.

ACCRI NGTON, Twu‘\ Su ns;

ASHTON UNDER LYNE, Byte Size:
it

BLACKBURN, Mercer & Sons:
BU\CKPOOL Tnymnsfer
ét;l.#oN Greens Toymaster:
EOL'I'ON 'I'oymusler‘
BOLTON whnaker s Toymasters:
BURNLEY Arihur Benn:
BUR\’ TnymasIer.

1

CHORI.EY, A & B Games:

CHORLEY, Hampsons Toys & Nursery World:
i D1257 263045

CLITHEEOE, Cowgills of Clitheroe LTD:
HIEKHAEA, RK Eoyes:

I‘.ANCAETER, I.uwsons Toymaster:
I.ANCASTER, Mlcro Markets:
LEI(;H, Srorkfown Limited:

LEIGH Toyrnuster.

MORECAMEE Richurd Lancaster:
OLDHAM, Oﬂukers.

PRESTON, Tnymnsmr
ROCHDALE‘ Microshack:
I'!OSSENDALE Rossendule Models:

THORNTON- CLEVELYS, Toy2save
Culle:'uhles

WIGAN Sophnes‘

WIGAN, Wigan Model Centre:
LEICESTERSHIRE

GW LEICESTER.

GW LOUGHBOROUGH,

ASHBY DE-LA- zoucn Steve’s Models:
COALVILLE, P Toys:
HINCKLEY, Punctilic Model Spot:

LOUGHBOROUGH, Geoffs Toys:

LINCOLNSHIRE AREA
qw GR|M5.EY:

1472 34

WHAT’S IN STORE FOR YOU?

GW LINCOLN:

B;LIRNE, GT énllect‘uble Cards:
éAINSBéEDI.IGH, Toymaster:
GEANTHAM; Arbon & Watts:
()BRANTHAM, Actess Models:
I.OUTH Cush:llne
Y

MABLETHORPE Belas Toymaster:
QUADRING, MS Sturgess:
SCUNTHORPE Shermuns Model Shop:
SCUNTHORFE ToymusIer-
SCIUNTHORPE Westgate Department Store:
SKEGNESS, ‘I‘he Model Shop:
SPALD!NG, Mr.:sun s Models:
SPALEIING, W.esIgaIes Department Store:
ETAMEORI;, Howleys:

i GI780 TE2 12

MANCHESTER AREA
GW MANCHESTER (central):

LEIGH, Toymuster. £ ST 1118
MANCHESTER, Wafers!unes-

WARRINGTON,
Steve Webb Models & Hobbies:

MERSEYSIDE AREA
GW LIVERPOOL:

GW SOUTHPORT.

GW WARRINGTON'

WAI.LASEY, Flresu:le Miniatures:

WIRRAL, RS Models' al: 0151

MIDDLESEX
ENFIELD Jennlngs Stores:

UXBRIDGE A Bowll Wright:
NORFOLK

GW NORWICH-

CROMER Medlund Toys'

DISS ToymnsIer'

EAST DEREHAM, Youngsters World:

GORIIESTON, Toymaster:

v 140

HOI..T‘ Sturlings-ToymusIer-

HUNSTANTON Hunstanton Models:

IPSWICH, :rc;quster ‘Klngdom.

KlNGS LYNN, W'es'guia Department Store:
0081

KINGS LYN‘N‘ Er‘nplre-

NORWICH Kerrisons’

NORTH WAI.SHAM, Blackfish Games:

SHERINGHAM, Starlings-Toymaster:

WYMjONDHA.IVa,&The Toy Loft:

WROXHAM Point House Teyshop:

NORTHAMPTONSHIRE

GW NORTHAMPTON:
5 Princens Walk, ( Ve

CORBY Westgr.ﬂe Department Store:

KETTERING Toymaster Kingdom:
i

KETTERING,

Green Angel Cards & Games:

NORTHAM.FTON, Toymaster:

RUSHDEN, Oshnrne Sports & Toys:

WELI.INGEOI!OUGH Software Seller:

NORTHUMBERLAND
ALNWICK, Woodys Cempufer and Video
Game: i
AMBI.E Gremlyni Impons
y 9306

HEXHAM Fulrpluy"

MORPETH TG Allan:

NOTTINGHAMSHIRE
GW NOTTINGHAM (eentral):

GW WARHAMMER E\I‘ORLD'
MANSFIELD, Brldge SIfeeI Model Shop:
NEWARK, Auess Models:

016
NEWARK ‘I'oymus'er.
NO'I"I'INGHAM Shuwes
RETFORD, Toymusler:
RE‘TFD"RD, Puz?l‘es Plus:
WOODBORéUéH Regency Printers:
WORKSOP Toymaster:

WORKSOP, Model Base:

OXFORDSHIRE
GW OXFORD:

AB.INGD.ON Ju;l Toys:
BANBURY Trinder Bros:
BICESTER DenIons'
CAII"I)'ERTON, G'IIes Sports:
EOVII‘I.EY, Dent.ons:

DIDCO'I' DenIans-

QXFORD Boswells Toymaster:

THAME md Peduller'

WAI.LINGFORD Pettits of Wallingford:
WANTAGE 5wumpy 58
WITNEY, Denlnns:

SHROPSHIRE
x GW sunawsauav

Mz i 01747
BRIDGENORTH Hobby Horse
NEWPORT, Model Mania:
OSWESTRY Funfuyre,
SHREWSEURY Funlcyre'
TELFORD Scmda Games:

TEI.FOIID Queshng Knight Games:

SOMERSET
GW BATH:

A inesr Dol id 41
BRIDGEW.A‘I’ER, Gumes Mr.lr!
BURNIHAM ON SEA, GW Hurley:
Fk_OMI.E, 'I'he Ell;nbruy Press:

ClHAHD, Gu‘mes Wizard:
GLASTbNBHRT Pedalers:

MINEHEAD Mmeheud Toys & Medels:
TAUNTON Kruckers

WELLS, Wells Medels:
W‘EST‘ON‘SL‘IPER-MARE Griffins Games:
WESTDN SUPER MARE, JJ Toys:
YEOVII. Yeowl Colle:Iors Centre:

STAFFORDSHIRE
¥ GW BURTON ON TRENT:

W
GW ETOKE' .

BURTON ON TRENT Sipm( Games:
BURTON: ON TRENT, Toymaster Kingdom:
STAFFORD JW Bugnull.

STAFFORD Too Fat Goblinz:

TAMWORTH The Old Bell:

TAMWDRTH Geoﬂ’s Toys:

UTTOXETER The Toybox:

SUFFOLK
¥ GW IPSWICH:

BECCLES, T;:y Box:

BURY ST. EDMUNDS, Model Junction:
BURY‘ ST. EDMUNDS, Toymaster Kingdom:
FELIXSTDWE Wizards Taxis:
HALESWORTH Halesworth Toy Shop:
HAVERHILL, Bnby Connexion:
I.PjSWICH, Toy World Ipswich:
LOWESTOFT, Toymaster Kingdom:
NEWN\ARNET, A_.ﬂouns Toyland:
STOlWI\l'IARKET, !;impson & Sons:
SUDBURY, 'I:n)_'musIer Kingdem:
SI.ID‘B‘[‘.IRY, Tuy C‘pnnexiom
WOODEBRIDGE, Toytown:
SURREY
GW GUILDFORD:
ow woxms- o
CAMBERLEY, Ma‘r‘ni‘ngstar‘ -
CRANI.EIGH Dcvld Mann:
DQRKI NG, Dorkmg Medels:
EPSOM I?I’Itukze‘rs‘
EPSOM, Musters of Epsom:
FARNHAM, Elphicks:
EEDHILI. Gumers Guild:
REIGATE 'I'he Toy Shop:

WAI.'I'ON ON THAMES Naseem:

SUSSEX AREA
GW BRIGHTON
GW CRAWLEY
GW EASTBOURN!'
BEXHILI. ON SEA, Mulek Models and
Hobbies:
124 B1L
BOGNOR REGIS, Trains Models and
Hobbies:

BURGES’# HILL, Kld's Stuft;

CARFAX Guudu:res Toymaster:
CHICHEETER Chu:he.sIer Toys:

HASTINGS Jude Mamul Arts:
HAYWARDS HEATH Heath Models & Toys:
HORSHAM, Genrle Gallery:

HORSHAM Onukers

LEINES The Hohby Shop:

STEYNING‘ Gemle Gallery:

UCKFIELD Kld’s Stuff:

WORTHING KC 's Games Shop:

'I'YNE AND WEAR AREA
GW NEWCASTLE (cEmml)

GW NEWCASTLE (METRO CENTRE)

szno CENTRE, G}i'eshéud, Toymaster:
NORTH‘SHIELPS, SR Gladstene & Son:
SOUTH SHIELDS, Coats Models:
SUNDE:KI...AND-, Exkayex:
SUNDEHLANI?; The Toy & Computer Shop:
SEINISERLANIS, Jluplings:

]

WASHINGTON, Toymaster:

WARWICKSHIRE
GW COVENTRY:

.GW‘I.GAN;NG.TDVN SF;J:-'

BEDWORTH lewuy & Modellers Junction:
KENILWOI!TH Abacrmﬂ Arts & Pictures:
NIINEATON, Nuneaton Bookshop:

RUGBY, lofo Railways & Models:
D178 LYy
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CARMARTHEN Hurdlngs.
CHEPETOW’ Arils1s Corner:
DYFED Clnri:e Toys.
HAVERFORDWES'I’ Merlin Models:
I.AMPE'I'ER, Lomaxs:
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SWANSEA Com:x Shoppe:

' 017

WREXHAM, Brite Ideas:

SCOTLAND
¥ GW ABERDEEN:

GW AYR:

GW BRAEHEAD:

GW DUNDEE:
GW EDINBURGH:

GW EAST KILBRIDE:

G\IM ‘)FALI.(IRK: ‘

GW GLASGOW-

ABERDEENSHIRE Buchun Cnlle:hhies.
ANGUS Gnrdlners.

ANGUS, J Yule & Sons:

DINGWALI. Spoﬂs and Model Shop:
EDINBURGH Murionwlle Models:
ELGIN, Junner s Tnymnsier:

FIFE, The "Nappy Pin:

FORT WI LI.IAM, The Granite House:
GALASHIELS B;nks Plus:
GI.ASGOW Static Games:
HAD.DINGTONT Cycle Services:

ol 01620 RIEG

INVERNESS, Junners Toymaster;
KINCARDINE Bun:hnry Toy & Gift shop:
KINROSS, The Hope Chest:
KIRKCUDBRIGHT SW Computers:
KlRKCAI.DT, The Hope Chest:
KIRKWALL Genrge Leonard & Co:
ORKNEY Mclennun-Toymuster.
PETERHEAD Geurge Dondld:
SHETLAND! Harrys Dept Store:
ST.IRI.ING, _DI: It @ Your Leisure:
'I'HURSO, J IIIIcm:

W:EST I.OTI-_IIAN, Toy Works:

CHANNEL ISLANDS
JERSEY ST, HEI.IER Space Craft:

.IERSEY, ST HELIER The Little Shop:
GUERNSEY ST. PETERS PORT,

Creasys Toymaster:
GUERNSE\’ 51' PETERS PORT, Curuusel'

NORTHERN IRELAND
GW BELFAST: 20A C:

co. AN'I'RIM Mudelmunlu

EO. ANTRIM, Cumerons-

CO ARM.AGH, D, Jeﬂers.

CO DDWN Replny Gcmes.

€O0. DOWN Stewuri Mlller & Sons Ltd:

CO. FERMANAGH Mudellers Corner:

CO. TYRONE, WhiIES Toymaster:

EIRE
GW BLANCHARDSTOWN:

GW DUBLIN:

CO CORK Murys Toymuster'

CO CORK Murphy s World of Wonder:
CO CORK Murphy 's World of Wonder:
co, CORI(, Noddy s 'I'nymnsrer

CO. CORK, OthFr Realms;

CCI. DUBLIN, Banba Toymaster:

co. DUELIN, Nimb[;: Eingers:

Cco. DUBLIN l Banba Toymaster:

(.‘O. DUBLIN 3 Furlongs Toymaster:
CO, DI.IEILIN 5, Tnymus'er.
CO. GAI.WAY, Gumers Renlm.

CO. GALWAY, II’s Magic:

CO. KERRY, Killnrney Model Railway:
CO KII.DARE, World of Wonder:

CO. KILKENNY, Michael Crotty Toymaster:

COo. LIMERICK, The Gathering;
CO. LOUTH, Pick & Save:

CO. WATERFORD,

Murphy 'I'ay and Cycle Spe:iullsis'

co. WATERFORD The Hohby Shop:

€o. WATERFORD, Fitzmaurice Toymaster:
co. WESTMEATH, 'I'r.vy City:

€O. WEXFORD, Play & Learn:

CO. WICKLOW, ER Harris & Sons:

INTERNATIONAL ACCOUNTS
SOUTH AFRICA

CAPETOWN, The Boys and Mens Hobby
Shap.

CAPETOWN Wizards Warehouse:
LINMEYER, Dragons Den:

I'“RET.ORIA, The Smelly Troll:
JOHANNESBURG Esswex Retail:
JOHANNESEURG Wizards Warehouse:
DURBIIN Wizurds Wurehouse:

3}
DURBAN, Durban North,
The Hobhy Specml:sts

POR'I' ELIZABETH Wizards Warehouse;
MAI.TA
Forbndden Power: 1 |

KHobh-es Ltds Hompesch Ro

GIBRALTER
Bon-Mau Hobbies:

UNITED ARAB EMIRATES
Fantasy Games Trading:

GREECE
ATHENS, Aclion Hohhies:

A'I'HENS Funh:lsy Shop.

ATHENS, anasy shop-

ATHENS, Fantasy Shup:

ATHENS, Fomtasy Shop:
.I\'I"‘HENS, Kulissu AmcrEusiou!
ATHENS, KEisEu Ehes; & Gumgs:

ATHENS, Kaissa Glyfadas:

ATHENS, Kaissa Monokeras:

ATHENS, Kulssc Pugrahuu

ATHENS, Kaissa Peiraia:

ATHENS, Kuissa Pigusos:
.(:REII'E, Kaissa Hunln: V
I.ARII‘.AS, KcIi;sE LurisI:s:
PATRR EunIusy Shnp.
THESSALONIKI, Fun'usy Sh;p'
‘ TU RKEY
ISTANBUL, Sihir:
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Tower of
Roistone-Vasie

Stefan regarding events unfolding in the
cursed Jands of Sylvania T must say
that it scems that my young rescarcher has
much to learn about the world. With cvery

letter I receive from him, he seems more
inclined towards astounding flights of fancy.
It seems that he is not growing out of his
navety and gullibility. and has a
disconcerting habit of getting himself
caught up in cvents rather than just
observing them He has written to me
telling me that the ancient Vampire Counts
have once again risen to prominence and are

Ihavc recently received a despatch from

awakening the long dead armies of Sylvania:
information that one must take with a
pinch of salt (though to be hopest. a big
bag of salt might be more appropriate). But
to propose that Mannfred von Carstein,
that arch-fiend that once threatened our
lands and was eventually cut down at Hel
Fenn, is in fact alive and well in Sylvania
seems to me to be, well, rather
preposterous. It would appear that young
Stefan is still as terrified by tales of the
living dead swooping through the night
skies and feasting on the blood of young
virgins as he was when he was a young
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lad! This is. of course, not helped by such
populist writings as those of Felix Jacger,
who's work My Travels with Gotrek’
merely feeds such superstition,
Nevertheless, despite my sceptical
doubts as to the validity of young Stefan’s
information, T must admit to having always
been intrigued by the dark tales of
Sylvania. Whether these aristocratic
Vampires truly existed or not is besides the
point in my opinion - their fell deeds and
exploits, their casual nihiism and their
romantic, tragic image as portrayed in
pocms, tales and cven by players i the



Royal theatre in Altdorf, makes them an.
intriguing part of Empire ‘history’ ‘

With my interest once again sparked. I
decided to do a little research to discover
what the army of Sylvania actually was like.
Although tales of Vlad and Isabella von
Carstein and the later Vampire Counts are
commonly known, it surprised me to realise
that even | koew little else about Sylvania
other than thesc fantastical characters and
cpisodes. What would the army of Sylvania
actually be like if it rose from the grave? I
must admit to my ignorance - I was not
even truly sure of what the official colours
of Sylvania were before embarking on this
research!

Pouring through ancicnt texts dragged
from the mouldering depths of the stacks in
the Imperial Library by the beleaguered
young Wendelen — apologies to him for
requesting such books as the truly colossal
War and Warfare of the Empire, 2 book
nearly as large as 1 - 1 discovered many
unusual things that T had not before known.
Nevertheless, for now I must ignore many of
these intriguing tid-bits of knowledge, lest I
be drawn off into all manner of obscure
topics - I would dearly like to look into a
reference I have come across about the
people of Merika and their bizarre wigs.

I have been accused in the past of being
drawn off on tangents in my essays, so I
will endeavour not to do that here.

Within the vellum pages, I discovered a
report that 1 believe has never actually been
Jooked upon since it was written. It was
recorded in a hurried fashion by a scribe
who was an inadvertent observer of a battle
between the forces of Middenhiem and
Count Viad von Carstein. I can only guess
how this report ended up stuffed between
the pages of an ancient book. The wax seal

on this communication was unbroken. The
report describes a battle that was fought
almost five hundred years ago - a hattle that
I cannot find reference to in any of the
histories. This battle I have named the Battle
of the Old Forest Road. Alas, I cannot be
more specific than that, for the report
docsn't really describe exactly where this
battle was fought, other than being near the
Old Forest Road. Tt is my belief that it was
fought within the borders of Middenland,
quite close to the border of Hochland. 1
will have to seod young Stefan along the
Old Forest Road at some point in the future
in order to sec if he can find any evidence
to back up my belief.

I will now give a bricf overview of the
times that the battle was fought. and then
go on to examine the battle itself. In doing
this, I will take 2 look at the army of
Sylvania itself (though, of course, it daes
not now cxist), examining what it consisted

of and looked like.

The Wars of the

Vampire Counts

Sylvania has always had a rather bad
reputation. The first recorded instance that |
can find of this goes back as far as IlII,
when the Great Plague ravaged the lands and
it is said the dead stalked the night. Over
six hundred years later, in 1797, Vlad von
Carstein became the Count of Sylvania, by
marriage, when he wed the alluring Countess
Isabella von Drak. However, the Wars of the
Vampire Counts, supposedly led by the very
same Vlad von Carstein didn't even begin
until over two hundred years later! [ must
say 1 am a little bit doubtful of these
stories. | am sure that Vlad was an imposing
and powerful man, probably a little unhinged
and with a‘gtrange fondness for the night,

F N

but I'm not sure I can believe he was a true
undcad monster. What's more, I sce 1t as
more likely that his successors took the
name Vlad to scare the simple peasants of
Sylvania rather than him actually living - or
rather, not fiving - for so long. Nevertheless,
I will continue through the rest of this essay
putting aside my beliefs and presenting the
information as I found it.

But anyway, to continue with the
background overview. In 2010, Viad began the
Wars of the Vampire Counts by invading
Talabecland with his armies, and began
pushing towards Talabheim. This was a time
of strife for the Empire. A giant comet had
smashed into the city known as Mordheim,
sending shock waves throughout the Old
World, and the Emperor’s throne sat empty.
Civil war was brewing in the lands, as three
climants for the throne vied against each
other. This was the perfect time for Vlad to
strike, for no unified Empire force would
muster agamnst him - they were too busy
squabbling amongst themselves.

The following years saw Vlad destroy
several armies that moved out to fight him.
He promised clemency for those who
surrendered to him, and no mercy to those
who did not. He followed up on these
claims, slaughtering thousands who stood in
his path. It is said that Vlad was himself
slain in one of these battles. only to reappear
the pext night apparently unscathed

At the Battle of Schwartzhafen in 2025,
it is recorded that Vlad's army of Sylvania
fought the Elector Count of Middenheim
and his armies. Riding alongside the Elector
was Jerek Kruger, the Grand Master of the
White Wolves and a great many of his
ferocious warrior—templar brethren. It is said
that Kruger slew Vlad that day. pulverising
his head with his mighty hammer.







Nevertheless. less than a year later Viad
was leading another army of Sylvania - he
was determined to repay Jerek Kruger and
his White Wolves for his previous defeat.
This is when the Battle of Old Forest
Road took place.

The Battle of Old Forest Road
Kruger had ridden from Middenheim to
face the Sylvanians once again. rank upon
rank of White Wolf Templars at his side.
The battle was fought in the depths of
winter, and crisp white snow covered the
forested fandscape - mot that this would
have hindered the White Wolves, being as
they are devotees of Ulric himself. 1 will
now have a look at what von Carstein’s
army of Sylvania actually consisted of
There are no exact figures, but it appears
that the Sylvanians were outpumbered. Being
that they were i unfamiliar territory and
were not as well motivated, armed or
armoured than the Middenheimers, Jerck

Kruger must have been confident of victory.

He caught the Sylvapians off guard, and
they were forced to form imto a hasty
defensive formation.

The personal guard of von Carstein,
koown as the Drakenhof Guard, were
certainly present at the battle. These
staunch defenders of their lord were
ficrcely loyal troops, armed with their
great-swords and bedecked in expensive,
finely wrought armour. These were the
clitc of the Sylvanian army. and many
victories had been won by their heroics.
The battle was fought across several wide
open, snow—covered ficlds, hemmed in on
the sides by thick pine. The Drakenhof
Guard formed an anchor in the centre of
the Sylvanian battle line. It is said that
Viad himself stood amongst them, a loyal
young captain at his side holding his
family standard. I believe this young man
was Vlad's brother-in-law, Vulf.

To cither flank of the Drakenhof stood
the ranks of Sylvanian regular troops. They
were armed with a mix of crossbow, spear
and halberd, and were bedecked in therr
regimental colours - black, red and purple
With his usual callous lack of respect for
life, Viad forced his levy troops to array
themselves before the rest of the army, to
take the brunt of the initial fighting A
small force of Drakenhof Templars worked
their way through the trees out to the east,
together with a scouting force of hunters,
moving swiftly to outflank the enemy.

The White Wolves fell upon the
Sylvanians in three waves, crushing the levy
utterly and routing the survivors who fell
back in confusion. Viad ordered his troops

to fire upon those who fled - he tolerated
no weakness. The White Wolves carried on
into the hail of crossbow bolts and charged
into the spearmen and halberdicrs, killing
hundreds of them. Jerck Kruger, leading the
Ieft flank, smashed aside all resistance. The
right flank too pushed the Sylvanians back,
threatening to break them. The only place
where the line was not pushed back was in
the centre, where von Carstein’s Drakenhof
Guard held firm Nevertheless, they were
being brutally cut down, until merely a
handful remained. Kruger must have believed
that victory was imminent. Even the
appearance of the Drakenhof Templars,
striking into the right flank from the
trecline could not halt the White Wolves.

It was then that Vlad's necromantic
powers came to the fore, if this report is
to be belicved. Dark energy coursed from
the Count; his cyes turncd black and a sick
feeling of dread overcame all on the ficld.
The clouded sky turned dark, and it is said
that the heavens were filled with a million
swarming bats. The sound of howling
wolves crupted on all sides, and the shapes
of massive, loping canines appeared,
ghosting out of the forest. Bats swarmed
down onto the White Wolves, and the
massive wolves leaped upon the kmights,
dragging them from their saddles.

But more horrific, more unnatural than
this, the dead began to clamber to their
feet - Sylvanians and White Wolves alike -
to claw at the enemies of Vlad. Horses
screamed in terror, and panic epsued. Each
time another warrior fell, the forces of
Vlad grew stronger. The Count's few
remaining living warriors were horrified, but
their Count proclaimed that even the dead
fought at their side - surely this was a
sign of the gods favour, he said - yet still
his men were much disturbed. 1 would
hazard a guess that this is putting things
rather mildly - secing your dead comrades
continving to fight must have been, well,
off-putting,

Soon, there was no living White Wolf
on the field of battle save for Jerek - Vlad
wanted to deal with the Grand Master
himself. Before the eyes of the horrified
Grand Master, and the scribe who detailed
this account, unseen on the edge of the
trees, transfixed and fearing for his life,
Vlad had his undead automatons turn on
his own troops, ripping them apart.
Obviously, he preferred the unquestioning
obedience of the dead. Interestingly. the
scribe relays that Viad's captains were
vnharmed, and unfazed by the horror
around them - he speculates that their
pallid complexions, their strength and their

attitudes betrayed them as being vampircs
like the Count himself.

Vlad drew his blade against Jerck
Kruger. and within moments had cut the
Grand Master a dozen times. It was at this
moment that the scribe made his escape,
runaing blindly through the forests, cold
and frightened, and being pursucd by
monstrous wolves. How he ever made it
back to Middenheim, surviving the cold, is
beyond me. I must interject that it is my
belief that he was suffering dclusions when
he wrote about the battle - he was
probably in deep shock at witnessing such
an uncxpected defeat by the Sylvanians and
exposure to the clements. Indeed. he was
later found dead at the base of a tall tower
within Middesheim, his back broken, and
his face contorted into a hideous cxpression
of absolute terror.

So what became of Jerck Kruger?
While the Battle of Old Forest Road
might not be recorded in the historics, the
demise of Kruger certainly is. Well, not
his demise so much as the aftermath of it.
He was found at the base of the
Ulricsberg — the massive stone monolith
that the city of Middenheim is built upon.
His body was completely drained of
blood. and staked to a tree - thick
wooden pegs had becn driven through his
hands, pinning him in place.

So, if what Young Weirde says is true,
then the Vampire Counts have reawakened.
If this is true - if it 1s possible, that is,
of course - then 1 would imagine they
would be awakening their Jong dead armies
of Sylvania, complete with Drakeshof
Guard. These soldiers were utterly loyal in
life. so I would imagine in death they
would be horrifying adversaries.

On the following pages. I have
commissioned some sketches of how the
Sylvanian soldicrs looked in regimental
colours - in lifc, of course. I would not be
so vulgar to have sketches of walking
corpses commissioned ~ I have no need to
bring the witch hunters down upon me.
Although my rational mind balks against
such thoughts, in these days strange things
happen. It would not bc beyond the realms
of possibility that the Counts would wish
to see Middenheim humbled, for they
have long been antagonists. and the
Middenheimers were certainly intrinsic in
the final defeat of the Vampire Counts of
old in the decades after the Battle of Old
Forest Road. ;

Maybe I have listened too long to
young Stefan's superstitious insistence that
such things walk the night. Nevertheless, 1
think [ may leave a lamp burning tonight.

A
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‘The” Armies of Sylvania
With sketches by Nuala Rat-Keeper -
the ever helpful and humble artist, -
illustrator and scrivener of the Library
of Altdorf,

5> In this artistic depiction. a Drakenhof
Templar holds the Drakenhof Banner. Note
that this is the banner as 1t was before the
coming of Vlad von Carstein, and as used
for scveral centuries by the Von Drak
family. Tt traditionally was held within the
great hall of castle Drakenhof.

@Oncc Vlad von Carstein took power,
he changed the banner design to
incorporate parts from his own family
standard. If he truly was one of the
Undead, however, I can't help but think
that he wouldn't be fooling anybody with
this banner. Note that Vlad did not
change the banner overnight, but that it
was slowly changed - the first noted
changes were the removing of the symbols
of Sigmar. Over a period of around a
century. it slowly changed to the depiction
below. It is said that this banner still
hangs within the great hall, though it
must surcly be moth-caten and thin by
now. It 1s said that when it is carried to
war, it attracts all manner of creatures of
the night who run, fly and crawl alongside
the army. Pure fiction, certainly.
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These' pages depict some of the soldiers
that fought within the army of Viad von
Carstein carly i his reign (te. before it is
claimed that they were slin and re-animated
by him). They show the colours that the

warriors of Von Drzk and later Von
Carstein wore as their uniform. Black,
purple and deep red are the family colours,
as shown in these sketches.




<D One of the standard soldicry of
Drakenhof. Note the appearance of the y
holy twin—tailed comet cograved onto f
the breastplate clearly shows that this
warrior comes from a time before Viad

His insistence that such icons be
removed from his sight caused
much gromblings amongst his
people. Nevertheless, s their
new lord proved himself to be

a powerful leader, and that the
fortuncs of Sylvania took a steep
increase in his carly years, they
overlooked such eccentricitics.

@ Another of the general soldiery of
Drakenhof. Clearly a wealthy individual,
possibly a captain of one of the many
crosshow regiments — this was, of
cousse, a time before the modern
magic of black powder. Even in irrcgular

forces, such as crossbowmen and other
militia types, they would thave made
their allegiance plain to see - as
evidenced by the colour of this
figure’s leggings. and the flamboyant
dyed feather.

&3> One of the elite Drakenhof
Guards. These soldiers were the
most favoured of all the warriors in
the army, and were treated as minor
nobility. They wore finely crafted armour
- generally each warrior had to purchase
this himself - this kept the ‘rabble’ out of
their ranks - and were armed with
powerful great-swords. They acted as
Vlad's persopal guard, and now, if rumours
are to be belicved, continue to act in this
role after death I must admit the thought
of such long dead, dedicated warriors
manning the walls of Castle Drakenhof is
rather off-putting.




The Von Carsteins have risen fo become the
most powerful of the Vampire bloodlines in
the Old World. Hailing from the cursed land
of Sylvania, these Undead lords lead their

legions fo conquer and subjugate the

living. Those unfortunates who call the Von
Carsteins their rulers can look forward to a
life of misery and squalor, being nothing but

human cattle for their vampiric masters.

Build and convert your own Von Carstéin

Von Carstein Vampire £9 Mannfred Von Carstein £8
This blister contains 2 Von Carstein Vampires (including 1 mounted). Denmark. ..k 115.00 This blister contains Seomark 10000
Sweden ...k 140.00 1 Mannfred Von Carstein. E{,‘,Z‘,"‘f,’f_g;‘_;_"éfgggg

1111 . €15.00

Skeleton Warriors £15 Zombhie Regiment £15

This boxed set contains 20 Denmark. ..kr 200.00

3 v . Sweden ...k 250.00
multi-part plastic Zombies. B £25.00

This boxed set contains 20
multi-part plastic Skeleton Warriors.

Ghouls £6 Dire Wolves £5

This blister contains 3 Ghouls. Deamark. .. kr 70.00 This blister contains 2 Dire Walves.

Models shown at 65% actual size. Models supplied unpainted.

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




£6 Fell Bats

£6

Grave Guard

This blister contains 3 Grave Guard.

Bat Swarms £7
kr 80.00

This blister contains 2 Bat Swarms. Denmark....

This blister contains 2 Fell Bats.

£5

Spirit Host £6 Black Knights
This blister contains 1 Spirit Host Denmark......kr 76.00 This blister contains 1 Black Knight.
Sweden ... kr 80.00
Euro.... .. .. .€10.00
Madels shown at 5% actual size. Models suppned unpamted
% e =p g S o e o S i e tr e . o

@
Using the components shown
here, you can create stunning
conversions to make your Von
Carstein army totally unique.

NECROMAMNCER 1
9947020701001
Ll NECROMANCER 2 ., NECROMANCER 3

9947020701002 £4 0047079901011 £4

—3 § W

VLAD VON CARSTEIN MANNFRED MANNFRED'S MOUNTED WIGHT MOUNTED WIGHT ISABELLA VON CARSTEIN
9847020701602 £4 VON CARSTEIN SWORD ARM SHIELDS 1 SHIELDS 2 9947020701601 £4
9947020707801 £4 9947020707802 £1 9947020702709 £0.50 9947020702710 £0.50

Models shown at 50% actual size. Madels supplied unpainted.
St ————

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

NECROMANCER TORSO
9847020701201

£2

T T TRy T

Sweden .....kr 65.00

VAMPIRE BODY
9947020700801 E£8

»
-

-

- ﬁ 3
B

VAMPIRE CLOAK
9947020700902 £1.50

R RS i——
WWW, gumes-worksh p.co.uk/vumplrecounis 89
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WARHAMMER 40,000 WORLDWIDE CAMPAIGN

Graham McNeill and Phil Kelly explain the rules used to run the
Studio Eye of Terror campaign so that you can vse them to run your
own campaigns in this war-ravaged area of the Imperium.

INTRODUCTION
Graham: The Eye of Terror
campaign is over... deep breaths
everyone... and relax. Well, that
was fun, wasn't it? Eight weeks of
furious gaming, over a quarter of a
million games played by over
(appropriately enough) 40,000
generals plotting the destruction or
salvation of the sectors
surrounding the Eye of Terror. Did
you play your part? Did you do
your bit for the Imperium or
Chaos? Would you like to play
more? Then you're in luck. Both
Phil and myself were heavily
involved in the Eye of Terror
campaign, working on the codex
and helping develop what was to
turn into the largest worldwide
campaign Games Workshap has
ever run. Armageddon 3 was big,
but this... this was gargantuan.
[t's been a lot of fun to watch
the fruits of our (and many other
people’s) labours really fake off in
such a big way. Players jumped at

J/EYE OF TERROR'A

the chance to play in the campaign
and soon alliances, pacts and
unsteady truces were being formed
through the Internet and in gaming
clubs all across the world. But all
good things come to an end; Buffy,
The X-files, Blackadder, Space
Precinet... (ok, that last one is a lie
- that’s something that should
never have befouled TV screens in
the first place) and now that the
dust has settled on the bloody
battlefields of Segmentum
Obscurus, it's time to sit back and
relax after battles well-fought. Or is
it? We decided that we wanted
more, and thought that it would be
cool to continue the destruction
unleashed in Abaddon’s crusade.
After all, it's a raging certainty that
there’s fighting still going on in and
around the Eye of Terror.

Now, while we weren’t ever
going to be able to recreate
something on the same scale as a
worldwide online campaign, we
didn'’t feel that that shouid stop us

from doing something fun. So
between us, we sat down to plan a
couple of articles based on setting
up a reasonably sized campaign
system that would allow people to
continue the war. Conveniently, it
would also allow us to print a great
deal of the Event Cards that the 40K
team had slaved long into the night
to create in time for the campaign,
but hadn’t been played during the
eight weeks of warfare. So, as you
can ses, there’s something new for
you all to discover, wrangle over
and fight for.

So, without further ado, I'll pass
you over ta Phil....

Phil: So who amongst those
participating in the Eye of Terror
campaign wished that their battles
could affect the fate of a world,
rather than a city block? Who wanted
a whole handful of Event Cards to
play on their own battles rather than
just reading about the occasional
card in the newsletters? | think it's
probably the majority of us - no
matter how much fun you can have
as part of a worldwide effort it's still
a good feeling to play a lead role
rather than be one of the chorus.
With that in mind, we've decided to
scale down the Eye of Terror
campaign so that it can be played
amongst a group of gamers rather
than an international community.
Here’s a step-hy-step guide on how
to run such a campaign.

il

EYE OF TERROR REDUX PART ONE




HOW TO RUN YOUR OWN EYE OF TERROR CAMPAIGN IN TEN EASY STEPS

1) GET HOLD OF THE

EYE OF TERROR MAP

If you regularly buy White Dwarf
then most likely you'll have a copy
of the Eye of Terror map
somewhere, if not then it should be
simple enough to get one from your
local GW store (there’s a smaller
one printed at the end of this article
if all else fails). Once you've secured
one of these maps, find a nice
prominent place to display it, either
in your local store, in your gaming
club or even, at a pinch, on your
bedroom wall. This will become the
focal point of the campaign, so
make sure the map’s accessible.

2) FIND A GM AND
A SET OF PLAYERS
You'll need to find one amongst you
willing to put in a little extra effort as
the person who runs the campaign:
the Games Master or GM. This isn’t
as difficult as 1t sounds, as the most
organised and keenest players often
volunteer for this role, or you could
get a founder member of your
gaming group or even a member of
GW staff to take this on. As for
players, you'll need an equal amount
of Forces of Order players and
Forces of Disorder players, to a
maximum of twelve per side.

For those with rusty memorles,
the divide lies like this:

FORCES OF ORDER
Space Marines*
Daemonhunters
Imperial Guard*®
Sisters of Battle
Eldar*

Tau*™*

FORCES OF DISORDER
Chaos Space Marines*
Dark Eldar

Necrons

Tyranids

Orks*

* Plus ALL variant lists, so the 13th
Company would come under Space
Marines in the Forces of Order
category, similarly the Ulthwé Strike
Force under Eldar, etc.

** The Tau have been included in
the Forces of Order section for
simplicity’s sake; afler alf, it’s a bit
cruel fo banish Tau players fo the
£astern Fringe whilst everyone else
has all the fun. ..

A As with the Studio Cityfight campaign, the map became the place to scheme and plof.

Once players have chosen their
camp, ensure you find out who else
is on your side and have a good chat,
maybe even discussing the grand
strategies you intend to implement.
This campaign has a lot of team play,
it's the good guys vs the bad guys,
so it's important you have team
spirit; the side that works together
most efficiently will win, just as with
the worldwide campaign. Next, sit
back and wait for the GM to give the
signal for war to begin.

This is as far as the players need
go, but a quick peruse over the rest
of the article will help the campaign
flow smoothly.

3) PHOTOCOPY AND

PREPARE THE EVENT CARDS

You may have noticed the mention of
special Eye of Terror Event Gards
here and there. Although we're
planning to publish them next
month, these are an integral part of
the campaign, and will need to be
collected from next month’s articles
for the campaign to reach its full
potential (if you're keen, you can still
progress with steps 1,2, 4 and 5 in
preparation for kick-off next month).
The GM should simply photocopy
them, stick them onto some thin
card, and cut them out. It is
important that you use a different
colour for Forces of Order events and
Forces of Disorder events, so that
you can shuffle them into two
separate decks and deal them out
randomly to players of the
appropriate alignment at the
beginning of the campaign.

PIVOTAL BATTLES

There comes a time in every conflict when one battle, or indeed one
bullet, can determine the outcome of an entire war. History is full of
these precedents; the attack of the 6th Airborne holding Pegasus Bridge
against the panzers in the D-day landings, the schoolteacher-turned-
officer who, along with the 20th Maine, held the Confederates’ flank
attack at bay during Gettysburg, the one-man closing of the gates of the
Chateau Huguemont at Waterloo, the shot that killed Arch-duke
Ferdinand and kick-started the First World War... the list goes on.

This is where you come in.

Most of the battles you'll be playing in this campaign will decide the fate
of an entire world. Unlike during the worldwide campaign, where every
player's results were & drop in a collective ocean, in this scaled down
version the actions of one force can determine whether a planet remains
loyal to the Imperium or falls to the depradations of Chaos. That force is
your army. Next month, Graham’s section on narrative themes will give
you a few ideas on how to get the feeling of both a storyline and a
grandiose backdrop into your games.
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4) SHARE OUT THE WARZONES
You will need to share out the
warzones of the Eye of Terror among
your players. This is the largest chunk
of preparatory work for the GM. Now,
as anyone who actually played in the
campaign will know, some planets
were worth more than others, from the
strategically vital Cadia to the barren,
desolate Sentinel worlds. The following
table gives you the names of gach
warzone, the Imperial control
percentages of the warzone before and
after the Eye of Terror campaign, and
an Instability rating indicating how
heavily defended it is.

DECIMAL POINTS? HERESY!
For those of you wondering why
there are really really small
numbers in the table below,
don't be put off. This is because
you multiply them by the
Victory Points scored from each
game you win (a number
usually in the hundreds -
described in detail in point 7) -
To Battle, below). Rounding up,
this will give you a nice chunky
integer to redeem systems or
plunge planets into chaos...

WARZONE

Demios Binary
Solar Mariatus
Kasr Holn
Thracian Primaris
Agripinaa
Macharia

Ulant

Belis Corona

Vigilatum

Finreht

Yayor

Caliban
Imbrium
Malin’s Reach
Tabor
Belisar
Lethe Eleven
Ulthor
Eidolon

Nemesis Tessera

Sentinel Worlds

Belial IV
* this planet was destroyed during the Eve of Terror campaign and should not be
allocated when sharing out warzones if playing the post-Eye of Terror campaign.
NOTE: Astute players will realise that many of the warzones at system and sector
Jevel have been left out. A battle for the fate of a planet is one thing, but having a
single battle deciding the fate of the entire Cadian sector is pushing it As such,
we've chosen to keep the campaign at planetary fevel.

POST EOT CONTROL (%)

INSTABILITY

80 0.01
0.01

0.02

* 0.03

0.04

33 0.05

68 0.07

0 0.08

0 0.08

25 0.1

100 0.1

24 0.1

794 0.1
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Each player should have
roughly the same total Instability
rating of warzones in their control at
the start of the campaign. This
should only take the GM a short
while to sort out. We'd give you a
hard and fast chart, but as we have
no idea how many players will be in
your group, you'll have to follow a
few simple steps.

@ Take the total Instability rating (2.5)
and divide it by the number of players
you have. Remember to include the
GM in this number — you'll want to be
playing some games yourself whilst
the campaign progresses (although
the GM is honour-bound to adopt
impartiality as and when it is
necessary — standing in for other
player's games, for example). Write
this number down {you’ll need it later).

© With a piece of scrap paper,
prepare a number of sub-lists equal
to the number of players, showing
the warzones they control and the
Instability rating of each one. To do
this, simply copy the list of warzones
presented in this article onto the sub-
lists, one by one, going round as if
you were dealing cards instead of
names. The list above has been

compiled in Instability rating order to

~ allow you to share them out more or

less fairly.

@ Once all warzanes have been dealt
out, add up the Instability ratings of
each sub-list, and write them at the
bottom of that list in pencil. Then, if
there are any imbalances, swap the
later, less important warzones
around until the players all have as
close to an equal Instability rating as
possible. This need not be spot on,
so don't strain your brain getting
every sub-list just right to the last
point if you don’t want to.

@ Rewrite the sub-lists (possibly
now a Iittle worse for wear) onto
pieces of paper and stick them onto
identical pieces of card. These are
now the Warzone Cards. Do not
write down the total Instability
ratings on the Warzone Cards.

© Get the players together and lay
the Warzone Cards upside down in
front of them, letting the players
pick a list of warzones in turn, These
are their starting planets and
systems, which determine the points
from where they can invade (this is
explained later). The GM gets the
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A A Dark Angels Dreadnought falls foul to an Ork Killa Kans mob.

Reserve regardless of mission; they
have not established a staging post
for their invasion and will find
perfectly coordinated military
actions more difficult as a result.

A few rules for would-be conquerors:

If you are a Forces of Order player
and take a planet to 100% Imperial
control as the result of one of your
games, you take over that planet. In
the same way, if you are a Forces of
Disorder player who fakes a planet
to 0%, that world is now in your
clutches. Replace the existing pin
with one of your own colour. In this
way a decent player can spread his
influence throughout the stars.

@ There is no limit to the number of
invasions that can take place; as
there are equal sides it will ensure
that the Forces of Order and Disorder
fight an equal number of battles even
if the individuals concerned play
differing numbers of games. There is
one exception, however...

& At the GM’s discretion, a player
can invade a planet belonging to a
player from his own side. This
represents conflicting or rival forces

attempting to benefit from the
general confusion such a sector-
wide conflict can generate. It's
perfectly in character for the forces
of darkness to fall upon each other,
for rival Space Marine chapters to
revisit an old feud, for Eldar to
suddenly switch sides or for the
Necrons to turn against Chaos in
their quest to gain control over the
material realm. Besides, as Graham
and | have found, a bit of treachery
does tend to liven up a campaign...

7) TO BATTLE!
The next step is to fight a few games.

If you have access to a
reasonable amount of scenery, for
instance at a gaming club or at
your local Games Workshop store,
you might like to use the
appropriate scenery set for each of
your battles. Check out the key on
the Eye of Terror map to determine
what type of world you are fighting
on; for instance, Fremas has an A
in its graphic, denoting it as an
agri-world. Then just look through
the 40K rulebook for an
appropriate Terrain Generator table
(pages 125-128), roll up some
scenery and get going.
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Once you have tallied up the
Victory Points obtained from your
game, you need to determine the
percentage shift of that planet as a
result of your efforts. This is where
the Instability ratings listed above
come into play; you'll probably need
a handy lexmechanic (or failing that a
calculator) for this bit. Remember
that a military success on an
unstable world will count for a lot,
whereas on a fortress world it might
count for comparatively little. The
effects of the game are determined
by a simple formula:

DIFFERENCE IN VICTORY
POINTS X INSTABILITY
= PERCENTAGE SHIFT

Of course, this is always shifted
in favour of the victor. So, for
instance, a battle is fought on
Kantrael, a heavily defended planet
with 0.03% Instability, between Space
Marings and Chaos Space Marines.
The Chaos Space Marines kick some
power-armoured butt in the name of
Abaddon and win by an impressive
750 Victory Points. This is multiplied
by 0.03, the Instability rating of
Kantrael (750 x 0.03 = 22.5).

After rounding fractions up, the
control of Kantrael shifts 23% in the
favour of the Forces of Disorder.
Remember, this percentage can be
affected hugely by your event cards.
Initially at 85% Imperial control,
Kantrael is now at 62% Imperial
control; a victory for Chaos.

If the Chaos player had won the
same battle by 750 VPs at the
comparatively vulnerable Sentinel
worlds warzone (with an Instability
rating of 0.1), the percentage would
have shifted a massive 75% towards
Chaos control, taking its initial
percentage of 20% way below 0%
and therefore conferring control of the
Sentinel worlds warzone to the Chaos
player. Remember, the larger the
game, the more impact it will have.

As you can see, Some warzones
are a lot frickier to capture than
others. No prizes for guessing which
is the trickiest system to crack...

8) ONCE MORE
UNTO THE BREACH

Once you've worked out the results of
your game, it's time to start thinking
about invading somewhere glse.

You may not play the same
person twice in a row; if this was
allowed things could get bogged
down rather quickly, with grudge
matches springing up all over the
place. However, it's perfectly OK for
the GM to stand in for a player at
any time if that player cannot play a
game. In this way, If Steve (a Chaos
player) had invaded Cadia (held by
Bob, an Imperial Guard player) and
fancied another go straight away, he
could play the GM instead and apply
the result of that game to that
warzone in the manner listed above.

The campaign lasts for eight
weeks, after which the GM needs to
tot up the scores and find out
whether the Imperium has repelled
the massive incursions of evil or
whether Chaos emerges triumphant.

9) KEEPING SCORE

This is primarily the responsibility of
the GM. Each time a battle is fought,
the players should determine how
this affects the control percentage of
the warzone in question. This is
done using Step 7, above. The
players should then both approach
the GM and tell him their results
(remember that some of the Event
Cards may affect this result — they
should be handed over to the GM
directly after the game in which they
have been played). The GM will then
apply that to the alphabetical list of
warzones he has prepared™, the



results of which are regularly
updated and pinned up by the
campaign map. In this way you can
easily see just how badly or well the
Forces of Order and Disorder are
doing in any given warzone.

*Don’t fret if you're the GM.
Next month we will publish a list of
warzones that you can photocopy
for just this purpose, with the initial
control percentages listed so that
these can be updated and replaced
with a new one each time a game is
played.

10) THE FINAL COUNTDOWN
Once the eight weeks of the
campaign is up, it's time for the GM
to count the cost and determine who
wins the ultimate victory. This
should be easy enough to see; the
GM will have built up a picture of
who is in the lead over the last few
weeks. However, players will no
doubt be curious as to who amongst
them has done the best. We've
included a chart to determine just
how well the Forces of Order and
Disorder have done. Simply total all
the numbers you get from cross-
referencing the warzones with their
final control percentages in your
campaign. If the total is 200 or less,
the Forces of Order have scored a
Major Victory. If the total is between
201 and 400, they have scored a
Minor Victory. If the total is between
401 and 600, The Forces of Disorder
have scored a Minor Victory, and if
they total 600+, Chaos scores a
Major Victory. Simple as that!

THAT'S ALL... FOR NOW

And there we have it: how to adapt
the Eye of Terror campaign for your
own gaming group. Next month
we’ll be bringing you those Event
Cards which can affect each game
as you play it, plus the figures and
special rules for those of you who
want to start the Thirteenth Black
Crusade from Day One to see if you
can do better Abbadon himself. In
other words, the best is yet to
come!

Don't forget that there was a
massive Internet element to the
campaign, and that there is tons of
information on each planet and
warzone that we just don't have
space to publish here. It's also a
good place to compare just how
each of your planets did historically,
and whether or not you did a better
job of holding them in the name of
the Imperium or Chaos than the
worfd managed as a whole. See you
next issue!
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IMPERIAL CONTROL TABLE

STATE DESCRIPTION

PERCENTAGE

The warzone suffers frequent ‘incidents” or contains regions where
Imperial contral does not extend. In the main though the warzone is loyal
albeit with a measure of self-interest.

60-79 Dependable

Imperial contrel has broken down in this warzone, being confined only to
some areas or die-hard supporters. The warzone still hasn’t been utterly
corrupted but it is on that path and Imperial forces should be very wary
operating in such a 'zone.

20-39 Unreliable

FORCES OF DISORDER VICTORY POINTS

WARIONE (0-9%) (10-19%) (20-29%) (30-39%) (40-49%) (50-59%) (60-69%) (70-79%) (80-89%) (90-100%)

Demios Binary 67 63 54 45 36 7 18

Solar Mariotus 63 58 49 40 31 2 13

Kosr Holn 68 64 56 48 40 32

Thracian Primaris 64 60 52 44 36 28

Agripinaa 51 49 42 35 28 21

=
)
=

Macharia 56 52 45 38

-
(2L

Ulant 30 7 11 15

L=
=

Belis Corona 45 42 36 30

Vigilatum Hl 48 42 36

Finreht 32 30 25 0

Yayor 20 17 12

Caliban 15 42 36

Imbrium 24 12

Malin's Reach 10
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Belial IV 32 30 25 20
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last card left. If someone complains
he didn’t get a good batch of
planets, explain that the warzones
were dealt out fairly across the lists
from the best to the worst, and
were picked randomly.

+ At this point you will also need to
thoroughly shuffle and deal out the
special Event Cards, published in
next month’s White Dwarf. These
significantly affect either a game
you'll be playing over the course of
the campaign, or the amount of
rewards you can reap from a
successful invasion. Watch this
space...

5) STAKING YOUR CLAIM

The next step is for the players to
stake out their claims by marking
out the planets on the map. You can
use different colour pins, preferably
the type with a blank area so that
each player can write his initials on
his pins, and place a pin under each
one of the warzones you control.
Each of the warzones will have a
control percentage determined by
the course of the worldwide
campaign {the extent to which the
Forces of Order control that zone)
ranging from Anarchy (0-19%

control) to Faithful (80-100%
control). Don’t warry about
recording the control percentage for
that sector at this stage, the GM
should make a separate alphabetical
list, or use the one supplied in next
month’s issue.

Note: GMs might find a word
processing package, such as
Microsoft Word or Excel, ideal for
recording and printing out this
information. Just remember to get
the players to tell the GM the results
of your games and any percentage
swing they entail - he can't keep
track of everything on his own.

6) RULES OF ENGAGEMENT
Now you know who controls which
warzones, you can start to invade
your fellow players. This is simple
enough.

If you wish to invade a planet in
the same system as one that you
control, simply challenge the planet's
controller to a game, work out a
suitable time for the clash, and fight

(see 7, below). If you wish to invade

a warzone that is not in the same
sector as a warzone you control, the
invading forces will arrive with at
least one third of their units held in
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OWENTEETTZ]? STORES & INDEPENDENT STOCKISTS

Here is a list of Games Workshop stores in Belgium, The Netherlands, Poland and Eastern Europe. Each of the
independent stockists has a large range of Citadel Miniatures boxed sets and blister packs, as well as boxed games,
rulebooks and suppplements for Warhammer, Warhammer 40,000 and The Lord of The Rings Strategy Battlegame.

Stores in red are Games Workshop stores, while stores marked in blue are Elite stores
who stock the full Games Workshop range and offer hobby events and demonstration games.
Stores marked in green are Partnership stores who stock a wide range of Games Workshop products.

BELGIUM

Aarschot, CONECTR

Antwerpen, THE LONELY MOUNTAIN

Antwerpen, TOYS 4 ALL ANTWERPS TOYS SHOP NV
Brussel, TOYS 4 ALL BRUSSELS TOYS SHOP S.A. N\
Dendermonde, CHRISTIAENSEN DENDERMONDE
Diest, TOYS 4 ALL JUDY TOYS

Drogenbos, WARHOUSE GAMES
Geel, MODELBOUW CEULEMANS

Gent, THE LONELY MOUNTAIN

Halle, TOP1 HALLE
Hosselt, D-SIX

Herentals, TOYS 4 ALL VOBRASPEL N.V.

Kortrijk, DE CONCORDE

Leopoldshurg, NV MOESTERMANS
Leuven, THE LONELY MOUNTAIN
Leuven, TOYS 4 ALL LEUVEN N.V.
Mec.helen, DE SPELFANAAT
Mechelen,‘TOP LICENSE

Oostende, TOP1 OOSTENDE

Oostende, VANRYCKEGEM
St. Niklaas, HQ

Wanfercée-Baulet, FULL OPTION

Wavre, LA CAVERNE DU DRAGON

Wijnegem, TOYS 4 ALL WIINEGEMS TOYS SHOP

THE NETHERLANDS
Alkmaor, BOOKERS & STRIPPERS

Almelo, SOMBE.RG MODELI.EDUW

Almere, TREINENHPEK

Almere Haven, FANTASIA

Alphen a/d Rijn, SAGE

Ammsfuort., SPELLENWINCKEL

Amstelveen, HET GANZENBORD

Amsterdam, EAMElS WORKSHOP

Amsterdam, CEDILLE

Amstgrdnm, GAMEKEEPER

Amsterdam, GROTE BEER SPEFLGOED
Apeldoorn, PLANTAGE BOEKHANDEL ORANJERIE
Arnhem, SPELKWAI(TIER

Assen, PLOK

Bergen op Zoom, STRIPWINKEL GILLES DE GEUS
Bergeyk, WOUTERS TECHNOHOBBY

Breda, HOIDHBOUW BLIEK

Brielle, INTERTOYS BRIELLE
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Bussum, BMQ( MODELTREINEN
Castricum, VAALBURG

Culemborg, DRAECHENNEST

Delft, SPELDORADO .

Den Bosch, ATOMIC ‘

Den Blosch, MODELBOUW DEN BOSCH
Den Hoag, GAMES WORKSlHOP

Den Hoag, INTERTOYS THEEES!QSFRMT
Devemer,. KNIBBEL FUM!CS

_Dordre:hf, HOBBY MODELBOUW DORDRECHT
Ede, TI-NITIEN SOLDAAT

Ede, PLANTAGE BOEKHANDEL DRAGT
Eindhoven, ATOMIC

Eindhoven, GAMESWORLD

Emmen, INTERTOYS J. VAN PEER
Enschede, PLIPLINES

Enschede, WIZARD

Gelfen, TACTICA

Goes, FANTUS FANTASY STORE

Gorinchem, NETTEN MODELBOUW

Gro.ningen, KRIKKE'S HOBBYSHOP
Groningen, WIRWAR

Huurlerﬂ, GAMES WORKSHOP
Huurlgm, MBC HAARLEM

Haarlem, PLANTAGE BOEKHANDEL COEBERGH

Heerenveen, INTERTOYS H_EFRENVEEN
Hee_ﬂ:en, ATOMIC

Heimo.m:l, MODELBOUW V/D GOOR
Hilversum, MDDEI.I?UIJW‘ HILVERSUM
Hilversum, PI.AN'I-'AGE BOEKHANDEL HARKEMA
Hoorm, HE'_I GELE TEKEN

Huizen, TOP 1 TOYS BRUINSMA
Kampen, I.’I.ANTAGE BOEI(-HZQNDEL BOS
Leeuwarden, PURPEREN DRAA.K‘
Leeuwarden, SPELLEKLIN

leeuwufden, TOP 1 TOYS DE BOER
Leeuwarden, BRATTINGA SPEELGOED
Leiden, MAGIC FRIENDS

Leiden, TOLKIENWINKEL .

Leiden, VLIEGERSHOP
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IN BENELUX, POLAND AND EASTERN EUROPE

Lelystad, TREINENHOEK
Maastricht, HOUNJET

Muastricht, VLIEG-ER-UIT

Maastricht, PLANTAGE BOEKHANDEL BERGMANS

M_idt!fa!b.urgf, BOEKHA@DEL FANOY
Nugnen, SCHEI:I.ENS SPEEITGD.ED
ﬂijmqyen, MOENEN & MARIKEN .
Oosterhout, INTERTOYS OOSTERHOUT
Oud-Beijerland, MOURITS.MODEI.-HOBBY
Rijswijk, PERFECT GAME

Rf:emond, Blo?mboet‘iek Hermien
Roermond, -I’I.AN_I'AGlE BQEKHANDEL WILLEMS
!loosenduul, JADIN

ffnnerdlurv, GAMES WORKSHOP
Schiedam, BTS

Siﬂuj'd, .UTTOMIC

Sleen, DE SLEENER BAZAR

Sluis, V/D VIIVER

Tiel, SCALELINE

Tilburq, I.ll'llll'l'li

Uden, GOB_[IN

Utrecht, ELF FANTASY SHOP
l{lre:hi, NEVEF NEVER LANP

Venlo, MODELBOUW LUTHART

Vlaardingen, PLANTAGE BOEKHANDEL DEN
DRAAK

Waalwijk, PLANTAGE BOEKHANDEL WAALWIIK
Wufi:iinxveen, V/D WAL INTERTOYS
Wnssgnur, OUDE RAADHU.IS

|W'usseauwr, TOP 1 TOYS KO!JWfNHOVEN
Wijchen, PMHTAQE BOEI(HA!.‘!DEL DE KLEUN
ll:lfpilen, VRFEMDE IAM.(

Zwijndreclﬂ, INTERTOYS IWIJNDR?CHT
Iwolle, BOEKENHALTE

I\ﬁrolle, FAMES-N-US

POLAND
Bielsko-Biala, "GNOM" LUCYNA SIYMA_A

Gdansk, mc_m PETRIW - ISKM
Gf{vniu, FUTUREX -

G_Iiwice, PORTAL

Katowice, SKLEP BARD .
Klmkow, BARD CENTRUM GIER
Lodz, 'AJK' FIRMA K-SIEGARSIQ\
Lublin, KRZYS

Nowy Sacz, GRAAL MAREK PRZEPIORKA

ppule, HMS ] CQMPUTERSI ‘

Poznan, B‘A.RDICENTRUM GIER POZNAN
Szczecin, ELF

Torun, SKLEP PAPIERNICTY

Wa;szuwa, FABER FABER SC

Wnnzuwn, DOM VHDAWN]UT'Y BELLONA
w=nzuwa, FIRMA KSIEGARSKA CENTAUR
Wuﬁzwn, MG JACEK RODEK

Warszawa, SKLEP MORION §.C

Warszawa, STREFA 51

Warszawa, IMPERIALIS
Warszawa, PORCIA SWIATLA
Wroclaw, BARD

Wroclaw, CENTRUM GIER

EASTERN EUROPE

P.elgmd, GOSSIP

Belgru:.f, AHET COMPUTERS
Bu:lu.pesl, BOX BT

Kiev, KRAINA MIRY

Kiev, OLGA MANWAR

Ljubljona, FRATAL
Moscow, ALEGRIS

Praha, BOJA

Zagreb, REBISON

Zagreh, 1QC BORSTNAR IN DRUZABNIKI

Zagreb, LM INFORMATICA D.0.0
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This impressivef: :
Space Marine raic

? one of the ouisianding X3

mies af Heat One of this
ar’s Warhammer 40,000
lﬂf T:umnm t, held at




John Thompson, from the Nethetiands,
has been playing Warhammer 40,000
for around eight years. In 2001 he
decided to begin painting armies to
compete in tournaments, particularly as
this was the year of the first Dutch
Grand Tournament. He won Best
Painted Army that year with his Space
Wolves and the year a!ter that with an

nomma'ted est Painte

returning to the Nejher(an

5, John
“entered the Dutch enf‘. e
*.again, this

' ror 's' Ghildren
won the Bi ‘Sth a’tmetf#ﬁ& award and"

John came in 1st place overall.

John's Emperor’s Children have mainly
been built from Chaog,

converted in some way. whether it IS
different heads, chains, exira horns or
gems bursting through their armour
(made from Green Stuff). They also
have individual squad numbers o
shoulder pads and gun barrels, allis®
Chaos runes. The names are the
colours of the winds of magic, takenf!
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Led by one of their Chaos Lieutenants,
these Chaos Space Marine Havocs,
armed with the deadly blastmaster,

move into position.

this he used modelling chain to seal the
hatches and wrote the words ‘pain’ and
‘place of Slaanesh’ all across it in the
same Chaos runes he used above.

The army is led by two Chaos
Lieutenants, one of which had his legs
replaced by the lower torso of a Steed of
Slaanesh, ridden by the Warhammer
mounted Champion of Slaanesh. He is
armed with a Dark Blade taken from the
same Warhammer model, which he
holds bare-handed to feel the pain of the
Daemons trapped inside more keenly.
He also has a Chaos Hound ‘pet’ which
had its tail extended to make it look
more whip-like. His counterpart is based
on the other Slaaneshi Champion from
Warhammer, with the addition of Fabius

One of the Chaos Lieutenants, created using Bile's backpack to simulate combat
parts from plastic Chaos Space Marines, and the drugs ]

Warhammmer Champion of Slaanesh.

When it came to painting, John thinned
the paint to give the models a smooth
finish, and used ink to give more colour.
All of the pink parts of the armour on all
the models and the tanks are highlighted
with small lines to convey a more
ancient and weathered look. To finish
them off John painted all their eyes blue
to give them a cold, uncaring look, then
he added tattoos around their eyes.

John has already begun planning for
next year’s Grand Tournaments, both
Warhammer and Warhammer 40,000.
For Warhammer 40,000 he wants to do
a Daemonhunters army, and for
Warhammer, a Tzeentch Chaos force.
No doubt both of these will make a
strong impression during next year’s
tournament season.

The examples above show how John identified every squad with Chaos runes
on the barrels of their sonic blasters.
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This Chaos Predator has its halches chained shut
to bind inside the foul Daemons thaf possess it
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The other Chaos
Lisutenant has been
blessed with Daemonic
Speed in the form of a
hideous serpent-like
mutation. He wields his
daemon weapon bare-
handed so he can
better feel the

writhing entities
trapped within.

= w’ "']Hﬁ‘ 3
John’s Chaos Lieutenant follows hi
Chaos Hound into battle while the rest of
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With their Aspiring Champion feading, these
Chaos Space Marines stand at the vanguard of
the atfacking Slaaneshi raiding force.
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The addition of the blue cloth, The jewel bursting forth from the
bearing the symbol of Slaanesh, is b, Aspiring Champion’s power fist is
just one of the little touches that sculpted from Green Stuff and is a
make the army so interesting. prominent feature in John's army.
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The Emperor’s Children were once ranked
amongst the most devoted of the Emperor’s

warriors. During the Horus Heresy, they turned

to the worship of Slaanesh, and have since
committed countless atrocities against the
Imperium in the name of their lord.

Models and components for starting an Emperor’s Children force

CHAOS SPACE MARINES

Codex: Chaos Space Marines £10

Codex: Chaos Space Marines Demmark... kr 125.00

contains a full army list, Sueden e 1o
; [ - €1750

special rules and plenty

of colour pictures.

Also contains painting

advice, army ideas,

conversion tips and more.

Emperor’s Children £15

This boxed set contains 8 Emperor’s Children Chaos Space Marines  Denmark....kr 200.00
Sweden ....kr 250.00
EURO o €25.00

£30

Denmark... kr 350.00
Sweden ....kr 400.00
Bl viinad €50.00

Chaos Defiler

This boxed set contains 1 Chaos Defiler.

Emperor’s Children Lord £5

This blister contains  Deamark......kr 70.00
1 Emperor's S
Children Lord.

Chaos Rhino Daemanettes of Slaanesh £6
This boxed set contains 1 Chaos Rhino. Denmark... kr 200.00 This blister contains 3 Daemonettes of Slaanesh. Denmark......kr 70.00
Sweden ....kr 250.00 gg;ﬂ'ﬁ‘f g "f; fggg

Etiro...... ..E25.00

Models shown at 756% actual size. Models supplied unpainted.

Z e . .
]06 THE CHOSEN OF SI.AANESH Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website.

Independent retailers are responsible for determining their own prices.




packs to the Assault squad. There were
also a couple of other ideas | fancied
trying.

With the loss of the Land Raider, | was
missing a fair amount of anti-personnel
firepower (those hurricane bolters). In
order to offset this | wanted to include a
Whirlwind — the only problem with this
was my complete inability to guess
ranges accurately. | also felt that the
Assault squad needed a boost where it
mattered, ie. in combat. With the trial
Assault rules being used (see Chapter
Approved 2003), another Independent
Character would help enormously, so in
came a Chaplain with jump pack who
would be assigned to lead the Assault
squad. After a few more practice games,
it became obvious | had made the right
decision regarding the Land Raider. The
Assault squad was far more mobile and,
with the Chaplain leading them, more
resilient. | became more adept at working
out whether the enemy was 36" or 38"
away from the sniping Whirlwind, and
consequently began winning more
games. The true test, however, would be
at the Grand Final.
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In the concluding instalment of
this two part article, lain heads
into the UK Grand Tournament
final, after being successful in the
first heat with his Death Spectres
Space Marines. He has a new
army now, but how will it fare?

more games fielding the Death

Spectres purely for fun (once
tournament fever had died down). With
the date for the Grand Final approaching,
| began to play more practice games to
try and iron out any problems, both in the
army (if any), and in my tactics (loads,
obviously). Once re-acquainted with the
Death Spectres, | couldn't help feeling
there was something not quite right, but
couldn’t immediately identify what it was,
so | began the long task of analysing the

Iain: Since the first heat, I'd played

performance of each element in my force.

lain's Grand Toumament army ready for battle replete with the new additions of jump pack Assa
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TO TREAD THE PATH OF

THE EMPEROR

THE GRAND TOURNAMENT EXPERIENCE PART 2

Overall, | was happy with the way each
selection worked. One or two minor
grumbles appeared, such as ensuring
that the Veteran squad was committed at
the right time, and possibly dropping the
flamer from Tactical squad two (in the first
heat | think | only fired it once, although it
flushed out some Kroot from their
protective wood). It was when | came to
the combination of the Land Raider and
the Assault squad that | realised that here
was where the problem lay (all you
people out there shouting “about time!"
can relax now). | was guilty of treating the
Land Raider as merely a way of
delivering the Assault squad to where |

3

wanted them, but then overlooking its
capabilities in the heat of close combat.
In this way, | was wasting 259 points of
my army, nearly 20% of my points
forgotten from around Turn 3 onwards.
Also, once out of the Land Raider, the
Assault squad was severely limited in
mobility, which hampered them when
(and if) they dealt with their initial target.
So, despite my enthusiasm for the model,
the Land Raider had to go, sacrificed on
the altar of (hopefully) better game
results. The next problem was what to do
with the available points in order to boost
my army’s performance. The first and
most obvious step was to return the jump

T

ult Marines, a Whirlwind and a Chaplain.




WARHAMMIR ANATY RAME

Drath yectes Spaee Marie hrony

£ Gy s

5 Sy Marker

i Gpars Mokt
earan Sorgant

7 hugaih bias

5 Poyasiors

x...*w.l E‘i 5

1
)mHMKNN | "1[
b e e} w

i
«.mmmmmmh“ﬂm |

| temingi v, i pak.

5"‘W€! ol et
:,! gt el z};«mmwmm
” a1 gioms g et
v fobee 1 flarer
Ikhm‘hqlfllﬂ‘!
S| e it bl et party sl
tmmmm'mww
l,_wmgm“:ﬂﬂmm

{

i3 &:hm 4 it Jurebere

B

e mmn.ﬁ&,ﬂmmfmw
i wp | & by b

Lyt Sy i | 10 i 1))@ | 4 e ok gesalt cren

Tk

Assault Marines of the

Death Spectres

chapter, equipped with

Jump packs so they
can engage the foe
quickly in close
combat.
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THE DAY OF THE GRAND FINAL

| arrived at GW HQ on Saturday
morning, full of nervous anticipation and
looking forward to the coming test. After
registration and the usual
announcements, | found my first table.
Speed Freeks! Well this would be a
severe test, in at the deep end and all
that. After some well deserved
admiration for my opponent’s army
(Thomas Brutscher’s ‘Morley’s Rokkit
Boyz', featured in White Dwarf 281) we
began our first game. | got lucky in the
first turn of the first game — a good omen
(or so I thought). Thomas had deployed
three of his Trukks very closely together
in order to benefit from the Mekboy's
kustom force field. Unfortunately for him,
an on-target Whirlwind missile resulted in
one destroyed Trukk and another
immobilised, all with the first shot of the
game. After that things settled down, and
luck swung one way and then the other.
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One of lain’s Land Speeders
and a Land Speeder Tornado,
armed with heavy bolters and
an assault cannon.

We were playing the Pitched Battle
scenario (published in Chapter Approved
2003). There was the option of playing
two scenarios — Pitched Battle or
Escalating Engagement, randomly
determined before the game. Table
quarters counted for 200 points at the
end of the game. Thomas had managed
to keep one Trukk still mobile, and this
was the one that claimed an extra 200
Victory Points, thus resulting in a narrow
defeat for me. The game itself, though,
was one of the best games of
Warhammer 40,000 | had played in a
long time, so things were looking up for
the coming weekend.

The next couple of games showed me
just why certain people qualified for the
final; hard armies and hard players. In
the development of my Space Marine
army, | had tried to achieve a balanced
force so that | would have a good
chance against most opponents. Where

e N S B e Y O A (S S S P 7 P oy e I T
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this theory fell down, | discovered, was
against extremes. By this, | mean armies
drawn from their codex designed to be
so powerful in one area that it is almost
impossible to counter. My second
opponent fielded a Space Marine army
which seemed to contain as many melta
weapons as there were Space Marines,
supported by no less than three
Whirlwinds. Of course, there weren’t as
many multi-meltas as | thought, but what
there was were all Attack Bike or Land
Speeder mounted. Coupled with this
barrage of heavy firepower was my
complete inability to make saving throws
when | had the chance. My third
opponent fielded a Slaaneshi Chaos
Space Marine army, and it was another
case of ‘eggs in one basket’.

A smattering of Tactical squads in
Rhinos covered the advance of a Land
Raider containing a Daemon Prince with
a squad of Terminators.

The Daemon Prince, | discovered later,
totalled nearly 200 points on his own. |
managed to deal with most of the
Tactical squads, but when the Daemon
Prince got to my battle line it was all
over. A combination of daemonic
rewards, combat drugs and other
assorted nastiness meant that the
Daemon Prince was rolling 8 — yes, 8! -
attacks in close combat. The Terminator
squad was there just to make up the
numbers. So at the end of the first day, |
had a grand total of seven Tournament
Points, having scored no points at all in
the last two games of the day.

THE MORNING AFTER THE

DAY BEFORE...
On the Sunday morning | consoled
myself with the fact that my next

opponent must have had at least as bad
a day as | had. Before we could play our
game, however, there was the little
matter of the knowledge test. The
questions seemed much more fiendish
than at the first heat which, being the
Grand Final, is only proper. With the
ordeal completed, we commenced our
game. | was facing a Space Marine
army, not too dissimilar to mine (apart
from a Land Raider). During the game it
became apparent that the luck that had
deserted both of us on Saturday had
returned in my favour. The most
memorable example of this was when,
with no other targets in line of sight, the
remaining three missile launchers in my
Devastator squad fired krak missiles at
the Land Raider (Strength 8 versus
Armour 14, remember). Three hits
followed by three 6s (I kid you not),

The Whirlwind is ideal in an anti-infantry
role, where its long-range ordnance
blasts can be devastating.

followed by another 6 for damage meant
that the Land Raider was left a smoking
wreck in the middle of the table. My
opponent seemed to deflate before my
eyes — and who could blame him?
Eventually, | ran out the victor, 17
Tournament Points to 3.

With at least one win from the weekend
to my credit, | was settled for a good last
game, and | wasn't disappointed. When |
saw the draw, | noticed that my
opponent’s name was Mark Owen.
Funny, | thought, | didn’t think ex-
members of Take That played
Warhammer 40,000 {Oi! | am reading
this!). As it turned out, the Mark Owen
who turned up is a member of the Studio
production team, and has his name in
several army books, which | thought was
pretty cool. | was playing another Space
Marine army, and going back to an
earlier comment regarding extreme
armies, Mark paid me the compliment of
saying mine was the fairest army he had
played at the weekend. As his was
similar to mine, we ended up having a
good game and a draw was a fair result.

CONCLUSIONS

With a grand total of 34 Tournament
Points (out of 100) for the weekend, |
could only manage 108th place overall.
This brings to mind the question of what
am | to do? Tournaments are, despite
some disappointing results, enjoyable
events, and | shall continue attending
them. | have come to the conclusion that
there is a definite difference between
friendly and competitive play, and in
order to do well at competitions it is
necessary to recognise it. With this in
mind, it is back to the drawing board as
far as army composition is concerned.
The only way to see if any new ideas
work will be at the upcoming 2003/2004
tournament season, so if you are going
to be at either of the next heats, maybe
I'll see you there.

]
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Ursun’s Teeth
by Graham McNeill

Ambassador Kaspar von Velten is
caught in a desperate race to uncover a
Chaos agent in the court of Kislev
before the hordes of Archaon break
upon them.

Novel = £5.99

Annihilation Squad

by Gav Thorpe

Lieutenant Kage and a brand new team
of Last Chancers have been sent on a
suicide ‘search and destroy’ mission in
the war torn hives of Armageddon.

Novel « £6.99

Inferno! 41
Tales of Fantasy & Adventure

Commissar Ciaphas Cain is hearing the
Echoes of the Tomb! The Vampire
Hunters arrive to save a terrorised
town! A ship crash lands onto a
scorching planet in Calculus Logi.

Magazine « £5.00
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Warhammer Monthly 79
The All-Action Comic

in this month’s aclion-packed issue:
Darkblade marches into Ulthuan! The
crew of Tifan are stranded! The Storm
of Chaos is unleashed in Quarry! Plus
iots, lols more!

Comic = £2.50

‘VI QHI"“‘!

bR HUNTER

ASPACE WOLF NOVEL BY WILEIAM KING

A ‘UQQ‘!!M\I‘H

RABNAR \ IILAW

A STACE WORE ROVHL BY WICRIAS KinG

Paints o I.Ii‘"‘”‘: et compelling portrait ’ﬁ!["r}' cratted adventures.”
of life in the ¥t century’ b
SIX

Publishers Weeldy

Plus... back as hrand new editions! Ragnar’s Claw & Grey Hunter

by William King

The saga of Space Wolf Ragnar continues with two brand new editions! Featuring stunning
new cover art by Geoff Taylor, these awesome novels tell the storming tales of Ragnar’s first
mission as a newly promoted Blood Claw and then his legendary rise to the Wolf Guard,
bypassing the rank of Grey Hunter!

Novels = £5.99 gach
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The Witch Hunters of the
Ordo Hereticus are erﬁqps
the most sinister gf}:Iff
Inquisitors as the threats
they must face furk not in
the fﬁiptﬁs of space or the
Warp, but amongst the
everyday citizenry ?‘ the
Imperium, the witch, the

mutant, the heretic and

the faflen cleric. Such
abominations are an affront
to the Emperor and to_qetfwr
with their Chamber

Militant, the Sisters of
Battle, they purqe evil from

EMP

the worlds of Man with the
cleansing fire of purity.
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A The Sisters of Battle with the new Immolator tank.
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Witch Hunters Inquisitor. A Priest leads a squad of Sisters of Bartle.






cold wind whipped across

the landing platform, the

icy breeze cutting

through Governor

Scptima’s ceremonial

robes of office, though
the chill he felt deep in his bones had
nothing to do with the temperature.
Blinking lights radiating from the centre of
the platform 1n a cruciform pattern guided
the Inquisttor’s descending lander towards
the top of the tower they stood upon. He
tugged the foxbat fur cloak tighter about
himself as the propwash from the lander’s
screaming engines sent powerful blasts of
hot, oily air swirling across the platform,
wishing that he did not have to mect this
off-worlder 1 person, but knowing that his
absence would only make things worse.
Three dozen soldiers stood behind hum,
formed up bencath the ycllow and purple
of Septima’s personal heraldry, as well as
his most senior ministers and councillors
and notary scrvifors. The clite of Hive
Urclsir awaited the Inquisitor’s arrival and
Septima felt another shiver of anticipation
as the black, cagle-winged lander slowly
rotated to face them, the bulbous frontal
scction and vnderslung gun mounts located
beneath its nosc making it look like a
giant predatory inscct.

With a squeal of flaring cngines and
groaning mecfal the lander touched down,
fets of stcam blasting from its underside as
the soldicrs bchind Scptima snapped to
attention. The goversor wiped a bead of
sweat from huis forchead, taking deep
breaths and forcing himself to adopt an
cxpression of calm he did pot feel. True,
they had soffered from the depredations of
malcontents and rabble-rousers, but did that
really warrant the arrival of one of the
Emperor’s Inquisitors? The front hatch of
the lander screcched open, lowering with 2
grinding squeal of pistons to clang against
the metal of the platform. Septima drew
himself up to his full height and waited.
And waited. A full minute passed and he
exchanged 2 worried glance with Quintus
Lacrtan, his First Minister, waiting for
something, anything, to descend the ramp.

Eventually, a humming skull, a
smoking candle fixed atop the parictal bone
drifted from the interior of the shuttle, a
red, augmetic eyc scanping from side to
side. Clicking callipers hung bencath its
grinning faw and floating behind it came a
pair of bronzed cherub constructs, holding
aloft a rippling silken banner of gold and
scarlet. The march of booted feet came
next, half a dozen warriors in baroque
armour plating and swathed in scarlet
cloaks trooping from the lander's interior.
They carried wide shiclds and long-handled
swords were slung at their waists. Though
bedecked with finery and polished
ceremonial breastplates that shone like
silver, there was no doubting the martial
bearing of each warrior. Each carricd a
blazing torch and in their wake came 2
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hunched, stoop-shouldered man with a long
trailing robe the colour of spilled blood.
The blinking lights from the platform
threw his sharp, narrow features into stark
relief and from his pallor, Septima had a
strong impression of a man whose features
only rarely saw the light of day. The red-
lit horrors of an Excruciation Chamber or
the candle-lit dimness of 2 musty
Librartum were the only illumination
known to this Inquisitor’s skin. Two
hooded figures also followed the Inquisitor,
their slow steps heavy with menace. One
carried a tall sandalwood ossuary mounted
on his back, and a collection of blades and
other, less identifiable, instruments on his
broad, leather belt, while the other was
fitted with augmetic braziers in place of
hands that glowed rcd and trailed streamers
of scented smoke

The Inquisitor limped between his
armoured warriors, the floating skull
bobbing in the air before him and the
flag-bearing cherubs flitting above him. As
he passed the armoured warriors, they fell
in behind him, his acolytes taking up
flanking positions to either side. Governor
Septima cleared his throat and began the
ceremonial Address of Welcome,

“Inquisitor Porfundss, it 1s an honour
to welcome you to our.”

“Spare me your banal platitudes,
Governor Septima,” intersupted Inquisitor
Porfundis, “T have little time for such
niceties. Your plapet 13 in turmoil, your
citics fester and bubble with corruption and
you do nothing to halt the spread of the
cancer of heresy and witcheraft”

“Really.” protested Septima, “1 think you
overstate the seriousness of our local
troubles. it 15 little more than some petty
agitators and demagogues raising their voices.”

“I shall be the judge of that,” assured
the lnquisitor, casting his gimjet gaze
around the assembled ministers of Hive
Urclsir. None dared mect his gaze and he
allowed himself a tight smile.

“There is witchery here,” he hissed,
moving past Septima, ‘T can smell it.”

+ + + + +

The relentless chatter of bolter fire had
finally faded: replaced by the moans of the
dying and the crackle of flames. A marble
lintel cracked under the heat sending
hundreds of tonnes of rubble crashing to the
ground in a cascade of fiery sparks and
smoke. The sprawling dwelling consumed
itsclf in the holy fircs of retribution, the
flames having taken with such fury that
Porfundis was surc that the building ttsclf
wished 1o cnd its cxistence for having given
shelter to such heresics. Though it had taken
many weeks of painstaking investigations,
divinations and cxcruciations. he had finally
discovered the source of Hive Urelsic's
troubles. First Minister Quintus Lacrtan had
denicd cverything at first, but when
Porfundis’s bound penitent had uncovered the

scent of his witchery, he had fled to his
palacc in the high spires. Together with his
own personally vetted soldicry and a
detachment of Sisters of Battle from the
Order of Our Martyred Lady. Porfundis's
forces had lard sicge to the tratfor’s den and
finally brought him fow.

‘Sweet Imperator,” whispered Governor
Scptima, his arms wrapped around his body
despite the waves of heat hillowing from
the burning building. "Who would have
thought it? Quintus Laertan a witch?”

Porfundis did not reply. watching as
two Immolator tanks sprayed yet more
burning streams of blessed promethium into
the building, scouring it bare of
blasphemous magicks and turning the
bodies of Laertan’s psychically-dominated
mecat puppets to ash. Armoured i black
and red, three-dozen Battle Sisters
prevented any escape from within. Their
white hair shone like gold i the reflected
glow of the fires, the polished steel of
their bolters stained with the residue of
repeated firing The leader of the
detachment of Adepta Sororitas, Canoness
Sotpha, spun on her heel and marched
towards him, her white furred cloak
billowing in the night's breeze. Her gold
breastplate was stained with blood and her
long, leaf-bladed sword was similarly
befouled. Porfundis had watched as she had
slain a dozen or more of Laertan’s finest
bodyguards. her agility and skifl more than
a match for her foes.

She stopped 1 front of the two men
and inclined her head towards the
Inquisitor.

“They arc all dead, my lord. The
building 1s cleansed and nome escaped.”

“Very good.” nodded Porfundis.

“Exccllent,” agreed Septima. “Then the
taint of the witch has been removed.”

Porfundis shook his head and nodded
imperceptibly to Soipha. “Not yet, where
thosc in power are corrupt, their corruption
18 rarcly isolated to a single individual”

Porfundis turned to face Septima as twa
of his armoured warriors appeared behind the
governor. Septima spun, sudden realisation of
what Porfundis meant sinking 1n.

“No!" he cried, “I am a loyal subject
of the Emperor! I am no trastor!”

The two warriors seized the governor's
arms and dragged him screaming towards the
rear ramp of an cxquisitely ornamented
Chimera. One of the Inquisitor’s acolytes
awaited him, the flames licking from his
apgmented limbs hot and bright The sccond
acolyte stood hunched over inside the
vehicle, laying out his collection of blades
and excruciators on a bronze surgical tray.

“I tell you I'm innocent!” screamed the
governor, bathed in the light from the
flames as the warriors carried him bodily
into the vehicle.

“Nobody is innocent..” whispered
Porfundis, limping towards his Chimera
and clearing his mind for the interrogation
to come.
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THIS MONTH'S RELEASES FOR THE LORD OF THE RINGS

SIEGE OF GONDOR

This 64-page The Lord of The Rings Strategy Battle Game supplement contains
complete rules for fighting sieges in Middle-earth. Siege of Gondor introduces
characters such as Gothmog, Beregond and Boromir Captain of the White Tower!

There are also rules for siege weapons and eight new scenarios covering Gondor

and Helm’s Deep.You will need a copy of The Return of The King Strategy Battle
Game 1n order to use this supplement.

Denmark kr  125.00
Sweden kr 150.00
Eura £ 17.50
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Gondor Battlecry Trebuchet

Designed by Tim Adcock & Gary Motley, this box
contains | Gondor Battlecry Trebuchet and 3 crew.

22500
270.00
30.00

o nrk kr
Sweden kr
Euro €

This model requires assembly.

Boromir, Captain of The
White Tower

Designed by Dave Thomas, this blister pack
contains 1 Boromir, Captain of The White
Tower, model.

Denmark  kr
Sweden kr
Euro €

55.00
65.00
8.00
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Orc Trackers Gothmog, Lieutenant of Morgul
Designed by Gary Morley, this blister pack Designed by Mark Harrison, this blister pack contains
contains 3 Orc Trackers. 1 Gothmog, Licutenant of Morgul, model.

Denmark
Sweden
Euro

This model
requres
assembly.

Morannon Orcs

Designed by Alan Perry & Michael Perry.
this blister pack contains 3 Morannon Ore models.

T R
SRR Mordor Troll
Euro € 10.00

Designed by Alan Perry, this box
contains a complete Mordor Troll.

ke 200.
kr 250.00
e 2500

Minas Tirith Citadel Guard o Gt

Designed by Alan Perry, this blister pack contains el
3 Minas Tirith Citadel Guard models.

' Denmark  kr 0.0
: Sweden kr  80.00
ﬁ Euro € 10.00
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Prices quoted are for products sold by Games Workshop through its own siores, caialogue or website. Independent retallers are responsible for determining their own prices. E



Mat Ward’s scenario finds
Boromir, Faramir and
Beregond, accompanied by
Knights of Gondor, fighting
to stem the tide of an Orc
army baying for their blood.

Description

Osgiliath 15 safe for the moment. After a long
and vicious struggle, Boromir’s leadership and
personal valour were able to turn the ude of
the battle driving Gothmog and his forces from
the ruined capital of Gondor. Though some
small skirmishes continue around Osgiliath,
the region is relatively peaceful once more as
Sauron begins to regather his strength.
Satisfied with the apparently stable sifuation,
Denethor recalls Boromir to Minas Tirith
leaving Faramir in command of the crossings
of the Anduin.

Less than a day into his journey, Boromir
discovers that the lands west of the Anduin are
not as safe as he had thought — he and his
bodyguard are ambushed without warning.
Though the Citadel Guard fight valiantly, they
are overwhelmed by the sheer number of their
foes and, one by one, the Men of Gondor fall
until only Boromir and Beregond remain alive.
Pushing their luck and skills to the limit,
Boromir and Beregond manage to break free

SCENARIO -
TO THE WALLS!

A The Lord of The Rings scenario

of the encircling Orcs and escape to the ruined
riverside fort of Amon Maethor. ..

Participants

GOOD

Boromir, Captain of the White Tower (on foot)
Beregond of Gondor (on foot)

Faramir (on horseback)

10 Knights of Gondor

2 Gondor Trebuchets with no crew

Boromir does not carry the Banner of
Minas Tirith

EVIL

4 Ore Captains

3 Orc Trackers

16 Ores with hand weapon and shield

16 Orcs with spear

8 Orcs with two-handed weapon

8 Orcs with Orc bow

4 Warg Riders with shield and throwing spear
4 Warg Riders with Orc bow

2 Mordor Trolls

X A
5
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Points Match:

Desperate Defence

As well as re-enacting Boromir and
Beregond’s desperate fight for survival, you
can use this scenario to play other ‘Desperate
Defence’ games. If you want to play this
game with other forces, choose a Good force
of up to 500 points and an BEyil force of up to
700 points. Each side must include at least
one Hero. The Good force should include
two Siege Engines.

Layout

This game is played on a board 48"/112cm
by 48"/112cm. The central keep of Amon
Maethor 1s placed in the exact centre of the
board (use a tower of up to 6"/14cm in width
to represent the keep) and the walls of the
fort are set 6"/14cm away from the tower
(see map). Four wooden walkways cross
from the castle walls to doorways set into the
walls of the keep — they have a Defence
Value of 6 and 2 Batter Points as they are
supported by ropes and are fairly easy to
collapse. The only other way into the tower
is through a doorway at its base. There is an
opening (at least 4"/10cm wide) in the outer
wall which once housed a fortress gate — the
gate 15 so rotred and decayed that it can no
longer be fastened. The remainder of the
board should be covered with rubble and
overgrown vegetation.

Starting Positions

The Good player deploys Boromir in the
centre of the ruined gateway (he has just
attempted to push the doors shut but they have
proved beyond use or repair) and Beregond at
on the opposite castle wall. The two
Trebuchets are deployed anywhere within the
walls of the fort, but at least 12"/28cm apart.
Faramir and the Knights are kept in reserve
and may be available later in the game.

The Evil player then deploys his entire
force (with the exception of the Ore Trackers
and Mordor Trolls) anywhere on the board.
Qutside of the fort, the Evil models should
be deployed at least 6"/14cm away from the
walls and any Good model. The Trackers are
then deployed anywhere within the walls,
but 1o closer than 3"/8cm to any Good
model. The Evil player then deploys the
Trolls so that their bases are touching the
keep and that they are within 6"/14cm of
each other.




Obijectives

The Evil player wins if he manages to kill
two of the three Good Heroes before the Evil
force 1s reduced to 25% or less. If he fails to
do this, the Good player wins.

Special Rules

Awoken: The Trolls in this scenario have
been awoken from slumber and will attack
whoever comes close. To represent this, these
Trolls are controlled by the player who has
Priority, in exactly the same way as Gollum —
though the Trolls will never willingly move
6"/14cm away from each other. If playing a
points match game. the two most expensive
models on the Evil force will take the place
of the Mordor Trolls.

Reinforcements: Faramir has learned of the
ambush and is riding to Boromir’s aid with
all speed. From the fourth turn onwards, the
Good player may roll a D6 to see if Faramir
has arrived. On a roll of 4+, Faramir’s group
(all the Good models that were not deployed
at the start of the game) moves onto the
board from a table edge of the Good
player’s choice.

The Trebuchets: The Trebuchets have been
left loaded, making 1t very simple to fire a
single shot at the incoming Orcs. Each
Trebuchet can only be fired once, but can be
fired by a single model (rather than the usual
two) in addition, both Boromir and Beregond
count as Engineer captains for the purposes
of this scenario.

Crumbling Walls: The walls of Amon
Maethor are sufficiently decaved that they
can be scaled using the normal rules for
chmbimg.

The men of Minas Tirith def
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The valiant warriors of
Minas Tirith, led by Alessio
Cavatore, defend Minas Tirith
against Mat Ward’s forces of
Evil. For a change this month
the players have decided to
use the Points Match rules to
select their forces.

he final defences of Minas Tirith have
I fallen, and now only the city itself

stands between Sauron and the dawn of
a new age where he is the dominant power. In
these final hours of the siege it is Gandalf
who saves Minas Tirith from doom. Wherever
he strides, hope 1s renewed and strength
redoubled, and without his presence the city
would have fallen swiftly. The walls of Minas
Tirith are strong and while men still defend
them no enemy can prevail, but fear s a
weapon the Witch-king long ago mastered.
Even as the physical siege progresses, the
Captain of Morgul assails the hearts and souls
of his foe. Though neither side realises it, this
final assault will determine the fate of
Gondor, If the city holds for long enough, the
Rohirrim will arrive to break the siege and
hope will be snatched from the clutches of
despair. If the city falls, Théoden and his
warriors will arrive in time to gaze upon the
ruin of Gondor.

PARTICIPANTS

GOOD

(Gandalf the White

Pippin

Beregond

4 Citadel Guard with spear

4 Citadel Guard with longbow

4 Warriors of Minas Tirith with shield

4 Warriors of Minas Tirith with spear and
shield

4 Warriors of Minas Tirith with bow

2 Battlecry Trebuchets with three crew each
2 Avenger Bolt Throwers with two crew each
Up to three Good Warriors may be given a
banner.

EVIL

The Witch-king of Angmar

Gothmog, Lieutenant of Morgul

1 Orc Shaman

16 Morannon Orcs with spear and shield

8 Orcs with hand weapon and shield

8 Orcs with spear

4 Orcs with Orc bow

4 Orcs with two-handed weapon

2 Mordor Trolls

1 Mordor Catapult with three Orc crew and
one Troll

2 Mordor Siege bows with two Orc crew each
4 Orc Trackers

THE SIEGE OF
MINAS TIRITH

A Siege of Gondor Battle Report

Up to three Evil Warriors may be given a
banner. The Evil force may also include up to
8 Siege Ladders, 2 Siege Towers and

1 Battering Ram.

LAYOUT

The seenario is played on a board 48"/112cm
by 48"/112cm. The outer wall of Minas Tirith
is made of stone and stretches across the board
12"/28cm in from the southern table edge. The
inner edge of the wall faces onto the streets of

the first circle of Minas Titith. The outer edge
of the wall faces onto a morass of trenches and
siege works (the Pelennor itself is featureless
to allow a clear field of fire).

STARTING POSITIONS

The Good player deploys his entire force on or
behind the walls of Minas Tirith. When the
Good player has finished deploying, the Evil
player may deploy his entire force up to
18"/42¢m from the northern table edge.




S

OBJECTIVES

The game lasts for 12 turns. The Evil player

wins if he has 16 or more models on or

behind the wall, or has acheved two out of

the following three objectives at the end of

any turn:

* Gandalf has been slain.

* The Good force has been reduced to 25%
or less of its starting numbers.

* The Evil player has 8 or more models on or
behind the wall.

If the Evil player does not achieve his victory

conditions before the game ends, the Good

player wins.

SPECIAL RULES

Rohan has Come! From the sixth turn
onwards, the Good player may roll a D6 at the
start of his Move phase. If a 6 is rolled. the
Rohirrim have arrived and the Witch-king
leaves to confront this new threat — remove him
from play as if he were a casualty.

The Final Battle. The defenders have resigned
themselves to this last, near-hopeless battle and
are now beyond fear, whilst the attackers are so
numerous they give no heed to their losses.
Neither Good nor Evil models take Courage
tests for their force being reduced to half
strength 1n this scenario.

48" /112cm

POINTS MATCH:
GRAND SIEGE

As well as re-enacting the siege of Minas
Tirith you can use this scenario to play
other ‘Grand Siege” games. If you want
to play this game with other forces.
choose a Good force of up to 750 points
and an Evil force of up to 1,000 points.
Each side must include at least one Hero.
The Evil force may include a single
Battering Ram. two Siege Towers, and up
to one ladder for eyery ten models
(rounding up) in the force.
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Evil deployment zone

Good deployment zone
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Mat Ward: Finally!
After a little over a vear
and five battle reports
leading the forces of
Good (to somewhat
mixed success,
admittedly) I now
finally get to flex my
muscles with the
msidious forces of
Sauron. Some mught say this descent into
unbounded villainy 1s a direct result of getting
Aragom killed the last time I played in a battle
report — although at least one of my colleagues
maintaims that the rot set in long before that,
Either way, I'm looking forward to marshalling
the armies of Mordor. It's good to be Evil.
Unlike previous The Lord of The Rings
battle reports (where we've played out a
scenario precisely as written) in this case
Alessio and 1 decided to play a Points Match
based on ‘The Siege of Minas Tirith’ scenario
from Siege of Gondor. As the attacker, this
gave me a whopping 1,000 points to play
around with. Given that most scenarios tend to
work around 500 points or less, this equated to
rather a lot of troops to play around with — but
what to field? First choice had fo be as many
Morannon Orces as 1 could lay my hands on.
With a hearty Strength of 4 and equipped with
heavy armour, shield, and spear for a mere 9
points, these creatures are about the most

Mat Ward

IN THE SHADOW OF MORDOR

efficient troops available to an aspiring Evil
general. Unfortunately I discovered that we
only have eight Morannon Orcs in the Studio
atmy, so I had to look elsewhere to fill out my
force. I didn’t have to look far — what we lack
in Morannon Orcs, we easily make up for in
Easterlings. While not as strong as the
Morannon Ores, Easterling warriors still have
two things to recommend them: heavy armour,
and shields. With twenty Easterlings drafted
into my army, things were starting to look
decidedly promising. What I needed next was
some muscle — this was provided in the shape
of two massive Mordor Trolls and a handful of
Mordor Uruk-hai. With approximately two
thirds of my points spent, I decided that I
needed to make sure that I included a few siege
engines. After much um-ing and ah-ing, I

settled upon a pair of Mordor War Catapults —
one with a Troll for extra effectiveness. With
1y points rapidly running out, I still had to
buy some Heroes to lead my force — a role
mote than adequately filled by two Easterling
Captains and one named character, Shagrat.
Last of all, 1 recruited a handful of Mordor
Orcs and some extra crew for my catapults.

As far as tactics went, I decided to eschew
a massive escalade assault in favour of Siege
Towers. | would split my Easterlings in two and
assign each group to a Siege Tower on either
flank. The Uruk-hai would take the middle
road, heading straight for the gate, hefting a
Battering Ram as they went. My remaining
troops, in the shape of Ores and Morannon
Ores, would grab as many ladders as they could
carry. Let the siege begin!

Heroes
‘ S R A i T S s o S veas 55
@ 2 Easterling Captains ............ 110
Troops

. 10 Easterling (shield)
. 10 Easterling (shield & spear)...90

EVIL FORCES - 1000PTS

Qz Mordor Troll

SIUFK=hal Ll e ametd e G 6N
@

o 8 Morannon O1es.................. 72

@ 8 Orcs

: 1 Mordor Catapult (2 extra crew)100

1 1 Mordor Catapult
et (Troll & 1 extra crew)
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I WILL NOT LET THE WHITE CITY FALL

Alessio Cavatore:
Gandalf, it had to be
| Gandalf! I remember

| the fantastic description
2 in the book of how the

| presence of the White
Rider 1s the only thing
that keeps the
beleaguered defenders
of Minas Tirith from
total despair. Only Gandalf’s auza can counter
the shadow of terror cast on the warriors of
Gondor by the Nazgtl. I decided that Gandalf
the White would lead my force and, always
thinking of the bock, 1 included Pippin and
Beregond — [ still remember vividly the scenes
depicting those two on the walls, talking about

Alessio Cavatore

their feelings in the quiet before the storm as
they prepare to give their lives in the defence
of the White City. I wanted then to include one
cach of the new War Engines: a Trebuchet to
smash those Siege Towers to smithereens and
an Avenger Bolt Thrower to mow down any
enemies going for my gate. The rest of my
points would be spent on Warriors of Minas
Tirith and. most importantly, on Citadel Guard.
These guys’ Fight value of 4 is vital for beating
Orcs and Easterlings in combat and to at least
draw fights against the nasty Mordor Uruk-hai.
I made sure that a third of my force was made
of archers, which are vital in siege games to try
and reduce the numbers of the enemy as they
cover the open ground to reach the walls. And
now, may the grace of the Valar protect us!

GOOD FORCES -~ 750PTS

Heroes
SNl o e 20

Pippin (armour, Elven cloak) ...35 |

| Gandalf (Elven cloak) ......... 210
Troops
@9 s Citadel Guard (bow)......... 80
. 8 Citadel Guard (spear) ......... 72

8 Warriors of Minas Tirith

(shieldi® spear) it il e 72
4 Warriors of

Minas Tirith (bow) ..oooeevnnn.n. 32
1 Warrior of

Minas Tirith (banner) ............ 32

~g 1 Bolt Thrower
= (swift reload & I extra crew) ...97

Trebuchet

e g




DEPLOYMENT

As the Good side had to set up first, Alessio had to
spread his defenders across the width of the
battlements. On the right flank of the walls,
Beregond led a small contingent of warriors, one
with a spear and two with bows and a single
Citadel Guardsman with spear. In the centre,
Gandalf marshalled the defence atop the gatehouse
flanked by Citadel Guard bowmen, a Wartior of
Minas Tirith with a Banner, and an Avenger Bolt
Thrower. Pippin, the last of the Good Heroes, took
command of the left flank of the castle, supported
by more spearmen and Citade]l Guard. To prevent
it blocking access across the wall, the Trebuchet
was deployed behind the sturdy bulwarks, forcing
it to rely on relayed targeting information from the
defenders who had a clear view of the enemy.
Finally, Alessio spread his remaining troops evenly
across and behind the breadth of the wall.

In response to the evenly spread defenders.
Mat deployed his force across the frontage of the
battlefield. On the extreme of either flank, a Siege
Tower — crewed by Easterlings, and led by an
Easterling Captain — was forced into position by a
huge Mordor Troll. In the centre. Shagrat himself
directed his entourage of Uruk-hai as they prepared
to attack the gate with a Battering Ram (in actual
fact, a statue taken from the outer defences of the
Rammas wall). Between the Uruk-hai and each
Siege Tower an attack ladder was deployed. the
one to Shagrat's lett manned by Mordor Orcs,
while the one to his right was much more
dangerous — eight massive and heavily-armoured
Morannon Orcs would use this one to assault the
defences. Jo round out the assault force, two
massive ;;apults were wheeled into position at
the reag k]

)
cecee

The armies assemble.

To get full use out of a Siege Tower, Mat
needed to have wartiors on top. ready to
charge the enemy — in this case an
Easterling Captain and three more
Easterlings. The only problem wath this is
that it makes the tower heavier and much
harder to propel towards the battlements.
To counter this, Mat chose to deploy a
Mordor Froll with each tower. Such is the
strength of these hulking creatures that
they count as several models for the
purposes of pushing a Siege Tower.




The defenders of Minas Tirith ready themselves for the assault.

TURN ONE

As the attackers surged towards the
battlements of the beleaguered Tower of
Guard, the defenders readied their weapons
and prepared for the fight of their lives.
Choosing to allow his opponent’s plan to fully
reveal itself before restructuring his defensive
posture, Alessio contented himself with having
Gandalf cast Terrifying Aura, which he did
without difficulty. In response, the attackers
surged directly forwards towards the walls.
Seeing the danger posed by having two Siege
Towers converge upon his defences, Gandalf
called out instructions to the Trebuchet. With a
groan of strained wood and metal, the masstve
construction hurled its payload towards the
more distant of the two towers, but their aim
was slightly off and the boulder went astray. In
a second attempt to halt the progress of the
Siege Tower, the Avenger Bolt Thrower
opened up, but despite scoring five hits, it
managed only a single wound. The volley of
fire from the bowmen proved to be more
successful, pitching one Mordor Otc and an
Uruk-hat lifeless into the mud. The return fire
from Mat's catapults was largely cheated by
the stone walls of Minas Tirith, buf one fateful
boulder smashed into the hapless Gondor
Banner Bearer, sweeping his pulverised corpse
from the battlements.

TURN TWO

Evil stole Priority from the Good side this
turn with a decisive roll of 6, and once more
Mat's forces continued their steady trek to the
castle walls. As they did so, all the Citadel
Guard with spears chose to duck behind the
walls to protect themselves from the
incoming Catapult fire. With the crew of the
Battering Ram now in range, Gandalf chose
to cast Ultimate Sorcerous Blast inio their
midst, killing one and, more importantly,
knocking enough of the others to the ground
to force the rest to drop their burden. The

Mordor Catapults once more proved to be
deadly - although this time. a shot aimed at
Gandalf scattered onte one of his fellow
defenders, ironically one of the Citadel Guard
who had ducked 1nto cover, and slew him
instead. In retaliation, the Avenger and the
bowmen struck out at the incoming horde,
managing to cull an Uruk-hai, a Morannon
Orc, and two Mordor Orcs from their numbers.
Finally, Alessio directed the Trebuchet to hurl
its burden at the distant Siege Tower once
mote. This time, it was on target but failed to
wound the massive construction.

By the letter of the rules,
Ultimate Sorcerous Blast
propels its target duectly away =
from Gandalf, which really
means that if he is higher up
than his target, the unfortunate
creature gets knocked into the
ground and is not knocked
backwards into any other
models. However, after a bit of
consideration it was decided to
allow the spell to knock its
target backwards but at half the

‘ normal distance.
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TURN THREE

Priority returned to the Good side this turm, and
with 1t the chance to prepare for the imminent
assault. The Citadel Guardsmen stood up once
more and readied themselves. Meanwhile,
Gandalf bought Beregond some more time by
unleashing an Ultimate Sorcerous Blast into

the Mordor Orcs carrying the Siege Ladder,
killing two — there were still enough to carry
the ladder at half speed, but it would take them
another turn to reach the walls. The rest of the
Evil force did not have this problem and with a
hollow thump, the two Siege Towers crunched
into the walls, the Easterlings atop them

standing up in preparation of storming the
walls the following turn. Even the Morannon
Orcs were able to bring their ladder into
contact with the wall and, seeing this, Shagrat
abandoned his fellow Uruk-hat to their struggle
with the Battering Ram and headed for the
ladder. In the final volley that they would get
before the assault began in earnest, the
defenders managed to cull another two Mordor
Orcs from the attackers with bowfire, whilst
the Bolt Thrower successfully scored a wound
on the Battering Ram. The Trebucher missed
once more, as did the Mordor Catapults.

TURN FOUR

As Priority remained with the Good side this
turn, Shagrat used a point of Might to declare a
heroic move, carrying him to the top of the
nearby ladder before the defenders could cast it
down. As a Citadel Guard spearman leapt onto
the Siege Tower — Pippin tried to join him, but
his short legs thwarted the effort — Gandalf
summoned another Ultimate Sorcerous Blast
into the unfortunate Uruk-hai manhandling the
Battering Ram, but this time at the cost of two
points of Might. The cost was well worth it
however, with another Uruk-hat slain, and two
more knocked to the ground - the Battering




Ram dropped beside them once more. As play
passed to Mat, the Easterlings charged into the
ranks of the defenders, while below, their toil
with the Siege Towers ended, the Trolls headed
towards the gate. With the Easterlings on the
walls, the defending archers elected to pour
their fire into this new threat, but though many
hits were scored. the well-crafted armour of the
foreign warriors cheated the Men of Gondor of
any kills. The Trebuchet was able to score a hit
on the far Siege Tower, but once more failed to
do any damage, though the Avenger Bolt
Thrower did have more luck, firing a single
shot that slew another Mordor Orc. The return
fire from the Orc Catapults was largely
thwarted by the parapets of the walls, however
a single lucky shot managed to crush a stray
crewman for the Avenger. With the attackers
now on the walls, brutal hand-to-hand combat
raged on the left and right flanks of the
defences - in both cases a single Citadel Guard
spearman was struck down by the elegant
precision of an Easterling Captain, though on
the defender’s right flank an Easterling was
killed in exchange. Meanwhile, Shagrat
managed to best his opponent and, though 1t
‘cost him his remaining Might to do so, struck
him down and took his place upon the walls.




TURN FIVE

With the assault in full swing, the Evil force
stole the initiative and the Easterlings stormed
onto the walls in earnest, pinning all the
defenders on either flank in place, while
Shagrat fearlessly charged into another cluster
of defenders. roaring furiously. Below where
Gandalf surveyed the battle, the two Trolls
managed to move close enough to batter the
gate, whilst the Uruk-hai once more raised the
Battering Ram from the ground. As the
defenders moved to contain the Easterlings as
best they could, Gandalf atterapted to cast an
Ultimate Sorcerous Blast on the Troll and, with
a point of Might used to boost the roll,
managed to thrust the brutish creature away
from the gate, though its thick hide protected it
from damage. The Catapults once more flung
their payload at the crew of the Avenger Bolt
Thrower, but not a single shot hit home, With
many of the defenders now engaged in combat
with either Shagrat or the Basterlings there was
little bowfire unleashed upon Mat’s forces and
the armour of the Evil warriors defended them
against the strikes. The Avenger faired better
once more, culling a single Morannon Orc
from the base of a ladder. Changing tactics,
Alessio directed the Trebuchet to fire upon the
Mordor Catapult crewed by the Troll. The shot
hit home, dealing @ massive blow to the war
engine and robbing it of half its Batter Points.
The Fight phase proved to be tavourable for
the Evil side once more, with an Easterling
Captain using a single point of Might to slay a
defender. whilst another spearman of Gondor
fell to the sword strike of an Easterling warrior.
Though the Mordor Troll failed to damage the
gate, Pippin’s section of the wall was now in
serious trouble. with only a single archer
remaining beside the Hobbit, whilst the
Easterlings continued to pour onto the walls.

! TURN SIX

Priority returned to Alessio this turn, and the
defenders now tushed to reinforce the
endangered flanks of the defences with
Gandalf moving into the tower on his
overwhelmed left flank and Beregond leading a
sally on the right. As he did se, Shagrat and the
Easterlings once more barrelled into the
dwindling defenders - though one Easterling
Captain was pinned in place by a successful
Effortlessly Immobilise from Gandalf — and the
fallen Troll stumbled to his feet to join the
other. As the Warriors of Minas Tirith began to
fire upon their foes once more, one of the
Mordor Catapults burst into a shower of
matchwood as a second shot from the
Trebuchet slammed into it, Once more, the
thick armour of the attackers kept them safe
from the sporadic bowfire atop the walls,
though a single Morannon Ore fell to the
Avenger Bolt Thrower as a shot from the
remaining Orc Catapult whistled harmlessly
overhead. The Mordor Trolls attempted to
smash the gate, but failed. On the battlements,

the heroic efforts of a total of four defenders
managed to fend off Shagrat’s attacks and pin
his lifeless body to the parapet, but not
everything went Alessio’s way. On the
defenders’ far right flank, Beregond's brave
counter-attack stumbled and he was hacked te
pieces by the skilful Easterling Captain,

TURN SEVEN

With Beregond’s death, the Evil force
attempted to press home their momentary
advantage, and wrested Priority from the forces
of Good, the crew of the destroyed Catapult
setting out to join the remaining engine. On the
defenders’ left flank, the Easterling Captain
launched himself from the back of the wall with
the intention of attacking the Trebuchet crew.
He survived the precipitous fall, suifering only
a single wound in the process, only to be set
upon by a handful of defenders. Abandoning
the Battering Ram, the remaining Uruk-hai
headed for the ladder so recently carried by
Mordor Orcs. As the Easterlings closed with
their foes, a single Morannon Orc clinbed onto
the walls into the spot where Shagrat had fallen.
Gandalf attempted to cast another Ultimate

Sorcerous Blast on the Easterlings, but failed.
The remaining Mordor Catapult took aim at the
Avenger’s crew once more, but missed.
Alessio’s shooting was only a little more
effective, with both the Avenger and the
Trebuchet missing their targets — the forces of
Good were redeemed only by a single arrow
shot by a Citadel Guardsman which slew an
Utuk-hai. As the sound of sword upon sword
rang out in the Fight phase, the Easterling
Captain on the right flank had to expend a Fate
point to stay alive. Elsewhere, Mat's forces,
though managing to win their fights, were
unable to pierce the armour of their enemies.
Similarly, the two Trolls were once more unable
to damage the fortress gate. Though there were

 Easterlings on the walls and Trolls at the gate.

the battle was not over yet...

TURN EIGHT

Mat retained Priority this turn and, seeing that
things were reaching a crucial moment,
Alessio had Pippin call a heroic move,
allowing the defenders on the left flank to
close with their assailants and. more
importantly, giving Gandalf the opportunity to




cast another Ultimate Sorcerous Blast. As the
roiling tide of energy swept across the
battlements, it knocked no less than six
Easterlings to the ground - three of them
slain in the process. This was a drop in the
ocean compared to Mat's remaining forces
however, and soon the defenders wete set
upon once more at either end of the wall by a
tide of vengeful Easterlings. The Shoot phase
was brief, with both the Mordor Catapult and
the Gondor Trebuchet missing their intended
targets and, with all but two archers engaged
in combat this turn, no mote Or¢s or
Easterlings fell to arrows — though the
Avenger did reduce the ladder held by the
Uruk-hai and Mordor Orcs to splinters. Once
more the Fight phase favoured the Evil side,
for though the Trolls still failed to damage the
gate. no less than three defenders were slain
by Easterlings, including one of the Trebuchet
crew hacked down by an Easterling Captain
at the cost of a Might point. In return, four of
the defenders finally managed to slay the
Morannon Ore who had reached the
battlements, hacking him down in the very
spot where Shagrat had fallen.

With both towers in contact with the walls, the end is near.
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The left rampart falls to the Easterlings.




TURN NINE

Good managed to acquire Priority this turn,
and Mat had his Easterling Captain on the
defenders’ right flank call a heroic move in an
attempt to maintain the initiative. But as the
Easterlings on the right flank swarmed over the
defenders once more, on the left flank another
Ultimate Sorcerous Blast from Gandalf bowled
two Easterlings to the ground, even as two
Citadel Guard managed to push the Morannon
Orcs’ ladder away from the wall. It seemed that
the defenders’ luck had finally changed as, in
the Shoot phase, the Trebuchet managed to
land a shot on the remaining Catapult, causing
two Batter Points of damage, while the
Avenger and a bowman each managed to kill
another Uruk-hai, and a Citadel Guard’s atrow
managed to pierce the armour of an Easterling.
Conversely, and even with extra crew to
supplement its efficiency, the Mordor Catapult
managed to miss with both shots. As the Fight
phase dawned, the two Mordor Trolls failed,
yet again, to make any impression upon the
gate. Meanwhile, though the sheer numbers of

The minions of Sauron rampage across the walls.

Easterlings once more enabled Mat to prevail
1 most of the fights, the armour of Gondor
cheated him of his kills, and the skill of the
Citadel Guardsmen added another dead
Easterling to the butcher’s bill. In the space of
a single turn, Alessio’s forces had managed to
turn the game around.

TURN TEN

As fighting became all the more desperate, Mat
managed to secure Priority this turn and, as the
Morannon Orcs picked their ladder up again,
the Easterlings on the right flank engaged the
remaiming defenders. On the left flank, the
attackers scattered as best they could,
minimising their vulnerability to Gandalf's
Ultimate Sorcerous Blast. This seemingly was
a wise move, as only a single Easterling was
blasted. and though he survived, the Warrior of
Minas Tirith he was propelled into was not so
fortunate. As the Easterling Captain behind the
wall was set upon by no less than six
defenders, the Shoot phase began. Both the
Trebuchet and Mordor Catapult missed their

targets once more, as did the handful of archers
with targets. Meantime. the Avenger managed
to justify its presence in a single round, spitting
out six shots and managing to kill one of the
Trolls by the gate and wounding the other! In
the Fight phase, the Easterling Captain behind
the wall was finally overwhelmed, suffering a
total of six wounds! The forces of Good did
not fare so well elsewhere however. as the
remaining Troll finally managed to damage the
gate — worse yet. the remaining two defenders
on the right flank were overwhelmed and
slaughtered by the Easterlings.

TURN ELEVEN

With the game nearly over Priority returned to
the Good side, though they were now short on
troops to maximise on their fortune. Those
defenders able to do so threw themselves at the
foe, with what reserves remained rushing to the
right flank. Fortunately for the Evil side,
Gandalf’s Ultimate Sorcerous Blast failed to
work once more, for with Gandalf still alive
and the defenders still far above a quarter
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The martial might of the Easterlings carries the da-y-
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strength, the only way Mat could now win was
to force sixteen models onto the walls and,
with only just enough warriors left to achieve
this, every casualty was starting to count. As
Mat rushed to get his remaining troops into
position, the Morannon Orcs thrust their ladder
back onto the wall. The Troll backed off from
the gate to give the surviving Catapult &
chance to breach the portal — a gamble that
failed as both shots went wide of the target -
though as the Trebuchet had missed its target,
and only a single Easterling and the Morannon
Ores’ ladder had fallen to the Avenger, Mat
was happy to settle for the trade. With Gandalf
blocking the left flank, the only combat was at
the opposite end of the battlements where the
savage hand-to-hand fighting Jed to the death
of another Citadel Guardsman. With no Evil
models falling 1n return, Mat just barely had
encugh troops left to win the game.

TURN TWELVE

In the closing turn of the game, Mat won
Priority once more and used this advantage to
have an Easterling charge Gandalf, figuring it
was safer to fight the Wizard than risk the
danger of his Ultimare Sorcerous Blasr. With
the Morannon Orc’s ladder destroved, there
was no chance of getting them onto the
battlements, but the remaining Evil warriors
on the battlements were just numerous enough
to win the game if no others were slamn. With
this in mind, Mat got as many Easterlings as
he could into the now empty tower and out of
the bowfire of the defenders. With most of his
remaining troops too far away from the right
flank to make a difference. Alessio had two of
his Citadel Guard charge down the stairs of
the tower 1n an attempt to kill the one vital
Easterling that would win him the game. As
he did so, he gave his Trebuchet a chance to
fire on the few Evil wartiors left on the
battlements of the right flank but, seeing the
danger, Mat tasked his own Catapult fo target
the crew of the Gondor war engine and, with a
lucky shot, slew both remaining crew! With
things getting reatly tense, Alessio’s
unengaged bowmen fired on whatever targets
they had. but though they hit, were unable to
score a wound. Even the Avenger, though
managing to hit the Troll four tunes, was
unable to cause enough wounds to finish 1t
off. To add to Alessio’s frustration, Gandalf
was unable to slay the lone Easterling! His
final chance for victory lay with the two
Citadel Guard who had charged into the tower.
Unfortunately, the Easterlings fought like men
possessed and slew both opponents, leaving
victory in Mat’s hands...

.01 80 it seemmed. As it tumed out, in the
heat of battle, Mat had forgotten to move one
of his Easterlings onto the wall i the final turn,
leaving him one model short to claim victory.
However. as the game was so close (and great
fun into the bargain) Alessio generously
allowed Mat to move his forgotten Easterling
onto the wall,

————

PLAYER CONCLUSIONS
LET THE WHITE CITY BURN!

Mat: Not a word. Not one word. My
momentary (and, if truth be told. utterly
predictable) break in concentration aside, ﬂ

ROHAN HAS COME!

Alessio: Well, after twelve hard-fought turns
it all came to a terrible moral dilemima: I
could allow Mat to move the model he
forgot on the Siege Tower and therefore give
him the game. or stick to what effectively
happened and win.

After some pondering I decided to be
generous, sifce anyway it was a very close
game and we both really had great fun, and
that's what really matters in the end.

On a tactical level, I think 1 should have
msisted bombarding the Siege Towers rather
than get demoralised by the lack of success
my Trebuchet was having against them and
switching target 1n favour of the catapults.
The poor luck we both had at the beginning
of the game with our Siege Engines was
bound to change, and when 1t eventually did
it resulted in the destruction of a Mordor
Catapult and of my Trebuchet.

Oh and here’s a few hints I can give you
after having learned a couple of lessons from
my mistakes - always hide models
that don't have a missile weapon 10
the early turns of the game and always
remember to keep at least a mode] in
base contact with your 2
banmier bearers. to pick the
flag up 1n case they get killed.

Oh, 1 forgot. the other lesson to
be [earned from this game certainly
1s: Fear the Easterlings!

evervthing went according to plan. That
said, there are things that I should have
done differently — firing the catapults at the
walls or, better yet, that dratted Avenger
Bolt Thrower which was a thorn in my side {
for the entire game. Yes, it’s true that I lost
a lot of troops (to the point where I could
only just win the game) but then, that’s the
nature of taking a fortress by storm.
Fortunately, I brought just enough flesh to
feed into the meatgrinder, and the forces of
Evil prevailed in a thoroughly enjoyable and
closely fought game.

That was a close one!
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fter spending some time building their new terrain

boards to fight games on, Steve and Adi really

wanted to get stuck into building up their forces. A

few months back Steve had bought a few Rangers of
Gondor, so he decided to build them up into a more viable
fighting warband. Adi, on the other hand, took the course of
brute force: Mordor Uruk-hai.

Rangers of Gondor

By Steve Cumiskey

he Rangers of Gondor were

my first attempt at getting a
force together for The Lord of The
Rings game. I'd put them to one
side, fully intending to paint them
up and get playing, but then I saw
the Warriors of Minas Tirith so the
poor old Rangers got left behind.

Once I'd got an army of
Warriors up and running, and
played a few games, [ decided I
would need those Rangers after all.
Those first few games taught me
that running out to meet an
outnumbering force of Orcs wasn't
the greatest plan I'd ever come up
with. I wanted to put some distance
(and a few well-aimed arrows)
between us at the beginning and
then launch a counter-attack where
he wouldn’t be able to swamp me
with Orcs again.

1 A Tale of Good & Evil

Part Three — Expanding the Forces

Basing the Rangers 6

The first decision that I needed to make was as
to how closely I should follow the pattern I’d set
with the rest of force. With them, I'd gone for a
dusty, rubble-strewn base to represent the ruins
of Osgiliath. At first, that idea didn’t seem to sit
too well with the wilderness scout image of the
Rangers, The more I thought about it. the easier
it became to imagine a small detachment of
Rangers operating inside the ruins of Osgiliath.
Once this idea had taken root, I no longer
saw any problem with mounting them on the
same bases as the rest of my force. The bases
would have the added bonus of making them
look a little more at home in the middle of all

those silver-armoured warriors.
Painting Cloaks

As to the colours of the Rangers themselves, [ opted to try out some of
the newer paints on the cloaks, I used Catachan Green as the main
colour on the cloak, with a layer of the same colour mixed with
Graveyard Earth and then a final highlight of Gravevard Earth with a
touch of Bleached Bone. I used Catachan Green, rather than any of the
other greens, because it has a greyish quality that echoes the dusty
appearance of the rest of the army. I carried that idea through by
drybrushing the colours from the base of the models onto the botiom of
their cloaks and boots to make them look like they’ve been hiding out
in the ruins for weeks.
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wanted to unleash my new
Mordor Uruk-hai on Steve's

forces as soon as possible. To
speed things up [ chose to paint
four models at the same time,
rather than tackle each one as an
individual. Like many other
painters, ['ve used this style of
batch painting before to paint
groups of models quickly.

There is a trick to using the
same colours on a group of
models, and still getting them o
look different. What you do is take
one paint at a time, and apply that
colour to a different part of each
model. For example, I painted
Scorched Brown on the tunic of
one model, the cloak of the next,
the hood on ancther, etc. This has
the effect of mixing up the colours,
making the models look different
from each other.

To give me even more of an
edge n the coming battles. I
decided to give the Uruks a
Captain and Standard Bearer, in
the same way as my Mordor Orc
warbands. However there aren’t
any specific models for these
characters, so I mounted one of
my favourite Uruk models on a
larger base to make him stand out
and, nsing my clippers. I broke up
a ruined wall to give me the pile of
brickwork for the base. He became
my Captain, Grukk. The Standard

Mordor Uruk-hai

By Adrian Wood

Bearer conversion was a little more
mvolved. I cut away his weapon
and drilled a hole between his
hands. Taking a piece of wire, I
inserted it as the banner pole and [
then glued a piece of torn paper to
the pole as a flag.

ik

I always like to convert a few models in a warband.

NEXT MONTH
Having taken a break
from painting
armoured Warriors of
Minas Tirith by
collecting his Rangers,
Steve decided to turn
his attention to the
Knights. Adi had other

plans m mind... but
these will have to wait
until next month.
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The Siege of Gondor
supplement allows you to
recreate the epic struggle of the
warriors of Gondor to stave of
the attack by the forces of
Sauron. Mat Ward describes his
thoughts and ideas behind this
new supplement.

Siege of Gondor is the second in what

promises to be a long and varied line of
supplements. Most probably the first thing that
you'll notice is that it’s a substantially larger
book than the first (64 pages rather than 48)
which has given us room for more of
everything, whether hobby guides, scenarios,
or new rules!

F ollowing on from Shadow and Flame,
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THE SIEGE OF
GONDOR

Designer’s Notes by Mat Ward

As with its precursor, this book focuses on
a particular area in time and space, but where
Shadow and Flame concentrated on events that
occurred ‘between acts’ in the tale of The Lord
of The Rings, Siege of Gondor throws players
straight into the desperate struggle for Minas
Tarith in the closing days of the Third Age. As
before, it was a very careful path I trod through
Tolkien’s works (one thing Alessio and [ are in
complete agreement on 1s that we shouldn’t try

e
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and rewrite Tolkien) and although I know the
books very well, there were all kinds of little
details tucked away in the comers of
appendices which [ hadn’t fully considered
before. After immersing myself in the
chronology of the period we were looking to
cover, it became clear that to really represent
Gondor’s plight the book would have to cover
much more than the siege of Minas Tirith —
after all, Sauron's army 1s only there for a
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matter of a day and a half! This really gave me
the opportunity to cast my net considerably
further, and soon the span of the book grew to
engulf other events in the assault on Gnndor
including the doomed struggle at Cair Andros
and Faramir’s courageous, but ultimately
futile, defiance towards Sauron’s army. What I
ended up with was an epic struggle that ran
from the banks of the Anduin in Osgiliath, to
Rath Dinen in the city of Minas Tirith...

THE TALE BEGINS

For me, the real joy of writing something like
this is getting the tale to flow through from the
very first page until the last. The Lord of The
Rings 13, first and foremost, a story that treads
in the wake of not only wars but the
individuals that take part in those wars.
Following that tale (and the paths of individual
characters) properly was an incredibly
challenging, but also very rewarding,
experience. After all, in The Lord of The
Rings. w much of the struggle for Gondor
from Pippin’s perspective. We know what




happens to the realm as Pippin is told of it, but
we never see Faramir's efforts to repel Sauror,
or the desperate fighting at Cair Andros. If I've
done my job properly, even those amongst you
who know the book inside and out will have
difficulty telling which bits of the storyline are
from Tolkien’s original work and the parts that
are my bridging passages. In any event 1 hope
it will help drag you deeper into the world of
Middle-earth.

FIGHTING THE WAR

Of course, the scenarios are the heart of any
The Lord of The Rings book. and Siege of
Gondor 1s no exception in that regard. As I
mapped out the story I wanted this supplement
to tell, all manner of suitable confrontations
presented themselves but, alas, there was only
so much space in the book and some of them
had to go. Trimming them down, I was left
with a tight core of diverse and interesting
scenarios that, taken together, tell the tale of
the Siege of Gondor. You can play them as
standalone engagements 1f you wish, but they
have all been bound together to form the
campaign that is the Siege of Gondor and I'm
sure experienced players will love to get their
teeth into this. Of course, once you've played
them through a few times, you'll want to play
sieges of your own and, to accommodate this,
each of these scenarios has been specially
designed to give players a feel for several
different styles of siege warfare. By playing a
‘Points Match’ game on any of these scenarios
you can create a whole range of new sieges.

The forces of Sauron attack Minas Tirith.




THE SIEGE BEGINS

Naturally, it's a Iittle difficult to conduct a siege
without rules and, as we' couldn’t fit them into
The Return of The King, there was an
opportunity to refresh and revise those that had
been originally printed in The Two Towers.
This couldn’t have come at a better time
because I had several shiny new things that I
wanted to add. A side bonus to reworking these
rules meant that I could break them down into
more manageable chunks and dot them
throughout the book. This way, as players work
their way through the book, they’ll be
gradually introduced to everything that they
need to play each section — there’s nothing
more diffreult than trying to keep pages and
pages of new information in your head as
you're trying them out for the first time!

WHAT'S DIFFERENT

By and large, the siege rules that we originally
presented 1n The Two Towers have stood the
test of time (and the abuse of players) very well,
and the best rule to apply in these situations is:
*If it ain't broke, don’t fix it!" Accordingly
you're already familiar with the way sieges
work in Middle-earth, there won’t be a lot here
to surprise you — it’s been more a case of
expanding than rewriting. Personally, I've
always found that this game system has a
refreshing ‘real world’ feel 1o it — things tend to
work the way they would 1n real life and
application of common sense is generally
rewarded with success. With this in mind, all
the changes and additions to the siege rules
conform to this principle. I've expanded the
Batter Points table 1o encompass pretty much

Evil returns to Osgiliath.

everything within the fortress, so that the more
destructive amongst you can take your
opponent’s defences apart piece by piece. Also
present are profiles for things like wooden
palisades and towers, allowing players to build
more diverse fortifications than before. Here and

there you'll find that certain rules have been
tweaked, whether to speed up the game (in the
case of battering walls) or to better represent
what we all sat in awe at in the film (Uruk-hai
Demelition Teams) — but for the most part, it
wasn’t broken, so I didn’t try and fix 1t.




Mordor War Catapuit.

WHAT’S NEW
Of course, a The Lord of The Rings
supplement just wouldn’t be right without new

troops to lead into battle. Amongst other things,

the setting gave us an excellent excuse o go
back to the films and add some of the more
memorable participants to the range. Within
Siege of Gondor you'll find a whole new host
of Warriors and Heroes inspired by both the
book and the film to add to your forces (there’s
also another limited edition castle for you to
fight vour battles on, but I digress). The Good
side receives new Heroes in the shape of
Beregond of the Guard (a character from the
book that many will recognise) and Boromir,
Captain of the White Tower (taken from those
excellent moments in the extended version of
The Two Towers). A new model and profile

reflects the eldest son of Denethor, the mightiest
of Gondor’s warriors, before his decay under
the influence of the Ring, In addition to these
fie Heroes, the forces of Good are bolstered by
the courageous Citadel Guardsmen of Minas
Tarith. Armed with either longbows of fine
quality (that count as Elf bows 1in the game) or
spears, these warriors can form a rock-hard core
10 an army of Gondor,

The torces of Evil are far from 1gnored -~
Gothmog, Licutenant of Morgul, leads a tide of
Orc remforcements into battle. Foremost
amongst these are the Morannon Orcs,
Sauron’s shock troops at the Black Gates. Not
only are they clad in heavy armour, these
brutes are also stronger than normal Orcs and
can give an Evil player an additional boost
against the forces of Gondor. The devicus Orc

Shamans arrive, bringing Orcs some much-
needed parity with the Moria Goblins and
White Hand Uruk-hai. The sneaky Orc
Trackers round out the list. better shots than
Orcs but frailer in combat. Each of these new
arrivals helps to round out the troops available
to Ore players, but Gothmog himself 15 easily
the pick of the bunch. By far the toughest Orc
1n the game, Gothmog 15 a skilled warrior with
a tactical savvy that will always give you an
advantage 1n key moments.

SIEGE ENGINES

Perhaps the biggest change in Siege of Gondor
1s the introduction of Siege Engines. As well as
introducing a new section of core rules to
govern the behaviour of these machineries of
destruction, Siege of Gondor provides rules for
players to include four Siege Engines in the
battle for Minas Tirith. Both the Gondor
Trebuchet and the Orc Catapult from the film
make an appearance, alongside two other war
machines: a powerful siege bow and a rapid-
firing bolt-thrower for the defenders of
Gondor. Hugely destructive, but quite
accurate when firing at specific models, the
new Siege Engines add a truly new dynamic to
the game, whether you’re playing a Siege
game or a normal battlefield skirmish, One
decision made early on was that every new
model released as part of the range should be
usable in all kinds of games — not sieges alone.
After all, you can use Aragomn (probably still
the most effective model in the system) in all
kinds of games, so why should trebuchets and
catapults be any different? After playing a few

Death comes from the sky.
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tournament-style games we quickly discovered
that while the Siege Engines offered a new
tactical challenge, they didn’t unbalance the
game any — after all, tactical challenges is
what it’s all about. As a final set of
customisations for players to experiment with
there is a modest array of upgrades that can be
bought for your Siege Engines, from extra
crew to flaming ammunition. Last, but not
least, this section alse includes rules and
building instructions for Siege Towers —

a useful ally in the assault upon a
fortress.

THE SIEGE OF HELM’S DEEP

As you've probably guessed from what you've
already read, the appendix for this book al
focuses on a historical sicge ~ that of Helm’s
Deep. This section of the book reprises the
great battle of The Two Towers with two
scenarios and refreshed rules. Both Uruk-hai
Demolition Teams and Siege Assault Machines
have been given a revamp to bring them in line
with the alterations to the siege rules and to
what we all know and love from the film —
Demolition Charge will now blow a substantial
portion of wall into smithereens without much
effort and, yes, the Siege Assault Machine can
now kill defenders (as well as anyone else it
feels like). As with the Siege of Gondor
scenarios, those set at Helm's Deep can be
played individually, as part of a campaign,
taken apart and put back together as ‘Points
Match® games. Want to fight the siege of
Helm’s Deep with Eomer and Aragom drawing
their swords together on the battlements? Well,
NOW you can.

LET THE BATTLE BEGIN

So there you have it. Whether you want to add

to your Good and Evil forces, conduct mighty

sieges, or simply immerse yourself in the

world of Middle-earth, in Siege of Gondor

there’s something for everyone. k-hai Stege Assault Machine.




You can order these items at your local in-store Order Point, on the

internet at www.gamesworkshop.com/ storefront or direct on 0115 91 40000.

he Lord of The Rings strategy battle game brings all the action of Middle-earth to your tabletop.

It is so easy to begin building an army! The Lord of The Rings: The Return of The King boxed set
contains all you need to get started, including a full rules manual, as well as both Warriors of Minas
Tirith and Mordor Orcs miniatures to battle with, The starter paint sets, including both miniatures and
paint, are ideal for the beginner to try their hand at painting.
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The Lord of The Rings: The Return of The King Strategy Baitle Game £40 The Return of The King Rules Manual £20
Contains a 176-page rules manual (including a chapter on The War of The Ring), This 176-page, full-colour rules manual
24 plastic Warriors of Minas Tirith, 24 plastic Mordor Orcs, ruins and dice. provides a guide to playing the game, and

an additional chapter on The War of The Ring.
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Warriors of Minas Tirith Starter Paint Set £12  Mordor Orcs Starter Paint Set £12
This is the ideal starter preduct for any new player. It contains 12 plastic This is the ideal starter product for any new player. It contains 12 plastic
miniatures, 6 paints, a starter brush and a painting guide. miniatures, 6 paints, a starter brush and a painting guide.

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



Available from your local Games Workshop store,
independent stockist and via direct order.
Description Price  Mounted Boromir £6
The Return of The King moun:g Ez::;“fa e f_‘:
(Boxed Game) £40 ouh a3 m
The Return of The King Mounted Ringwraith £6
Rules Manual £20  Mounted Théoden £6
Shadew & Flame (Book) £8  Orc Warriors £6
The Lord of The Rings Orc Bowmen £6
Compilation 2 (book} £12 Radagast £5
Eﬁtﬁse;‘m of The King g0 Ringwraith £5
Warriors of Minas Tirith 25 Hquits Of, _?;ur%n 2
e Starter Paint Set £12 e Return of The King
iahti i Mordor Orc’s Starter Paint Set  £12  Gollum, Sam EE Frodo £6
Fighting Uruk-hai Boxed Set The Lord of The Rings Sam & Frodo in Orc armour ~ £5
ontains 20 plastic Uruk-hai Is. Terrain Pack £I0  Saruman £5
Gang P LR Uruk-hai Command £6
Boxed Sets Uruk-hai Warriors £6
Army of the Dead £20 Uruk-hai Bowmen £6
Balin and Khazad Guard £20 - Uittkchai Bersetkers £6
Battle at Khazad-dim £40 Uruk-hai Battering Ram £10
Captured by Gondor £20 Uruk-hat with crosshows £6
Fighting Uruk-hat £12  Uruk-hai Shaman £5
Fog on the Barrow-downs £20  Warg Rider £5
EEYOES OF ?;l"‘:se Deep g Warriors of Minas Tirith
EIDESIOL Tre. st Command £6
Knights of Minas Tirith £20
Mordot. Orcs 212 Wild Men of Dunland £6
Moria Goblins £12
Ringwraith on Fell Beast £30 ot
Mounted Ringwraiths £18 :lam‘; g the mune{r m;es 5 rhle
Siion £20 boxe {se:; are al\;al able sepaz;:[te y
The Fall of the Witch Kin g1 e IUON from heuin store ol el
The Riders of Rohan £ £17  boint, on the website at:
The Fellowship of The Ring £25  www.games-workshop.com/storefront
Treebeard, Mighty Ent £20  or direct by phoning 0115 91 40000.
X Uruk-hat Stege Ballista £15
g Uruk-hai Stege Troops £2 Ty :
2 escription Price
Warg Artack £20
Warr!urs of Hui?an Bu_xed Set Warg Riders £20  Grima Wormtongue £5
Contains 24 plastic Warriors of Rohan models. Warriors of the Last Alliance  £12  Amon Hen Aragorn £5
Warriors of Rohan £12  Amon Hen Gimli £5
Warriors of Minas Tirith £12 Amon Hen Legolas £5
Blister Packs Amon Hen Lurtz £5
Araanen The Kz % An_mn Hen Merry & Pippin £5
Army of the Dead Tzl Nl =
Arwen £5  Bilbo Baggins £3
Barrow-wights £6  Captured by Gondor
Cave Troll £10  Faramir & Damrod £9
Cave Troll with spear £10  Capiured by Gondor
v Denethor £5  Frodo, Sam & Gollum £6
et Dwarf Bowmen £6  Fallowship Aragomn £5
z Dl anocs ££ Fellowship Boromir £5
v Easi:rlinZs ain 5% Fellowship Frodo & Sam £5
18 Easterlings command g4 Fellowship Gandalf £5
Elendil & Isildur £g  Fellowship Gimli £
Elladan &t Elrohir £9  Fellowship Legolas £5
Elrond & Gil-galad £ Fellowship Merry & Pippin £5
Eomer £6  Helm’s Deep Aragorn £5
Eowyn on horseback £6  Helm’s Deep Gimli £5
g’mnl'fir’s ga;gﬂi [ Sandard E: Helm’s Deep Legolas £5
v 3 o amling Rohan Royal Standar
Warriors of Minas Tirith Boxed Set £12 Gorbag and Shagrat g e o
Contains 24 plastic Warriors of Minas Tirith. Galadriel & Celeborn £10 P L
Gandalf the White E5 Helm's Deep Haldlr
Gandalf on Shadowfax £6 & Standard Bearer £9
Glorfindel £l0  Helm's Deep Eowyn £5
Guards of the Fountain Court  £6  Heroes of the West Aragorn £5
Haldir £5 Heroes of the West Eomer £5
Haldir’s Elves with bows £6  Heroes of the West Eowyn £5
Haldir’s Eives with swords £6  Heroes of the West Faramir £5
;'éi*;f';g){:fg‘:g:d Eg Heroes of the West Gimli £5
Rohan Royal Guard mounted  £5 ger?iesifuf e W:E“
Kharid Guard 4 andaif the White £5
Knight of Minas Tirith g5 Heroes of the West Legolas £5
Knight of Minas Tirith Standard £6  Heroes of the West
Lorien EIf Bowmen £6  Merry & Pippin £5
Lurtz £5  Khazad-diim Gandalf £5
Men of Gondor Bowmen £6  Orthanc Gandalf £5
Men of Qondcr Spearmen £6  Orthanc Saruman £5
Merry, Pippin & Grishndkh £6  Tom Bombadil & Goldberry ~ £9
Mordor Orc Command £6 Warg Attack Aragom £
Mondop Haikehat £6 Warg Arack Théoden £4
Moria Goblin Drummers £6
Moria Goblin King £5 x:;fh‘:;f:k:g:ﬁ g
Moria Goblin Shaman £5
Mordor Orcs Boxed Set £12 Moria Goblin Warriors £6  Weathertop Frodo & Sam £5
Contains 24 plastic Mordor Orcs Moria Goblin Bowmen £6  Weathertop Merry & Fippin £5
Mounted Atrwen £6  Weathertop Witch-king £5

Prices quoted are for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are responsible for determining their own prices.
Models shown at 55% unless otherwise stated. Models supplied unpainted.






