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that I'm stuck for something
to bang on about. Unluckily
for you this isn't one of them.

The two hot topics: Storm of
Chaos and the upcoming revision
of Warhammer 40,000 are well
covered in the pages of this issue
so no need for me to pontificate
any further.

Dear to the hearts of many of you
is our Specialist Games Range
and so I'll use these few column
inches to fill you in on our plans
for the likes of Warmaster,
Mordheim, Epic, Necromunda et
al in the pages of White Dwarf...

T here are very few occasions

The Big Picture ™

White Dwarf is mainly concerned
with covering our three main
systems — Warhammer, The Lord
of The Rings and Warhammer
40,000 in as much depth as we
can. As such we simply don’t
have the pages to devote to all of
the Specialist Games. On the
other hand we know that these
games can add a great deal of
enjoyment to the Games
Workshop hobby experience.

With this in mind we've started to
cycle through each of the
Specialist Games Range to give
White Dwarf readers an ‘in’ on
them. This material will be
exclusive to White Dwarf and
should help put each game into
perspective for budding
Necromunda Hivegang leaders
and Battlefleet Gothic admirals.
Each system will be covered for
about four to six months before
we move onto the next system.
That doesn’t mean we won't give
these games coverage outside of
that window — far from it. Expect
to see linked Battle Reports
featuring more than one system
(Battlefleet Gothic and
Warhammer 40,000 for instance)
and we'll also be making good
use of these systems during
events we run. Storm of Chaos is
a classic example of this, as
you'll see later in this issue.

So, that's the Big Picture, now
down to details...

Miniature miniatures

Having already covered Battlefieet
Gothic (WD279-285) and Epic
Armageddon (WD290 - 292) it's

now the turn of Warmaster. This
ties in nicely with our planned
coverage for Warhammer during
the coming summer's Storm of
Chaos campaign.

This time around, our Warmaster
coverage will be split into two.
One part will revolve around the
Storm of Chaos campaign.

Don't forget you can play and
register Warmaster battles as
part of the summer campaign

s0 make sure your forces are
duly mustered and ready for
battle. The other part of our
Warmaster support will cover
the Warmaster system as a
whole. All this kicks off this issue.

Mag full of Fun

Gone are the days of multiple
pocket-sized mags for each
Specialist Game system and the
inherent problems of keeping up
with which issue was out when for
gach system. Now you can grab a
regular fix of support for all of the
Specialist Games in Fanatic
magazine, including new rules,
scenarios army lists and the like.

e

next issue will have rules for an
Inquisitor Vindicare Assassin,
Dark Elves in Blood Bowl, Pirate
Fleets for Battlefleet Gothic... and
that's just for starters!

As the chaps who put the new
Fanatic magazine together like to
say, their magazine is a sister
publication to White Dwarf
covering all of the Specialist
Game systems in defail.
Personally, | think Fanatic must
have been adopted...

The new magazine was launched
last month and White Dwarf
subscribers will have been sent a
copy with their subscription. The

Until next month,

Paul ‘Fat Bloke’ Sawyer
Editor
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is dawning. A, upgraded rsion of / | | |
Iwamamme’ oo onsvay Trie game o~ ® Thereisanupdated Warhammer 40,000 coming out.

itself will be availablg laterithis yeal; puh'ue are - ! .
previewing the rules oy the internet ¢ L ®-The changes are adjustments, not a wholesale
available from our website that revEals mapy-gi overhaul.

the changes the latest version of Warhammar 5 / \ o~ ; Il
40,000 brings. I you have the old rulebook, this. _/' H @/ Al yout codexes and miniatures will be fu y

PDF will allow-yoli fo try out the updated/version C_ | /] compatible with the latest version.
of the game straightaway. el

There are several reasons we're doing this, the
main one being that we-want to keep ypu chaps”
out there happy.|Whenever it is announced-that
we're atering a favourite game like Wathammer
40,000, rumours fly around as-to'what's\peing -
changed. Not that we.den’t want you to get _+~
excited, you- understand. Excitement is.ga0d, But
worrying that your 20-strong unit of beauufully
converted and painted-death-dealing super-elites ~._
will be rendered obsolete by the turning of one
freshily printed-page is not: So this time around
we're simply going to tell you what the changesto
the game are up front.

That leads us onto the second reason for this early '

release of the rules changes — that actually the

game hasen't changed that much atall. The | ¢ ;

update really is just a refinement of the basic |

rules. Like all games systems, Warhammer 40,000

has gone through a few incarnations. All of these

were pretty different to each other. But

Warhammer 40,000 has been around for a while

now, The designers in Games Development are

pretty happy with the way it plays. It has reached

a point where all that is needed are a few

tweaks here and there, mostly refinements

and standardisations. These mainly come

from the Trial Assault and Vehicle rules we

have published over the last couple of years,

so they should be familiar to many players. i
¥

One thing that is of paramount importance is

that the codexes will remain fully compatible. You
can update your Warhammer 40,000 collection
without spending a year and a half choosing your
army from a stripped down version of your codex
printed on a scruffy photocopied sheet and
wondering if you get to keep all your unit types.

That is not fo say that the game has not changed
at all. As Andy Chambers and Pete Haines reveal
in their interview, the alterations make the game
all the more dynamic. The days of Rhino-Rushing
Space Marines and stationary tanks pumping out
cannon fire are gone. A whole new world of
entertainingly tough tactical choices awaits you.
This is a game that rewards more than just

the clever use of a codex. The laurels of victory
go to the most canny practitioner of tactics,

It is increasingly a game of subtlety. A game

of cunning.

Warhammer 40,000 has stepped up a gear.

4 THE NEWS



Warhammer 40,000 designers Andy Chambe

and Pete Haines spill the beans

update, White Dwarf hooked

up with Games Designers
Andy Chambers (Warhammer
40,000 Overfiend) and Pete
Haines (Warhammer 40,000
Senior Games Developer) to find
out exactly what the rules
changes mean for gamers.

To get the full story on the

“Any game that has supplements
coming out for it will reach a
point where the weight of
supplementary material makes it
harder and harder to learn the
basic game from the outset,”
explains Andy Ghambers. “One
of the ironies about a supplement
is that a lot of the material is
about breaking the basic game
rules. And after a while you can't
see the rules you are breaking
any more because there are so
many exceptions to them. That's
one of the biggest drivers with
an ongoing games system

like Warhammer 40,000 or
Warhammer, going back to

the core system and going,
‘Right, in the course of doing
these supplements we've learnt
things that we need to do

with the game." It's a very
evolutionary process.”

Andy points to the rule of True
Grit as an example. This rule is
written up in three different places
in three different ways. The new
rulebook has a definitive version.

But though much of the book
deals with similar codification and
clarification, there are three more
substantial changes. The first of
these concerns the Assault phase.

“Assault was an interesting one,
because it kind of changed
direction a couple of times,” says
Pete, referring to the trial Assault
rules released here in White

THE UPDATED WARHAMMER 40,000 RULEBOOK IS RELEASED ON 28TH AUGUST

Dwarf a couple of years back. “In
the second edition Warhammer
40,000, combat was very much a
model versus model system, and
we broke away from that and
moved towards unit versus unit
combat, but in filling in some little
loopholes, it accidentally took a
swerve back towards being
individual model versus individual
model. We just wanted to break
that link once and for all.”

The same goes for the vehicle
rules, the second rules section to
see more detailed changes.

“In terms of game dynamic in the
current edition you have an army
that very much falls into one of
two camps, where you rush
across the table to get into
assault as fast as possible or you
stand there and shoot the people
who are rushing across the table
as fast as possible,” adds Andy.
“We wanted to get to a point
where all armies could manoeuvre
more. So we've loosened up on
aliowing vehicles to move and
shoot, so they aren't just static
pillboxes. Being given a choice
between moving a bit or shooting,
you're just going to sit there and
shoot all your guns all the time.’

Other changes include subtly
altered damage charts, and
making assault from a
closed transport illegal
under most circumstances.

“The problem identified with
things like the Rhino Rush was
that it was too easy to effect,”
explains Pete. This often-used
tactic, where a bunch of rock-hard
Marines pile into combat virtually
immediately, is a particular
bugbear of his. “When a tactic’s
very effective and very easy to do,
then that takes skill out of the
game. It's a leveller, to a degree,
but not a very good leveller,
because inevitably everyone just
apes a standard factic that they've
seen before,” he says.

“Being on the receiving end of it
is not much fun either,” adds
Andy.

Finally, Rapid Fire weapons have
had their rules changed making
games flow better and more
dynamic. Rapid Fire weapons can
shoot 24" if they do not move,
but may always fire twice at 12,
even if they moved in the .
Movement phase. Pete says they
had very good cause to affect
this alteration.

“The flipside of the static armies
was that effectively they only had
one part of the turn sequence to
play in, and that's the Shooting
phase. It's an old rant of mine,
but | think games work better

‘when both players get an equal

amount of playing time. And if
you've got a three hour game,
you don’t want one person
getting three quarters of an hour
of it and the other, two and a
quarter, because then one’s
more of an observer and less

of a participant.”

Andy sums it up for us. “We've
basically done a few tweaks in
response to observing where the
third edition’s gone and said
alright, how do we push this
towards a more in the middle
game where a shoot, fight,
manoeuvre army is fun to play
and effective in the game? These
are not major alterations. The
core rules remain the same.”

“We've tried to make it so close
range firefights can be as effective
as assaults,” says Pete. “So if you
can't push someone off a position
with bayonets, you can mass a lot
of firepower, close in and drive
them off with shooting. One thing
that's worked out very well in
playtesting is that the game is
now divided into three distinct
phases. Long range suppression
fire, then close-range firefights,
then, with the enemy disrupted,
following up to finish them off
with assault. Now you're going up
through the gears with each army,
and | think it's worked quite well.”

www.games-workshop.co.uk
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THIS MONTH IN FANATIC MAGAZINE L¢7.V) |3 W/\L0] {163 (o] Mol | R 1)}

Issue 2 of Fanatic magazine is a
Spyrer special — not only updating
the Spyrer rules for the new version
of Qutlanders but also including two
new Spyrer types, the deadly
Matriarch and Patriarch. Other
features include Storm

Over Gehenna — an Epic campaign
where forces of the Imperial Guard
fight against the Orks over a
troubled planet in the Imperium. The
Vindicare Assassin for Inquisitor is
released with support in issue 2,
including a Masterclass painted by
Tammy Haye, as well as rules and
advice on how to use the model in
your games. Blood Bowl is well
catered for with the latest Rules
Review published and a Dark EIf
playbook for all the budding
coaches that want to play with the
dark side of the Elves. For Battlefleet
Gothic we have the first part of
Battlefleet Gothic: Privateer —a
whole new supplement dealing with
reaver and piratical fleets in
Warhammer 40,000.

We also have the usual suspects in
the Town Cryer classifieds, Lord

| Borak continues to answer your

questions in Spike!, and we air
your views in The Void.

STORM IN THE NORTH

The Games Workshop Northern
Europe territories, which this edition
of White Dwarf services as well as
the UK, have their own Storm of
Chaos website. At www.storm-of-
chaos.com you will see a constantly
changing flag with the initials NE
below it. This is the portal to the
Northern European Storm of Chaos
pages. If you live in one of the
following countries use this part of
the website to register your resuits.

* Norway * Holland
* Sweden  Finland
s Denmark * |celand
= Belgium * Poland
= Russia

And if that weren't enough to
occupy those long, northern
summer days, Northern
Europe also has its own

set of events!

To start the campaign, Northern
Europe's Retail stores,
Partnerships and Elites will be
hosting a Speed Painting
Competition. The stores -
taking part will be providing
the model — one of the
excellent new Chaos
Warriors — and paints. Why
not come along and
test your skills? You
even get to keep
your efforts.

6 THE NEWS

Check out our retail listings on
pages 118-123 (The Northern
European stores are to the rear of
the section) for store details and get
in touch with them for further
details and the rules.

If you are interested in attending
other events in the countries
concerned, don't forget to check out
the Events Diary, for this too covers
Morthern European Hobby
happenings.

STORM OF CHAOS

Registration for the Storm of
Chaos campaign will be going live
in June! Make sure you register
early for this online campaign.

The Lord of The Rings

« Mark Bedford’s Mordor Orcs

« Rise of Minas Morgul

« The Lord of The Rings

Tacticas!

Also, the UK website is goingto " =
be producing some fantastic extra # STOEM OF CHADS &
material, including: | "

» Great hobby content!

* Galleries

* Downloads

» Campaign Maps and Results

« Daily News Updates

* [ntroduction

» Online Competition

« UK Gaming Activities:
This information will be updated
weekly (often daily) throughout
the campaign!

Storm of Chaos website:
www.storm-of-chaos.com

UK Storm of Chaos homepage:
www.games workshop.co.uk
/stormofchaos

EVERY WEEK...
It's our goal to bring you all the
latest information on what's
happening at Games Workshop
and in the hobby on the UK's own
Games Workshop website! Just
some of the great examples
include:
+ New releases
« New hobby articles
« Sneak Peeks of upcoming
information
= Event information
« The Poll of The Week
» In-depth White Dwarf
previews!

RECENT HOBBY ARTICLES

Every single week of the year
Games Warkshop Online also
produces some fantastic hobby
material to add to our already vast
archives! Recent articles include:

Warhammer 40,000

« Comprehensive Witch Hunters
section

» Arming for Damocles army
building series

e Wrath of the Emperor —

", weapons choices for Imperial

| Guard

Warhammer
* Comprehensive new
Bretonnian section
» New and improved Dark Elves
section
» Using Kislev Allies tactica




FORGE WORLD NEWS

The talented guys at Forge World have
a new piece of scenery to add to their

already impressive ranges. The

Warhammer Inn looks stunning and
can make even the most ordinary
batilefield look fantastic. This fabulous

terrain piece is available soon.

CREATURE FEATURE

A couple of months back some
Snotlings got into our office and
ate part of our hard drive, the
result being that there was
some text missing from WD
292's Chapter Approved
“Creature Feature"”. We're sorry
about this, and hope you are
not traumatized by not knowing
what a Lesser Catachan Barking
Toad does when attacked. The
last paragraph on page 108
should read:

‘Should the Toad be assaulted,
it will explode before the enemy
has a chance to strike. It will
also explode should it be
successfully hit by any
shooting attack, tank shocked
or included in the area of
another Toad exploding. Should
a Kroot or Imperial Guardsman
with the Jungle Fighters
Doctrine assault it, treat it as
WS1, 72, 12. If it is wounded it
is removed as a casualty, but if
it survives to strike back it will
immediately explode.”

The Snotlings have since been
dealt with.

i

NORTHERN EUROPE PRICE RISE

On July 1st there will be a price rise in Games Workshop's
Northern European territories. The details are given below.

* Price Band AA Sweden
*Price Band C. Sweden
* Price Band C Denmark
- * Price Band D Sweden
« Price Band D Denmark
+Price Band Sweden
= Price Band E Denmark

(150K to 180kr)

25kr to 30kr
65"“0 ?ﬂkr
56kr to 60kr
BOKr to 85k,
70kr to 75kr

80kr to 90kr

e Rings Boxes with Price Band H in Sweden go to Band |

» Lord of the Rings Boxes with Price Band H in Denmark go to Band |

(125kr to 150kr)

Currently those boxes in price H in Sweden and Denmark are:

« Hordes of Moria

« Warriors of the Last Alliance
« Warriors of Middle-earth

« Uruk-hai Siege Troops

« The Fighting Uruk-hai

* The Warriors of Rohan

* The Fighting Uruk-hai

* Mordor Orc Starter Set

* Minas Tirith Starter Set

 The Return of the King Paint Set
* Mordor Ores

* Warriors of Minas Tirith

www.games-workshop.co.uk 7



MTHE NEWS

THE
'WHITE

DWARF
TEAM

There have been a whole lot

of changes on your

favourite magazine recently.
One of which, and the most
important, is that White Dwarf
now has a new team of crack
hobbyists chomping at the bit
to bring you the best in Games
Workshop gaming
entertainment. Fresh new faces
have been added to the familiar
Longheards.

With the recruitment of Guy
Haley, the final new Beardling,
the magazine is now poised to
take you to a whole new level
of excitement. There'll be a lot
of new things happening over
the next few months here in the

UK’s edition of White Dwarf, not

least of which will be more
articles of the kind that you
really want to see. All these
things and more will become
apparent as the wheels of time
grind ever on.

For the time being, we thought
it would be great if the chaps
here in the mountain hall of the
White Dwarf could introduce
themselves so you can get to
know them a little better. You
will, after all, be seeing quite a
lot of them in coming months.

8 THE NEWS

What that means: Making sure my
minions do all my work for me.
Age: 38

Birthplace: Nottingham, Notts.
White Dwarf arrival:

November 1997, WD214

Favourite core game: Warhammer -

far better than that round-based

nonsense. ..

Favourite spegialist game:
Currently, Blood Bowl, although my
all time fave was epic Space Marine.
Now there was a game...

What that means: Making sure stuff

gets done.

Age: 30

Birthplace: Halifax, Yorkshire
White Dwarf arrival: January, 2004
Favourite core game: Wavers
between Warhammer 40,000 and
Warhammer

Favourite specialist game:
Battlefleet Gothic, as you just can't
beat big spaceships blasting each
other to pieces. | do venture into
Necromunda’s underhives, too.

What that means: Proofreading. ..
and more proofreading.

Age: 25

Birthplace: Norwich, Norfolk
White Dwarf arrival: July, 2003
Favourite core game: Warhammer
40,000

Favourite Specialist Game: Epic
‘the old Space Marine boxed set
vas my first GW game).

The Time Before: I've been with
Games Workshop for more than a
decade and before that | used to
work as a Graphic Designer. My
career at Games Workshop has seen
me as a layout designer in our
German studio and supervising Mail
Order promotions. This led to me
being given editorship of the old
Citadel Journal. | must have done
something right because shortly
after | was given White Dwarf...

Armies: | love Warhammer. The
world of Dwarfs, Chaos and EIf
corpses is where my heart lies. My
two current forces are my beloved
Dwarfs, the Kazad Bolg
Expeditionary Force and Vradchuk

PAUL SAWYER: Editor and Fat Bloke

the Heinous' Chaos warband (see
Lure of the Gods from WD271 -
285). For Warhammer 40,000, |'ve
flirted with Ultramarines and
Imperial Guard but | have a Tyranid
army underway ahead of the
updated version of the game. I'm
also starting a Rohirrim force for
The Lord of The Rings.

This month: Storm of Chaos is
dominating my painting time with
Deamonettes of Slaanesh on steeds
on the go. I'm also doing a big
conversion to put my Chaos Lord,
Vradchuk on a Daemonic steed.
Though | seem to spend all my time
painting Chaos models | always end
up finishing yet more Dwarfs...

GUY HALEY: Managing Editor

The Time Before: | worked as the
Deputy Editor on SFX, the science
fiction magazine, for six years. But |
always fancied working here at the
throbhing nerve centre of the hobby,
as I've been playing GW games
since 1983. Though I'm a relative
newcomer to Games Workshop HQ,
I've had a long association with the
place. Now I'm here full-time, it's
gven more fun than | could have
possibly imagined. It's hard work —
we don't spend all day playing
games — but it's great to go up to
Bugman’s for a quick dice-chucking
session after the day is done.

Armies: | have an Empire army and
an Orc and Goblin army for

The Time Before: After spending as
long as possible at University it was
time to get a job, so | fled to
Germany to work as a freelance
journalist for a year. | then worked
on a paper as a sub-editor for
another year, learning the odd trick
or two, before returning to Uni for
beer and Warhammer 40,000 in the
afternoons again. Fortunately, |
managed to gain employment with
Games Workshop (ha ha ha, the
fools...) after undertaking an MA in
Journalism in Nottingham.

Armies: | have an Eldar army and
yes — it's Ulthwe, but | promise it's
not that beardy Star Cannon and
three Wraithlords-laden army that

GREG MacGREGOR: Content Editor

Warhammer, an Imperial Guard
Mechanised regiment (which you
can see in this month’s Battle
Report), a Speed Freeks army,
(featured in White Dwarf 280) and
an Imperial Fleet for Battleflest
Gothic.There are some truly ancient
models in my collection.

This month: At the moment, I'm
busy getting ready for the Storm of
Chaos. I'm finishing off some new
units for my Empire, and starting a
Dark EIf Slaaneshi army. On top of
that, I'm converting up some
Relictor Space Marines and trying
to get a The Lord Of The Rings
force together, all while redecorating
my house.

beat you in last year's Grand
Tournament. I'm a fan of the
Undead for Warhammer and work is
currently underway on my new
Lahmian Vampire Counts force.
“Lovely ladies...”. I've also got a
small contingent of Ringwraiths and
Mordor Orcs that I've just started
for The Lord of the Rings.

This month: We're all going Storm
of Chaos crazy here. I'm finishing
off a new seductive, young female
of the night for my Lahmians. Next
up I'm thinking of painting a unit of
Grave Guard to accompany her. And
| can never have too many Aspect
Warriors for my Eldar: note to self -
must finish those Fire Dragons.



What that means:

When a job needs doing...

Age: Oid

Birthplace: Hartlepool, Cleveland
White Dwarf arrival:

January 2000 (WD257)
Favourite core game:
Warhammer 40,000...
Favourite specialist game:
Either Blood Bowl or Mordheim,
too close to call really.

The Time Before: Before joining
Games Workshop way back when, |
worked as a Textile designer for
several years (too many). So armed
with a background in design, |
applied for a job working for White
Dwarf. |, of course took some of
my painted miniatures along to the
interview, but it was a large bag full
of my terrain that convinced Paul
Sawyer to give me the job. Since
then | have produced a series of
painting and modelling guides, but
the article I'm most proud of
featured in WD267, The Abbey of
La Maisontaal.

Armies: Necrons are my army of
choice for Warhammer 40,000. |

PAUL RUDGE: Layout Designer

used to field nothing but Space
Wolves, however, they have since
been buried in a carry case and will
probably never see the light of day
again. The Army of the Undead
carry my banner for most of the
other game systems. Blood Bowl is
the exception, as the always-brutal
Orcs take to the field, although |
have been known to dabble with a
team of sandal-wearing ballet
dancers (High Elves).

This Month: Well that's easy. |, like
everyone else here at GW HQ, have
been carried along on the Storm of
Chaos wave. I'm building an
Undead army based on the variant
list in the Storm of Chaos book.

NICK KYME: Layout Designer

What that means: Making the
magazine look pretty.

Age: 26

Birthplace: Humberston, Grimsby
White Dwarf arrival: July, 2003
Favourite core game: Ooh,
Warhammer methinks but I'm
digging the Witch Hunters for
Warhammer 40,000...
Favourite specialist game:
Mordheim

What that means: Being part of the
team that puts White Dwarf
together.

Age: 27

Birthplace: Auckland, New Zealand
White Dwarf arrival: June, 2003
Favourite core game: | like both
Warhammer and Warhammer
40,000, it's hard to choose.
Favourite specialist game:
Necromunda

The Time Before: I've been gaming
for about fourteen years or s0. In
classic Troy McClure style, some
readers might remember me from
such publications as The Citadel
Journal, Deathblow and most
prolifically, Town Cryer. As well as
layout, I'm also a bit of a bard on
the side and write a fair bit of
colour text in the mag (see Rules of
Engagement in this issue) and as
well as my Fanatic stuff, I've also
written some stories for Inferno,

Armies: | collect Dwarfs for
Warhammer but I've also got a
Vampire Counts army, which
boasts all of the Bloodlines (I can
never decide which one | like the

The Time Before: After | finished
university in Australia, | migrated to
England to seek my fortune. |
started working for Games
Workshop after getting a job at the
Bluewater store at the beginning of
2003. Six months later | found
myself in Nottingham as a part of
the new White Dwarf team, and |
haven't looked back since.

Armies: My main army is my
beloved Black Legion Chaos Space
Marines (featured in the Chaos
Space Marine Collectors’ Guide),
they have exploded in size and
currently total over 3,500 points
(and | still have to fill all my Fast
Attack slots yet!). Then there is my

CHRISTIAN BYRNE: Layout Designer

best). My Daemonhunters stride
forth to mete out justice and
punishment on the battlefields of
the 41st millenium, but I've got one
eye on those Witch Hunters too.
Speaking of the puritanical ones,
I've got a Witch Hunters warband
for Mordheim as well.

This month: Well, the Storm of
Chaos beckons and I've been
painting up a unit of Slayers to add
to my army. |'ve also got a Border
Patrol of Empire on the go too. A
radical Daemonhunter and his
mighty Daemonhost should be
making an appearance with the
Relictors in next issue and I've
started an army of Gondor as well.

slowly expanding Iron Warriors
which I'm collecting for a Conflict.
You can read about these over the
next few issues as | get them all
converted and painted. For
Warhammer, I've got 2,000 points
of High Elves that grow slowly each
month and a Chaos army that's
only starting to see the light of day.

This month: The Iron Warriors are
my main priority at the moment
(lots of painting and gaming). The
rest of my painting time is taken up
with adding a new unit of
Swordmasters and two new
characters to my High Elves, as
well as creating an Uruk-hai force
for The Lord of The Rings.
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EVENTS DIARY

The White Dwarf Events Diary is the place to find out
about 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 you need to know...

Are you running an event? If you want to advertise it for free in this fine

publication simply drop us an e-mail-at:

evenisdiary@games-workshop.co.uk

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

30 May for WD297 (August 2004)
14 June for WD298 (September 2004)

Piease rote all dates and details are
correct at the time of going to print
but are subject to change.

Events diary abbreviation guide
WH ......Warhammer

40K ......Warhammer 40,000

BB ......Blood Bowl

WAB...... Warhammer Ancient Batiles
WPS......Warhammer Players’ Society
WECW ... Warhammer English Civil War

217, Epic Armageddon

CONFLICT LEEDS

Date: 6th June, 2004

Venue: Leeds United football ground.
‘Details: WH (1,500pts), 40K (1,000pts)
and LOTR (500pts Good and Evil forces)
tournaments and a wide range of hobby
activities for non-tournament Open Pass
holders. Tournament tickets are £25,
Open Pass £6.

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

GAMES WORKSHOP OPEN DAY

Date: 19th June, 2004

Venue: Warhammer World, Lenton.
Details: Great participation games for
many of our games systems, latest
releases and sneak previews, 'Eavy
Metal painting advice, Fanatic Specialist
Games Conversion Corner (make a
unigue model and take it away with
you!), Design Studio guests and
SEMINars. -

Tickets are £10, on sale from May.

LOTR ...The Lord of The Rings

GW ... Games Workshop

Bl Grand Tournament
Contact:

events@games-workshop.co.uk
Website:
WWW.games-workshop.co.uk/events

BLOOD BOWL 7°S TOURNAMENT

Date: 19th June, 2004

Venue: GW Carlisle Hobby Centre
Details: A fast and furious Blood Bow/
tournament. The tournament uses a
condensed version of the game and is
played aver one day. At stake is the
coveted Blood Bow! 7's Cup. Kickoff is
at 1am.

Confact:

01228 598216

Website:

www. games-waorkshop.co. uk/events

WARHAMMER PLAYERS’ SOCIETY
WEYMOUTH WAAAGH

Date: 19th and 20th June 2004

Venue: Upwey and Broadwey Memorial
Hall, Broadwey.

Details: WH, 40K and WAB. Lunch is
included in the ticket price. The entry
fee is £20 for members and £24 for
non-members. WPS members get

EMPIRE IN FLAMES

Tlle storm has hrnkan lee a

EVENTS DIARY

priority entry to WPS events over
non-members.

Contact:
tournieinfo@players-society.com
Website:

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

THE SPIKY CLUB PRESENTS: TIDES OF
CHAQS il WARHAMMER CAMPAIGN
Date: 19th and 20th June, 2004
Venue: TBC

Details: 2,000pts, restricted magic
items. Cast (approx.) £29, includes
luneh for both days.

Contact: Dave Palmer
ace2k00@hotmail.com

07798 825696

DUTCH GRAND TOURNAMENT

Date: 19th and 20th June, 2004

Venue: Universiteit van Tilburg, Sporthal,
Academielaan &, Tilburg, Holland.
Details: Tickets are €40, avajlable from
the 24th April. Six game Swiss Draw
tournament. Entrants require a 2,000pts
painted WH army — full defails provided
with tickets.

Website: www.games-workshop-hobby-
nl.org

ARCON GAMING FESTIVAL

Date: 25th, 26th and 27th June, 2004
Venue: Vilhelm Bjerknes Hus, University
of Oslo, Norway (travel directions are
on the website).

Details: WH to be played on the Friday,
40K on Saturday. B8, BFG and Epic will
also be played. See the website for
specific rules and army composition.
Foad will be sold throughout the day.
Register before 14ih June: Nkr 250 -,
on the door; Nkr 320,- or Nkr 170 per
day. International tickets (for those that
do not live in Norway) cost Nkr 200,-
for the whole weekend.

Contact:

arcon@spillfestival.no

Espen Sortland — 0047 92442211,
Website:

Website: www.spilifestival.no

WHAT’S ON
AND WHERE

SCULPTING AND MODELLING
WORKSHOP - HOBBY MASTERCLASS
Date: 26th and 27th June, 2004

Venue: Warhammer Worid, Lenton.
Details: Spend two days in the
company of same of the greatest heroes
of the Games Workshop hobby. The
Games Workshop Masterclass series
gives you a chance to hone your hobby
skills over a whole weekend at Games
Workshop's Lenton headquarters.
Top-class hobbyists from the Design
Studio, Warhammer World and the
Gaming Club Network will be on hand to
offer guidance and advice on a range of
modelling and painting skills. Tickets
cost £100 each and there are 50 places
available.

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

CONFLIGT LONDON

Date: 27th June, 2004

Venue: Alexandra Palace

Details: WH (1,500pts). 40K (1,000pts)
and LOTR (500pts Good and 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.co.uk/events

A WAR OF GRUDGES

Date: 27th June, 2004

Venue: GW Newcastle Metro Centre
Hobby Centre.

Details: The horns of war sound again.
Now is a time for old scores to be
settled and grudges avenged. This
fournament is limited to 18 people and
will foltow alf the rules from the recent
Call to Arms event, It lasts from 10am-
Bpm. Please call the store to register.
Contact:

0191 2322418

Website:
www.games-warkshop.co.uk/events

SIEGE OF GONDOR

Date: 27th June, 2004

Venue: GW Aberdeen Haobby Centre.
Details: Bring your painted The Lord of
the Rings models and either muster to
defend or gather to sack the cities of
Osgiliath and Minas Tirith in this giant
participation event.

Contact:

01224 649779

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

JULY
BOLTGUNS AND BATTLEAXES
Date; 3rd and 4th July, 2004
Venue: Warhammer World, Lentor.
Details: The Gaming Club Network, in
association with the Oxford Gaming Club
and Leeds Night Owls, presents Boltguns
at Belial IV: A 40K Campaign Weekend,
and Battleaxes of Blood: A WH
Campaign weekend.



All tickets are priced £35 and include
meals on both days.

Contact:

Mike Sharp = 07802 764143.
Stephan Thorpe — 07906 145025.

CALL TO ARMS

Date: 10th and 11th July, 2004

Venue: Warhammer World, Lenton.
Details: Two-day fournament for
Warmaster. One-day tournament for
Mordheim (Saturday).

Tickets are £40 for Warmaster and £25
for Mordheim.

Full details for each system will be sent
with your tickets. Tickets on safe now.
Contact:
specgt@games-workshop.co.uk
Website:
Wiw.games-workshop.co.ukigt

MIGHTY EMPIRES CAMPAIGN DAY
Date: 17th July, 2004

Venue: GW Carlisle Hobby Cenire.
Detaifs: A full day of plotting,
backstabbing and bribery. Who will win
the greatest empire? Fhone GW Carlisle
for more details.

Contact:

01228 598216

Website:
www.games-warkshop.co.uk/events

AGRAM ARENA SUMMER 2004
Date: 17th and 18th July, 2004
Location: Museum of Technology,
Zagreb, Croatia.

Details: International LOTR and 40K
Tournament. 40K — 1,500pts, LOTR -
1,000pts of Good and Evil forces.
Tickets: € 10-20 (Lunch and
Accomodation included.)

Contact:

ums-agram@net.hr

(+0038) 05917 620584

Web site: ;

www.ums-agram.hr

TOY SOLDIER 3

Date: 17th and 18th July, 2004

Venue: The University of Preston,
Preston, Lancashire.

Details: Two-day tournaments for WH
(2,000pts), 40K (1,500pts) and WAB
(2,000pts). Tickets are £15 for entry and
£20 for an en-suite single room per
night. Free buffet on Saturday night.

Full details will be sent with your tickets.
For an entry form send an e-mail o the
address below or write to: Tim Haslam,
164 Hereford Way, Middleton,
Manchester M24 2NJ. The closing date
for entries is 31st June, 2004.

Contact:
mm@seaford-corporation.ftd.uk

Mark Muslek — 07709 456555 or 01606
852580.

TANKS AND VEHICLES WORKSHOP —
HOBBY MASTERCLASS

Date: 17th and 18th July, 2004

Venue: Warhammer World, Lenton.
Delails; Spend two days in the
company of some of the greatest heroes
of the Games Workshop hobby. The
Games Workshop Masterclass series
gives you a chance to hone your hobby
skills over a whole weekend at Games
Waorkshop's Lenton headquarters. Top-
class hobbyists from the Design Studio,
Warhammer World and the Gaming
Club Network will be on hand to offer
guidance and advice on modelling and

painting skills. This weekend will focus
on madelling tanks and vehicles.
Tickets cost £100 each and there are 50
places available.

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

WARHAMMER DOUBLES TOURNAMENT
Date: 24th and 25th July, 2004

Venue: Warhammer World, Lenton
Details: Two players ally together to
take on other doubles. With 500pts per
player this fournament relies on skill
and trust. The weekend will involve
several games and the ticket price
includes two funches and Saturday's
evening meal.

Tickets on sale from 24th April 2004,
and are priced £55 for each feam.
Confact:
whgt@games-workshop.co.uk
Website:
www.games-workshop.co.ukigt

THE TANELORN MORRIS DANCING
POWER FIST TOURNAMENT

Date: 31st July to 1st August, 2004
Venue: Roding Valley High School,
Alderton Hill, Loughton, Essex.

Details: Morris strikes back! This is a
WH tournament. Players need a
2.000pts army. Tickets are £20 and
include lunch on both days. Entry forms
can be downloaded from:

hitpz/www. tanefornwge. org/events/dow
nioads/twge2004entry. pdf

Contact:
conrad.gonsalves@mirageit.com
Website:

www.tanelornwgce.org/
index.php?page=701

AUGUST
ONLY THE STRONG SURVIVE
Date: 1st August, 2004
Venue: GW Metro Centre Hobby Centre,
Details: As the Storm of Chaos
approaches the armies of the
Warhammer world make ready for battle.
Only the strongest can hope to win fotal
victory. If you have the courage to take
up the challenge, then paint up a
1,500pts Warhammer army and call the
stare to register your place in this
fantastic, three-game tournament.
Contact:
0191 2322418
Website:
WWww.games-workshop.co. uk/events

WARHAMMER

GRAND TOURNAMENT 2005:

HEAT ONE

Date: 7th and 8th August, 2004
Venwe: Warhammer World, Lenton.
Details: You will need a 2,000pts
painted Warhammer army. Full details

_will be sent with your tickets. The

weekend will involve six games and
ticket prices include two lunches and
Saturday's evening meal.

Tickets on sale from 1st May, priced at
E50 each.

Contact:
whgt@games-workshop.co.uk
Website:
www.games-workshop.co.ukigt

STORM OF CHAOS CAMPAIGN WEEKEND
Date: 21st and 22nd August, 2004
Venue: Warhammer World, Lenton.
Delails: Halt the tide of Chaos or aftack
at the head of Archaon’s horde in this
Warhammer campaign weekend. The
results of the baitles will affect the global
campaign, so your forces can really
make a difference to the way the war
goes! There are 96 places available, with
48 for good and 48 for evil armies.
Tickets are for sale at £40 each, with
meals and evening entertainment
included in the price.

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

WARHAMMER 40,000

GRAND TOURNAMENT 2005: HEAT DNE
Date: 28th and 29th August, 2004
Venwe: Warhammer World, Lenton,
Details: Fight for a place in the finals of
this, the most prestigious fournament in
the 40K gamer’s calendar, To take part
you need a 1,500pts painted 40K army.
Full details will be sent with tickets. The
weekend involves six games and ficket
prices include two lunches and
Saturday’s evening meal.

Tickets are on sale from the 15th of May,
priced at £50 each.

Contact:

40kgt@games-workshop.co.uk
Website:
www.games-warkshop.co.uk/gt

WAR ROOM

Date: 28th August, 2004

Venue: GW Middleshrough Holiby
Centre.

Details: As the Storm of Chaos
campaign reaches its epic finale, enlist

your army for this day long battle that
could shape the future of the
Warkammer world forever,

Contact:

01642 254091

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

WARMASTER BIG BASH

Date: 29ih August, 2004

Venue: GW Aberdeen, Hobhy Centre.
Details: The armies of Chaos are
pouring out of the mountains into the
vultierable farmlands of the Empire. The
Imperial forces must prevent the Chaos
forde from penetrating too deeply into
the Empire’s heartlands. Play as either a
defander or attacker, You will need a
painted detachment of up to 2,000pts to
participate.

Contact:

01224 649779

Website:

wiww.games-warkshop.co. uk/events

PAINTING WORKSHOP -

HOBBY MASTERCLASS

Date: 4th and 5th September, 2004
Venue: Warhammer World. Lenton.
Details: Spend two days in the
company of some of the greatest
heroes of the Games Workshop Hobby.
Top-class hobbyists from the Design
Studio, Warhammer World and the
Gaming Club Network will be on hand
to offer guidance and advice on a range
of modelling and painting skills. Tickets
cost £100 each. Places available are
limited to 50 places.

Contact:
avents@games-workshop.co.uk
Website:
www.games-workshop.co.ukevents

WARHAMMER

GRAND TOURNAMENT 2005:

HEAT TWO

Date: 11th and 12th September, 2004
Venue: Warhammer World, Lenfon.
Details: Round 2 of the build up to this
prestigious tournament. 2,000pts
painted WH army required. Full details
with tickets.

Tickets on sale from the 26th of June.
priced £50 each.

Contact:
whgt@games-workshop.co.uk
Website:
www.games-workshop.co.uk/gt
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NEW RELEASES

THE STORM COMETH...

WARHAMMER STORM OF CHAOS

Dark days have come to the Empire. The

Realm of Man stands upon the very brink of
complete and utter destruction. From the

north, like an inexorable plague, the hordes

of Archaon pour forth. Many evil forces have
been drawn to his banner, eager for the

spoils or merely in fear of his wrath. Orcs

swarm from the east led by the brutish

Warlord Grimgor Ironhide and Daemonic

Legions march from the Realm of Chaos itself.
At Middenheim the last stand of Man will be
fought. Here the Emperor Karl Franz

assembles his armies alongside Ar-Ulric, High
Priest of the Wolf God. Men of Sigmar and Ulric
stand shoulder-to-shoulder, as they make ready
to meet their destinies. In the mountains the
Dwarfs of Karak Kadrin, led by the Slayer King
Ungrim Ironfist, march to Peak Pass to challenge
the might of Vardek Crom, the Herald of Archaon.
And through the smoke and fire, through the mists
of fear and uncertainty a hero stands alone, a
symbol of hope in Mankind’s bleakest hour -
Valten, Exalted of Sigmar.

This army book contains background, painting and
modelling guides, and full rules for fielding five of the major armies battling in the Storm of
Chaos conflict: Archaon’s Horde, the Daemonic Legions. The Army of Middenland,
Grimgor's 'Ardboyz and the Slayer Army of Karak Kadrin, There are also five additional
army lists, concentrating on those forces playing a lesser yet significant part in the
campaign. These include the Cult of Slaanesh, the Army of Sylvania, Bretonnian Errantry
War, Skaven Clan Eshin and High EIf Sea Patrol. In addition to the army lists there are rules
for fighting a Chaos invasion and two scenarios.

HELLCANNON OF CHAOS

Born from the forges of Chaos, the Hellcannon is a horrific war engine.
Fuelled by the very tortured souls of its enemies the Hellcannon spews
terrible, evil fire into the ranks of the Empire and its allies. No

mere war machine, it is a Daemonic creature,
simmering with malicious rage, a frenzied leviathan
all too eager to break its chains and set about both
friend and foe.

This boxed set contains enough parts to make 1
Helicannon of Chaos and 3 Chaos Dwarf crew,
designed Aly Morrison and Dave Thomas.

This mode! requires assembly.

12 NEW RELEASES



ARCHAON'S SIEGE ATTACKERS ARMY

From the Chaos Wastes they come. Archaon's hordes are vast and bent upon the destruction of the fortress-
city of Middenheim and all its defenders. Howling Marauders from the Kurgan tribes surge forth, eager for

bloodshed. Grim Chaos Warriors march with dark purpose, encased in thick armour wrought with runes and
sigils of evil. Dread Chaos Knights borne upon mighty Ghaos steeds whose eyes glow with flames of malice
charge headlong into the enemy ranks alongside crazed Marauder Horsemen. At the very heart of this

terrible horde squats the Hellcannon, a blasphemous engine fuelled by the souls of the fallen, belching
fire and death. At the very head of the army Warlords scream their commands, promising violence and
death, their unfurled standards hanging like grim and bloody tears in the sky.

Also includes this
special edition
Chaos Battle
Standard Bearer,
designed by
Dave Thomas.

This army boxed set contains the following: 2 units of 12 Chaos Warriors

1 Chaos Lord 5 Chaos Knights
1 Chaos Battle Standard Bearer & Marauder Horsemen
1 Helleannon 16 Marauders

These models require assembly.

SARHANMMER" | MIDDENHEIM SIEGE DEFENDERS ARMY

The men of Middenheim must be brave if they are to stand against the Chaos hordes from the north. Beyond
the walls of the great fortress-city stout Soldiers of Middenland stand shoulder-to-shoulder with Free
Companies drawn from the city’s militia. Mortar and Cannon are wheeled into position to smash the siege
engines of the enemy with iron and fire. Courageous knights heed the clarion call signalling them into battle,
pennants fluttering in the wind. Called to the battlements, grim-faced Teutogen Guard prepare to repulse the
warriors of Chaos with their mighty hammers. And from the highest tower the banner of Middenheim is
caught by the breeze, a flicker of bright hope against the darkling sky.

Also includes this

special edition

Empire Battle

Standard Bearer,

designed by

Dave Thomas.
This army boxed set comtains the following: 20 Teutogen Guard
1 Empire Grand Master 2 units of 8 Empire Knights
1 Empire Battle Standard Bearer 19 Soliders of the Empire

1 War Machine (allows for Cannon/Mortar) 20 Empire Militia

These models require assembly.

www.games-workshop.co.uk 13



" NEW RELEASES

WARRIORS OF CHAOS
REGIMENT

The elite foot soldiers of Archaon’s armies are the
Chaos Warriors. Wielding blood-soaked blades and
they are awesome fighters. Pacts sworn with the
Ruinous powers grant them tremendous prowess
in combat, prowess honed by many years of
warfare, With an insatiable battle-lust, the Warriors
of Chaos crush their enemies with deadly ease.

This plastic boxed set contains enough parts to
make 12 Chaos Warriors armed with either two
hand weapons or hand weapon and shield,
including Champion, Standard Bearer and
Musician, designed by Brian Nelson, Jes Goodwin,
™ Alex Hedstrom and Colin Grayson.

These models require assembly.

' GARAGRIM IRONFIST

Garagrim Ironfist is the War-mourner of the |
| Shrine of Grimnir and son to Ungrim Ironfist, |
the Slayer King of Karak Kadrin. He has [
renounced his courtly obligations and |
embraced fully the death-quest of a Slayer to |
release his family of their conflicting vows.
Wielding the twin Axes of Kadrin he is a |
| whirling maelstrom of death in battle. These
| potent magical axes are inscribed with the
| Master Rune of Skalf Blackhammer, which
means he automatically wounds any enemy
. he hits in hand-to-hand combat.

This blister pack contains 1 Garagrim Ironfist, |
| designed by Dave Thomas. [
| This model requires assembiy. |

SLAYER DOOMSEEKERS

Throwing themselves into the enemy, Doomseekers know no fear. They
swing their whirling blades of death with furious vigour, slicing enemies
apart and sending them flying. A blurring whirlwind of steel, the
Doomseekers are difficult to hit in hand-to-hand combat and all attacks
against them are at —1 to hit. Like all Slayers they are Unbreakable, and
their bodies are daubed in Slayer tattoos. These magical Wards of Grimnir
protect them from hostile magic and grant them a Magic Resistance of 1.

This blister pack contains 3 Slayer Doomseekers, designed by
Aly Morrison.
These models require assembly.
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MALAKM MAKMSSON'S GOBHN HEWER

Makaisson's propensity to build disastrous air ships, a practice that was frowned | ADEARAIED
upon by other Dwarf Engineers, led to his expulsion from the conservative !
Engineer’s Guild. Shamed by this, Malakai Makaisson took the oath and became a
Slayer. But an inventor he remains. His latest creation, the Goblin-hewer, is a
wicked machine capable of hurling a barrage of spinning axes into the enemy. The
Goblin-hewer inflicts D3 Strength 4 hits for each rank in a unit making it deadly
against large blocks of froops.

This boxed set contains enough parts to make 1 Goblin-hewer, 2 crew and 1
Malakai Makaisson, designed by Aly Morrison and Tim Adcock.

This mode! requires assembly.

TEUTOGEN GUARD

Grim and unyielding, the Teutogen Guard are the elite foot troops of the Middenheim army. Hefting
mighty White Wolf hammers they crush the enemies of the Empire with righteous fury. The
Teutogen Guard will often fight to the last man, even in the face of overwhelming odds, so are
considered sfubborn in the game, and their full plate armour makes them resilient against attack.
They are a veritable wall of unshakeable steel before the hordes of Chaos.

Teutogen Guard Command: This blister pack
contains 1 Teutogen Guard Champion, 1 Teutogen
Guard Standard Bearer and 1 Teutogen Guard
Musician, designed by Dave Thomas and

Adam Clarke.

These models require assembly.

Teutogen Guard: This blister i
pack contains 3 Teutogen !
Guard, designed by Dave

Thomas and Adam Clarke.
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NEW RELEASES ™

EMPIRE BATTALION

This Battalion boxed set contains everything you need to
stari collecting an Empire army or expand an existing
force. It includes a brave captain to lead your troops either
on foot or upon a steed, courageous armoured knights to
smash the enemy with lance and hammer, and stout
soldiers who stand shoulder-to-shoulder with sword,

shizid and halberd. The thunderous power of awesome
impenial war machings can be harnessed too as the box
contains enough parts to make a Cannon or Mortar to blast
the enemy apart in a shower of flame and gun smoke.

HIGH PRIEST AR-
ULRIC EMIL VALGEIR

Ar-Ulric, High Priest of the Wolf God and co-
ruler of Middenheim, is every inch a mighty
warrior, as formidable a soldier as he is a
statesman. Wielding the Hammer-axe of Skoll
he is a dangerous opponent, for this ancient
weapon confers many abilities to the High
Priest. At the start of each battle the
Hammer-axe can grant Ar-Ulric +2 to his
Strength, the Killing Blow ability or increase
his Attacks and Strength. Such is his
devotion to Ulric he can use two Prayers in
each Magic phase and adds +2 dice to the
Empire player’s dispel pool.

This blister pack contains 1 Ar-Ulric,
designed by Adam Clarke.
This model requires assembly.

NEW RELEASES

The Empire Battalion plastic boxed set contains
enough parts to make:

1 Empire General

23 Soldiers of the Empire

8 Empire Militia

12 Knights of the Empire

1 War Machine (allows for Cannon/Mortar)

These models require assembly.

ORC AND GOBLINS COLLECTORS’ GUIDE

Containing a wealth of models and background material, the Orc and Goblin Collectors’ Guide
is the must-have resource for all serious greenskin players. As well as our current range of
models, the guide has a plethora of classic and collectors' models perfect for giving your
army a unique feel. A sizeable section of background material is also contained within, along
with tips and ideas for creating your own Orc Waaagh, and some awesome conversions to
inspire you.




SISTERS OF BATTLE CANONESS PRICE LIST

The Canoness is the spiritual and martial leader of the Sisters of Battle. She inspires utter devotion in her WARHAMMER STORM OF CHAOS ....cccronneeenn £12.00

charges and is a fierce warrior. In battle she attacks with righteous fury and adds +2 to the army’s Faith Eﬁpomafk t:r 12%00%0 Sweden  kr 180.00
Point total. The Canoness may wield all-manner of esoteric wargear like the inferno pistol — a devastating, ——
‘ : CHAQS HELLCANNON connnn£25.00
short-range, Strength 8 weapon, and the Cloak of St Aspira which adds +1 to her Armour save. Denmark kr 300.00 Sweden  kr 350.00
Euro € 40.00
This blister pack contains 1 Sisters of Battle Canoness and comes with a choice of weapon and ARCHAON'S SIEGE ATTACKERS ARMY .........£125.00
equipment options including: power sword, chainsword, bolt pistol, inferno pistol, scroll and holy book Eenmark 2152%%%% Sweden kr 1800.00
designed by Juan Diaz. LG oL
CHRGRAC. Ve WA MIDDENHEIM SIEGE DEFENDERS ARMY.....£120.00
a Y Denmark kr1450.00 Sweden kr 1750.00
Euro € 190.00

MALAKAT MAKAISSON'S GOBLIN-HEWER......£15.00
Denmark kr 200.00 Sweden kr 250.00

Euro € 2500

SLAYER DOOMSEEKERS ..oovvuisrsciciicnianiassnunsia weres6.00
Denmark kr 70.00 Sweden kr80.00
Euro € 10.00

GARAGRIM IRONFIST: ; £7.00
Denmark kr 80.00 Sweden kr 90.00
Euro € 11.00

CHAOS WARRIORS REGIMENT........ccco-cns00.£15.00
Denmark kr 200.00 Sweden kr 250.00
Euro € 25.00

TEUTOGEN GUARD COMMAND .......c.cconnavnnrnnn £7.00
Denmark kr 80.00 Sweden kr 90.00

Euro € 11.00
LTI LD P——————
Denmark kr 70.00 Sweden kr 80.00
Euro £ 10.00
EMPIRE BATTALION ..... 2 £50.00
Denmark kr 650.00 Sweden kr 750.00
Euro £ 80.00
SISTERS OF BATTLE EXORCIST | Aruic oo
. ey Denmark kr 80.00 Sweden kr80.00
An arcane war engine from the Age of Apostasy, the Exorcist is both a fearsome battle tank and | Euro € 11.00

potent symbol of the Emperor. It provides devastating long-range support with its | SISTERS OF BATTLE CANOMNESS ...ccummsmssssenseres 26,00
Exorcist Launcher, a deadly weapon capable of delivering a punishing salvo into the EE)enmark kr f{’)%%ﬂ Sweden kr 80.00
enemy. With Strength 8, AP 3 missiles it is adept at wrecking vehicles and | =" €

laying waste to heavily armoured infantry with equal and frightening ease. D'e'n'nhérk KT 350,00 Sweden ? 'kr'400 -00-

When the Exorcist moves inexorably onto the battlefield, the enemies of | Euro € 50.00
Mankind tremble. | 'GRCAND GOBLIN COLLECTORS GUIDE..........£5.00
Denmark kr 55.00 Sweden kr65.00

This plastic and metal boxed set contains enough parts to make 1 | Euro € 8.00
Sisters of Battle Exorcist, designed by Tim Adcock, Juan Diaz | WARMASTER GREATER DAEMON OF SLAANESH.......£7.00
and Aly Morrison. An expert level kit, the Exorcist can be | WARMASTER DAEMON CHARACTERS OF SLAANESH ..£6.00
ordered from any instore order point, the GW website or | WARMASTER DAEMON HORDE OF SLAANESH ........£6.00
by calling: 0115 9140000, For a limited time | WARMASTER DAEMON CAVALRY OF SLAANESH ........£6.00
it will also be available from | 'EPIC ORKLANDA ...... e ()
GW Hobby Centres. WARMASTER DAEMON iRMY ...... S LN
INQUISITOR CONSPIRACIES 3 -cvvenrssmersimersoneE5.00

This model requires assembiy.

Prices quoted are for products sold by Games
Waorkshop through its own stores, catalogue or
website. Independent retailers are responsible
for determining their own prices. All
information correct at time of going to press.
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WARMASTER DAEMON ARMY

Warmaster Greater Daemon of Slaanesh: Warmaster Daemon Characters of Slaanesh: These

This model is also available in a blister pack . models are also available in a blister pack containing 2
containing 1 Greater Daemon of Slaanesh, Daemon Characters of Slaanesh, designed by

dasigned by Dave Thomas. Dave Thomas.
This model requires assembly. :

The Daemonic Legions inhabit the dread Realm of Chaos. Summoned
by the Sorcerers of Archaon, they exist in the material world only if
susfained magically. Fell creatures of many shapes and sizes, they
hunger to slay the free peoples of the Old World,

bent on destruction and disorder.

This boxed set contains the following:
2 Daemon Characters of Slaanesh

3 Daemon Horde of Slaanesh stands
3 Daemon Horde of Khorne stands

3 Daemon Horde of Tzeentch stands

3 Daemon Horde of Nurgle sfands

3 Daemon Cavalry of Slaanesh stands
3 Daemon Hounds of Khorne stands

3 Daemon Swarm of Nurglings stands
3 Daemon Screamer of Tzeenich stands
1 Greater Daemon of Slaanesh

These models require assembly.

Warmaster Daemon Horde of Slaanesh: These Warmaster Daemon Cavalry of Slaanesh: These models are
models are also available in a blister pack containing 3 also available in a blister pack containing 3 stands of
stands of Daemon Hordes of Slaanesh, designed by Daemon Cavalry of Slaanesh, designed by Colin Grayson.

Colin Grayson.

Daemon Hounds of Khorne: Designed by Colin Grayson. Daemon Swarms of Nurglings: Designed by Colin Grayson.
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INQUISITOR CONSPIRACIES 3

The world of Equinox was once a beautiful and verdant Eldar Maiden Warld. Then the teeming
masses of the Imperium arrived, and soon the toxic rain came, destroying and rotting the once-
glorious landscapes. Now a strange group of nobles calling themselves the Restoration wish to
bring Equinox back to its former glory - but at what cost?

This supplement contains:

2 complete campaigns comprising of

10 unique game scenarios and 12 narrative chapters.

A detailed overview of the Equinox Adventurescape including special rules for the different eclipses.
Descriptions of important characters, organisations and history of the Graia sector.

Epic Ork Landa: This blister pack contains 1 Ork
Landa, designed by John Manders.
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o THIS MONTH'S RELEASE FOR THE LORD OF THE RINGS

In the Clutches
of Shelob

Designed by Trish Morrison and
Michael Perry, this boxed set
contains Shelob, Frodo and Sam,

E(. . Frode
kr 300.00
€ 35.00

Shelob Sam

Q
Prives quoted ave for products sold by Games Workshop through its own stores, catalogue or website. Independent retailers are vesponsible for determining their own prices,

All information correct at time of geing 1o press,
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CHAOS

Gav: Warhammer has reached a
unigue stage of its two decades
of development. The game
system itself, in this 6th edition, is
fundamentally sound and any future
developments are not likely to make
radical changes to the game mechanics
themselves, We have almost completed
the update of the Warhammer Armies
range to the new edition, and it 15 our
“intention that these volumes will be on
the shelves for many years to come,

This means that we have an -
opportunity to broaden the range of
supplements available to Warhammer.

Our long-term plans include new and

revised army books, but also books

that change the way Warhammer is
played, such as the ever-popular Sicge
rules. Stormvof Chaos is the first of a
third type of volume we planto
“introduce, that of the campaign

sourcebooks - = 4

o - o
. "

W

THE CONCEPT

Since Warhammer's earliest inception,
the idea of campaign packs and books
has existed. These earliest
supplements, such as the infamous
McDeath campaign and Terror of the
Lichemaster, allowed plavers to
recreate detailed events in a series of
linked battles. Most veteran gamers out
there will no doubt, like me, fondly
remember these campaigns (although
I'm not too sad to see some of the
maore obvious joke character names
consigned to history!). This concept
was revisited towards the end of the
Sth edition with campaign packs such
as Idol of Gork and Circle of Blood.

The campaign sourcebook is simply a

“new take on this well-established idea,

so 1 take no credit for ériginality:
However a good idea is'a good idea

" www.storm-of -chaos.com...

‘history is replete with all manoner of

- that took place. Not only can we do " ==
this with events alseady mentionediin - o

~are its army lists

As the war approaches, the scribes and scholars of Games'

Development huddle into their cells to chronicle the
coming of these dark days. Loremaster Gav Thorpe begins.

campaign sourcebook contains the
background, army lists and additional
gaming material to enable players to
re-fight a particular series of battles
from the history of Warhammer. That

epic conflicts ranging in scale from the

centuries-long Clan Pestilens invasion. &
‘of Lustria, to the fall and atiempred e
reclamation of Karak Eight Peaks, to” "
the tumultuous times of the bloody #
Elven Sundering, | - SO

; . b t
Campaign sourcebooks allow us to ok
lavk at these periods of history and.-
add detail to the charactersand batids 1

the background, but we can also creaie ..

- new arcas of conflict for players to |
“explore with their games.

yign sourcebook |
n of Chaos.

At the heartof aca







. boasts an impressive ten variant army
lists, though it is our intention that
most future sourcebooks will focus on
three or four armies. The majority of
these army list variants will be designed
to integrate with the Warhammer
Armies range and be usable by players
in their regular gaming, as well as in
the campaigns detailed. Of course,
some of these lists will be designed for
specific scenarios or opponents, such as
the War of the Beard lists published in
White Dwarf 265 and 266.

A part of this is to look at the heraldry,
colour schemes and iconography of the
armies involved, so that players can not
only collect a variant army, but also
characterise it with their painting. We
hope to show shield and banner
designs of the heroes and regiments
involved, and also to provide modelling
tips on different types of terrain or
unique features of the armies not
covered by the miniatures released.

As well as the background, and the
army lists, it is important that these
books contain the information and
guidance to enable players to recreate
the campaign in question. The exact
nature of this gaming material will vary
from book to book depending on what
is appropriate, but will commonly
include scenarios and campaign trees,
alternate terrain rules, special
characters and perhaps even things
such as unique weather, supply or
magic rules. So, all-in-all, each book
contains everything a hobbyist needs to
collect and play with their army within

a specific place and time. It provides an
opportunity to expand your collection,
create new challenges for your skills of
generalship and generally take your
games in as many different directions as
you like.

THE NARRATIVE

So that’s campaign sourcebooks
explained, but you want to know about
Storm of Chaos. Regular readers will
know that it is the culmination of many
storylines that we have been publishing
through the army books and White
Dwarf over several years. There’s far too
much going on to summarise properly
here, but the basic areas follow:

The Chaos Champion Archaon has
recovered the six artefacts required for
him to be recognised as the Lord of the
End Times. Once a noble servant of the
Empire, Archaon has now turned on
Sigmar and his worshippers and is
resolved to destroy them both. In
Storm of Chaos, his attention is
focussed upon the city of Middenheim,
and the great temple of the god Ulric
that stands there. Meanwhile, his
Herald, Vardek Crom, attacks the
Empire from the east. All over the rest
of the world too, the forces of Chaos
spill out of the Northern Wastes.

In response to this threat, Emperor Karl
Franz has forged a grand alliance with
the other Electors, the High Elves and
the Dwarfs. He is aided by the
enigmatic youth called Valten, believed
by many to be the reincarnation of
Sigmar himself. Even as their armies

Malakai Makaisson prepares bis Goblin-hewer for battle.
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assemble, Middenheim must stave off
the attack of Archaon. The hordes of
Chaos must storm Middenheim and
sack the temple of Ulric, before the
forces of Karl Franz and Valten arrive
with an overwhelming strength of arms.
The race is on!

This is only the broadest gist of all the
stories that have been gathered
together to create the Storm of Chaos,
but our website will contain an archive
of all the great articles you may have
missed if you've only joined us in the
last few months.

THE MINIATURES

As you can see on these pages, there
are quite a few new miniatures being
released alongside Storm of Chaos.
Some of these can be used by players in
their regular armies, such as the new
Warriors of Chaos regiment (more on
them elsewhere) and the Black Orcs
with great weapons, Some of them are
specific to the armies detailed in the
Storm of Chaos book, of which my
favourites are obviously (being a Dwarf
player) the new Dwarf Doomseekers
and Garagrim Ironfist.

Lt is common practice to praise the
efforts of those who have designed and
sculpted these miniatures, and [ am not
one to make an exception. I have a
great job working in the Design Studio,
seeing the best stories, illustrations and
miniatures as they roll off the desks of
our design teams. It is sometimes easy
to succumb to ‘quality fatigue’, whereby
one merely accepts that everything will




be fantastic. However, the excellence of
the miniatures for Storm of Chaos has
once again raised the bar in terms of
design and sculpting quality. It is a
testament to everyone involved,
including concept artists and miniatures
designers, that I believe a new standard
has been set for Warhammer for the
future. T hope you agree.

THE GLOBAL EVENT

Back in the days when everything was
made of wood, and I was working as
part of the White Dwarf crew, the
venerable Jervis Johnson (who probably
won't thank me for calling him
venerable) had an idea. As he wrote at
the time, good ideas generally end up
with a lot of work being done, and that
was true, but the result was a first for
Games Workshop (and miniatures
gaming as a whole, to my knowledge). I
am referring to the Ichar IV Warhammer
40,000 campaign.

Back in those days, when the Internet
was still something most people had
never heard of, Jervis decided the fate
of the Tyranid-stricken world by sifting
through a massive pile of postal results,
ably aided by others around Games
Workshop in various countries.

Suffice to say, Ichar IV was a massive
success, and the idea was revisited with
the Third Armageddon War a few years
later. By this time, the rest of the world
had caught up with this interweb-
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thingy, and a website was created for
players to register their results on.

Last year saw the Eye of Terror
campaign for Warhammer 40,000, the
most successful event we've ever run.
Not to be outdone by all those raygun
fanatics, it is our duty as Warhammer
players to make Storm of Chaos every
bit as massive! To this end, our US Web
team (veterans now of three global
campaign websites) have done a
tremendous job with Storm of Chaos.
Taking on board all the lessons of
previous campaigns, we have planned
the best website so far. One that is easy
to access and use, yet contains a wealth
of information, that all players of
Warhammer will find interesting.

To drive the campaign, I've drawn on
the fact that Warhammer has a very
specific geography to drive. As outlined
in the section on the narrative above,
the focus of the campaign will be
Archaon's drive on Middenheim. The
campaign takes place on a map that
shows the approaches to Middenheim,
with 25 battlefields. The forces of
Archaon start on the east of this map,
with several of these battlefields open
for results. Each of these battle sites will
have one or more victory conditions,
which, if achieved, indicate it has fallen
to Chaos. As one town, castle or
battlefield falls, it will open up one or
more areas closer to Middenheim. In
this way, the campaign progresses and
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we can chart the progress of Archaon’s
armies towards Middenheim. The
period of the campaign is the amount
of time the attackers have to sack
Middenheim and defile the temple of
Ulric, before Karl Franz, Valten, Teclis
and the other great heroes of the world
arrive with their armies.

As the players input these results, we’ll
be reviewing the victory conditions of
each active battlefield to see if they have
been met. I'll be acting as Loremaster of
the campaign, providing updates on the
progress of the fighting, detailing which
locations have fallen and also
introducing storylines and events that
you can incorporate into your games.

As well as these ‘common’ battlefields,
there are a number of ‘local’
battlefields, varying from country to
country. These local battlefields are tied
to specific real world activities and
events, such as a store gaming nights,
roadshows, Games Day and so on.
Winning these specific events will
garner a bonus for the victors in their
fight for nearby common battlefields.

B

In addition to the campaign map, we ‘.ui
plan for the website to contain even |
more scenarios and scenario t
suggestions, modelling articles and |L

stories, that relate to the battlefields the
players can fight over. On top of this,
we’ll also be providing specific
community areas for you to discuss
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expensive special characters in the
Chaos Warriors of Khorne whole game.
* Adequately fulfils the term ‘Horde'.

And therein lay the rub. Any sentence
including the term ‘Horde’ and
‘Archaon’ is kind of an oxymoron, a bit
like ‘an intelligent Ogre’ or ‘a fat EIf".
After you've spent the best part of 900
points on Archaon, his ‘horde’ would
comprise of about thirty of his drinking
buddies and a couple of favourite
gribblies for laughs. As Archaon’s Stag
Party didn't have the same ring to it, I
began to think outside the box a little.

Help was at hand in the form of Eldreth

and his Last Stand, from the
Warhammer rulebook. It's one of my
favourite scenarios — pitting the
defender against twice his amount of
points. Sure, the defender will probably
NEW CHAOS WARRIORS get annihilated, but if he can take out
I want to single out the new plastic Warriors of Chaos regiment, not only his own points value from the enemy
| because of the excellent miniatures themselves, but also to explain our future force, he claims victory. I love this kind
| plans for Chaos plastic kits. This regiment set is but the first in what we hope of challenge, and the core rule
will be a project extending over the next few years, creating the most flexible mechanic has always proved to be very
| and characterful plastic range in Warhammer. nicely balanced. So I nicked it.
1
| These Chaos Warriors are assembled from two sprues — the Body sprue and the As a result, Archaon’s Horde can be
Command sprue. This first set provides bodies for Warriors armed with hand used as a standard variant list with the
weapon and shield or two hand weapons, and a Command sprue for Chaos focus on Chaos Undivided troops,
Undivided. In the future we are planning to produce a new Body sprue to including Chosen Chaos Warriors,
enable players to assemble Warriors with great weapons and halberds. After that, Chosen Knights and the siege-specialist
we’ll be turning our attention to the Command sprue, looking at each of the Flayerkin as Special choices, plus the
{ Chaos gods in turn, with themed weapon designs, shields, banner tops, helmets mighty Hellcannon as a Rare choice.
and so on. There’s even wild talk about plastic Knights and a Chariot someway However, it is best used with the big
down the line, but we’ll have to see how that works out. The fittings on these man at the helm in the Halting the Tide
will be interchangeable across the sets, so that a player could, for instance, scenario, vastly outnumbering their
create Nurgle Warriors with great weapons, or Khorne Knights. pitiful foes and sweeping all before
them in a tide of blood. Take up the
All of this has been made possible by the planning and foresight of the esteemed challenge if you dare, and face or field
Jes Goodwin, Design Manager Gordon Davidson, and immeasurably useful input Chaos troops of twice the points of the
from many others. I'm very excited about the prospects for this range and the defenders, led by either Archaon or
future of Warhammer plastics in general, and I hope we'll see the fruits of this Crom the Conqueror. You may want to
vision in the coming years. keep a record of your best ‘high scores’
— the highest number of Victory Points

you have scored against the Horde

strategy with your fellow generals, so THE ARMY LISTS when trying to Halt the Tide, and
that you can coordinate their attacks or As you're all eager to find out about the compare it to the high scores of the
defence, swap tactics and army variant army lists. I've saved them to other gamers in your group.
comments or just generally chat about last though, to allow each of the
the events. designers to explain (in their own MIDDENHEIM
; idiosyncratic fashions) a little bit about SIEGE DEFENDERS
When the time limit is up, we'll be - each of their creations. Gav Thorpe: This army will not be new
measuring the success of the dreaded to players who have seen the Cult of
Chaos attack against our victory criteria ARCHAON'S HORDE Ulric list, written by Tan Hawkes. The
to determine how well Archaon has Phil Kelly: At first, they seemed like followers of the god of battle, wolves
done, and what consequences that two innocuous enough words: and winter, eschew the more ranged
fl might have. The Lord of the End Times Archaon’s Horde. Sounds exciting. elements of the Empire army, for a bit
Vi may well have brought the final * Unfortunately that means: more meat in close combat. At the time
?j downfall of the world that much closer, we published that list, we also gave
t or perhaps the fragile civilisations of * A Warhammer Chaos Army that is as details of Boris Todbringer and the
A mortals have bought themselves a few competitive (but not more so) than army of Middenheim. As the principle
more precious decades of existence. the hugely versatile parent army list. leader of the defence against Archaon’s
}_’ attack, it would have been unthinkable
‘ f{ Get your armies ready for war, for your ¢ Ideally led by Archaon. 855 points of not to spend a bit more space on his
/-, battles will decide! spiky death and one of the most army. This combines units and
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characters from both the regular
Empire list and the Cult of Ulric,
allowing Priests of Ulric and units such
as the Wolfkin, but without all of those
volley guns and engineers.

This emphasis on priestly virtues over
blackpowder and magic gives the army
a distinctive close-in feel, and the Ulric-
specific items and abilities are also
available to the defenders of
Middenheim. Now with miniatures for
the elite Teutogen Guard — Knights of
the White Wolf on foot - I hope that
many of the fans of this northern army
will be able to expand their collection.

In addition, we have created a new
special character, Emil Valgeir. The
current Ar-Ulric, head of the worship of
Ulric in the Empire, and one of the few
who decides who will be Emperor, Emil
Valgeir stands shoulder-to-shoulder with
Boris Todbringer in his defiance of
Archaon. His inspirational abilities are a
great boon when facing the terrors of
the Northern Wastes.

GRIMGOR’S 'ARD BOYZ
Pete Haines: As usual I was minding
my own business, working out some
new naughtiness for the updated
Warhammer 40,000 and Codex: Space
Marines, when my spider-sense started

DARK SHADOWS

Storm of Chaos is not the first Warhammer global
campaign. A couple of years ago, Dark Shadows
(also known as the Albion Campaign) saw
players from all over the world sending in
the results of their games to decide the
fate of the fog-shrouded, storm-wracked
island in the north of the world.

The feedback on the free Dark Shadows
supplement that was given out in White Dwarf
at the time, taught us a lot about what players
are looking for in their campaign games. The
special scenarios and weather rules, in
particular, were very welcome, and we've
taken that to heart when devising our
ideas for Storm of Chaos and the future.

In addition, Dark Shadows also began
one of the plot threads that have
culminated in the Storm of Chaos
story — the introduction of the
shadowy being known as the Dark
Master, now known to be the

insane Daemon Prince Be'lakor.

The Daemon Prince Be'lakor

Warhammer, I do, but I use Dwarfs and
the Slayer list would have to be prised
from Gav's cold, dead fingers before I
got a go at that. So, I went off and
quizzed every frothy Orc player who

tingling. Mere seconds later, I was
(apparently) writing the list for
Grimgor’s 'Ard Boyz.

Now it’s not that I don’t play
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. would stand still long enough about
‘what needed doing.

Thanks to lots of insight from Gordon,
“] want a Level 4 Shaman and a Black
‘Orc on a Wyvern”, Davidson, it soon
became apparent that dropping the
Goblin tricksiness from the army would
leave the Orcs carrying a lot of the
strain. As there was no way I was going
to fiddle with stat lines for what was
basically a variant list, I needed some
way of making basic Orcs a bit more
potent. Once again the solution came
from Gordon who evoked the image of
-a monolithic Effigy, large enough for a
full song and dance number, complete
with drummers and capering Shaman.
For my part, I playtested a version of
the Effigy that acted as a source of
various Bound Spells. This didn’t work
(big time!). So after a bit of fiddling, 1
came up with the idea of using it as a
focus for units of Orcs to gain the
blessings of Gork, and suddenly all was
well. Rather than relying on guys with
balls and chains and wolf chariots,
Grimgor’s Boyz could boast a solid line
of tough Ores, able to take on the
enemy as Gork always intended, eye-to-
eye and choppa to intestine.

SLAYERS OF KARAK KADRIN

Gav Thorpe: If 1 were a Member of
Parliament, it is at this point that |
would have to declare a vested interest.
It is no secret that I have a Dwarf army,
and I have a place in my heart for the
bearded little beggars. Some would
consider it a hideous abuse of my
position, when I declared that one of
the new army lists in Storm of Chaos

should be a Dwarf list. With new
soldiers to boot!

That aside, it’s been a good while since
the Dwarf book was released, and some
fresh blood would be welcomed by
Dwarf players and their opponents. We
started off initially with two ideas for
Storm of Chaos, those of an Engineer
Guild Expeditionary Force, and a Slayer
Army from Karak Kadrin. Well, the
header above gives away the result of
that decision. The Engineers are gone,
but not forgotten.

Let’s face it, Slayers are cool. From
Ungrim Ironfist to Gotrek Gurnisson,
everyone likes Slayers. They epitomise
Dwarfishness in such a simple and
spectacular fashion, that they deserve
some extra attention.

It would be unfair of me to steal more
space than the other designers, so T'll
be brief. With some new releases to
play with, I've done away with the
appendix list in Warhammer Armies:
Dwarfs, with its reliance on Clan Dwarfs
as a Special choice. This is an army of
Slayers, and if it wasn’t a Slayer, it
wasn't going to get in!

To add variety and to offset some of the
disadvantages Slayers face when
fighting lower Toughness, well-
armoured troops, 1 have given them the
option of swapping their two axes for a
great axe. In a similar vein, I have
introduced the Doomseekers, even
crazier than normal Slayers, which
wield axes on chains. There is also the
revealing of the crazed Slayer Engineer,
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Malakai Makaisson, and his latest
invention — the Goblin-hewer. Like a
bolt thrower, the larger, more
numerous the target of this axe-
chucking war machine, the more
potential for damage it has. Incidentally,
the Goblin-hewer is a Regiment of
Renown and so is also available to
normal Dwarf armies and Empire
generals. To top this off, I have also
introduced the Brotherhood of Grimnir
(sort of Inner Circle Slayers) and a
number of Slayer Skills with which to
upgrade your characters.

Without a doubt, the Slayers of Karak
Kadrin are very close-combat
orientated, and some measures have
been taken to offset their vulnerability
to shooting and magic. On the whole,
they provide Dwarf players with an
extremely offensive army, providing
you've got a nice, quick technique for
painting orange hair and Dwarf flesh...

CULT OF SLAANESH
Anthony Reynolds: When it came
around to dishing out the work for the
Storm of Chaos, there was one
particular army list that I had a
hankering to do — the Cult of Slaanesh.
T've always thought that Dark Elves are
cool - their imagery, their background,
their unrepentant viciousness and their
awesome models. The Cult of Slaanesh
was basically what caused the
catastrophic rift that broke the Elves
into High Elves and Dark Elves, so it
holds a pretty important position in
Elven history. The idea behind the list is
that Morathi has kept the Culr alive,
though secret until now, and has sought




more allies to fight for her cause. The
Chaos worshippers of the north are an
obvious ally for her, and are certainly
people whom she could 3
manipulate and throw away once they
had fulfilled their use to her. Dark Elves
are nothing if ruthless.

In game terms, the Cult of Slaanesh
started as a Dark Elf army with
Khaine elements stripped away,

s, Executioners or H
often regarded by the Dru
aspect of Khaine). In addition, there is
no Black Guard, as they are the
personal guard of Malekith. If Malekith
truly knew what Morathi was doing
probably wouldn’t be too impr
Another removal from the list i

has access to some
suitably marked by Slaanesh, of

haos troops (all

JUTSE).

And not only Mortal troops. The Cult

has access

Witch EIf types that
themselves to Slaan

aanesh Daemons, the

-naked
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Khaine) and the powerful Druchii
Anointed - an ancient Dark EIf from the
time of the Sundering who harnesses
the power of a Daemon Prince within
his Elven form. Add in some extra
magic items, some tweaking of the
position of units between Core, Special
and Rare, and you have an army list
variant that will hopefully add
something new, slightly different and
interesting to existing Dark Elf and
Chaos players alike.

ARMY OF SYLVANIA

Mat Ward: Where the mainstream
Vampire Counts list represents what
happens when the dead are abroad,
this one allows players to field a von
Carstein army on its own turf. Foremost
in my mind when I started writing the
list was that this army should play very
differently to a standard Vampire
Counts list, and two themes began to
jockey for attention. The first stemmed
from the fact that in Sylvania the land
itself possesses a peculiar form of
awareness, and reacts to invasion as a
living body reacts to a wound, by
spitting forth Undead warriors into the
path of an invading army.

With this in mind, the first thing that
needed to go into the army list was a
way of allowing players to do this. By
placing markers at the start of the
game, a von Carstein player can dictate
points at which he can summon
reinforcements throughout the game,
without relying on an Invocation of
Nehek. Moreover, because the von
Carsteins maintain state troops, I
wanted these newly risen dead to be
equipped on a par with other Empire
warriors, leading to options for
crossbows, spears, and shields, both on

the risen troops, and those purchased
for the army.

The second, and slightly more :
predictable, theme was that of the von
Carsteins’ predilection for bats and
wolves. This was easily fixed, with a few
tweaks to the troops available to the
army and a few magic items and
bloodline powers, to give this side of
the army a real kick.

Naturally, the von Carsteins do have a
weakness, in this case their stiff-necked
pride. On the basis that they would
refuse to acknowledge any need for
Necromancers on their land, I
cheerfully stripped these cadaverous
wizards out of the list — I've never been
a fan of Vampire armies led by
Necromancers anyway. While this
makes the army a little prone to magical
attacks, the von Carstein player is able
to use those Hero slots on Wights and
Thralls instead. So, if anything, this
army hits a little harder than a standard
Vampire Counts list. Happily, enemy
wizards need to really take care where
they stand because of the huge
numbers of Dire Wolves and Fell Bats
that take the field in this list. Ultimately,
if you like powerful characters,
ambushes, or purple and black
uniforms, it’s worth giving this army a
good look.

CLAN ESHIN

Phil Kelly: The Clan Eshin list was a
fresh challenge for me, and a great
chance to have a crack at one of my
favourite Warhammer armies, the
Skaven. As with the Archaon’s Horde
list, to really get the theme of the army
across (teams of stealthy and elite rat-
men doing everything possible to get a

blade to your throat), 1 reasoned 1
would have to try something a little off
the wall. Again, it is possible to play the
Eshin list as a fairly straightforward
variant of the Skaven army, but the real
fun is in a slightly more off-the wall
version — an all-skirmishing force that
attacks by night.

The Under Cover of Darkness rule will
be familiar to Warhammer players who
remember the Albion campaign. On any
given turn, simply roll an Artillery dice
and multiply it by thrée — this is how far
your units can see for that turn. This
throws up some nice tactical situations
and stops the Eshin force from getting
shot to pieces before it can engage,
which is handy.

This is very much an army that can pick
its fights, as almost all of the Clan Eshin
army can move 12" as Skirmishers. New
additions (at the expense of many of
the other clans’ specialists) are the
Eshin Triad, a small, super-elite unit of
three Skaven Assassins (no magic items
I'm afraid) and the Eshin version of
Skitterleap, allowing you to teleport
your killers right into base contact with
enemy characters. I promise you this
welcome spin on an old spell really
keeps your opponents on their toes.

The icing on the cake was provided by
Anthony Reynolds, whose suggestion
that every character assassinated
counted for an extra 100 Victory Points,
just like a slain general, was
unhesitatingly incorporated. The end
result is an army which excels at killing
off the top brass, and leaving a
leaderless army milling behind it, as it
vanishes into the darkness - just the
ticket for Skaven Assasins!
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BRETONNIAN
ERRANTRY WAR

Anthony Reynolds: When it came time
to write up the rules for the Bretonnian
Errantry War variant list, I was fresh
from just finishing off the Bretonnian
army book itself, so all those knights
and noble deeds were still running
around in my head. As a coincidental
bonus, I had already drawn up a rough
draft Errantry War list just for fun, while
I was working on that project. [ had a
think about what really characterised an
Errantry War. And not surprisingly, the
majority of the force consists of units of
Knights Errant, for this is their chance
to prove their worth and attain their
full knighthood.

After having a think about how the
army would operate, I came to the
conclusion that I wanted it to be a bit
more uncontrollable than a normal
Bretonnian force. I wanted the army to
feel like it was filled with a bunch of
slightly overenthusiastic youngsters,
determined to prove themselves (and
so fight with great passion), but one
that could inadvertently get itself into
some hot water by being too exuberant.

The most characterful and simple way I
saw to do this was to play around with
the Knights Errant Impetuous rule. 1
came up with the idea that ALL Knights
Errant would carry the Errantry Banner,
thus making them more likely to charge
when you might not want them to, but
when they do charge they get +1
Strength to simulate them trying extra

s
hard. To further push this theme, 1
introduced a table of additional
negatives to the Leadership test, made
to try and hold them back. For instance,
they will be a bit more likely to charge
if the enemy is particularly frightening
(causing fear or terror), as they want to
prove how brave they are. In the same
vein, if they are wildly outnumbered,
they will be more likely to charge. And
of course, if there is a lady nearby (a
Damsel), they will obviously want to try
and impress her, so will also be more
likely to charge.

A bit of tinkering around with the army
list,such as Grail Knights acting as unit
champions for the reckless young
knights rather than units in their own
right, and the Errantry War army lisc
was done.

LOTHERN SEA PATROL
Andy Hoare: The Sea Patrol was an
interesting list to write. As a sea-borne
force, constantly engaged in ship-to-
shore raiding missions, it is essentially a
light infantry army. However, the
Lothern Sea Guard, who form the core
of the list, cannot really be described as
light troops.

So with the Lothern Sea Guard as the
mainstay of the army, I needed to
decide what other units from the High
Elf list would be appropriate to include.
1 added Shadow Warriors in the guise of
the Lothern Sea Rangers, as I felt the
army could use the extra dynamic such
a unit can provide, and this helped to
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build the idea that the armies are
engaged upon specific missions. in
which the Sea Guard provide a solid,
defensive line, while the more mobile
and stealthy Sea Rangers infiltrate
forward to capture an objective,
assassinate an enemy leader or retrieve
an artefact.

I added the Ship’s Company, as such a
troop type felt appropriate, and
Repeating Bolt Throwers were a must
as they are carried in land from their
mounts on ship. Fagles were
appropriate, as were the Heroes and
Lords of the High Elves, albeit with
slight tweaks, and some new spells
which reflect their mastery of the
ocean’s weather.

But I still felt the list needed a little
something to theme it as coming from a
seagoing race. That something was the
Merwyrm, a category of beastie that
represents the monsters of the deep
that populate the vast oceans of the
Warhammer world, that the mightiest
mages of Lothern can summon and
bind to their will. These beasts aren’t
always as willing to help out like the
Dragons of Caledor, and are wont to
run amok, should the mages lose
control of them.

In all, the Sea Patrol is a High Elves
army with a difference. Shooty certainly,
but solid in defence and with a few
tricks up its sleeve in terms of magic,
stealth and those unpredictable beasts
from the deep!

STORM-OF-CHAO




DAEMONIC LEGIONS!

‘Alessio Cavatore: Since writing the

experience had convinced me that I
‘hadn’t done them justice. The Daemons
in Hordes of Chaos make an interesting
addition to a mortal force, but they
cannot stand as an army of their own. A
player fielding a Daemon-only list from
Hordes of Chaos is too limited in his
choice of t

with a pri

to every other Daemon army (big

blocks of Daemonic infantry with one
or two flying large Daemon characters).

So, it was with great gusto, that I

" accepted Gav's offer to write the new
Daemonic Legions army list, to finally
allow players to field varied and
competitive Daemon armies. I began
with retouching the basic Daemonic
rules. First, I raised their Leadership by
one poin Instability tests were
proving too much of a deadly weakness
for them, putting people off from

fielding large units and Greater
Daemons, in the fear of seeing them
disappear in a puff of smoke. That
weakne;

s still there, but it's now
ess of a problem.

Secondly, I turned their Daemoni

into a true Ward save, as the relativ

low Toughness of the core troops was
making them too vulnerable to magic
heavy armies (and to Skaven warpstone-
based firepower!).

I then added new Heroes to the
Daemons list, allowing the army to have
aracters that are not flying large
targets, and can therefore be used to
bolster the fighting effectiveness of
units. They can also carry the army
battle standard to war, and when they
are equipped with the Banner of the
Gods, it now has an effect on Daemons!

I also eliminated the 0-1 from some
Core troops, allowing each one of the
Ch. wers to field main Core units
of Daemonic infantry and secondary
Core units of stranger Daemons.

For the Specials I resurrected some old
Daemonic cavalries and made up some
new ones, again [o ensure an even
spread among the Powers, and so the
Changebringers were born, which are
Flamers ri -entch and the
Pleasureseckers, htuw\' cavalry mounted
on the new, large Steed of Slaanesh.

For the Rare choices, we introduced a
Daemonic Chaos Chariot, for each of
the Chaos Gods, allowing Daemonic

s to field a powerful war engine.
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vou can see what I'm on about.

RIDERS OF THE DEAD

Dan Abnett
weaves a fast-
paced tale of
two Imperial
cavalrymen
whose fates take
a distinctly
different turn
after they are
separated at a
battle in the
land of Kislev.
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The story unfolds as they each play a
pivotal role during the bitter fighting
as the forces of Chaos lay waste to
Kislev and the northern lands of the
Empire ahead of the Storm of Chaos.

This tale not only gives a much
greater depth to the Marauder tribes
of the Chaos Wastes but also gives an
invaluable insight into the hardy
Kislevites of the northern steppes. If
you're anything like me you'll find
yourself totally immersed in this
book, unable to put it down until
you've finished.

The exclusive new story in the free
Chaos Rising mini-book ties in very
nicely with this novel.

MARK OF DAMNATION

Where Riders of
the Dead and
Magestorm are
set against the
larger picture of
the Storm of
Chaos and its
massed battles,

WAREAMMER |

e author James
MARK OF Wallis sets Mark
DAM_& ATION of Damnation

right at the heart
of the Empire and focuses on the
hidden canker eating away at that
great nation — the Chaos cults.

Celebrated army officer Karl Hoche
finds his life irreversibly changed
after foiling the plots of an insidious
ring of Chaos worshippers in the
ranks of one of the most
distinguished knightly orders.
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Frankfurt airport o rou‘" to. Poland was i
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cad on for the lowdown on these evocative novels..

Hoche's actions soon attract the
attention of a clandestine group
dedicated to fighting the dark forces
of Chaos in all of its guises. But
betrayal and corruption are not far
away, and when Hoche becomes the
very thing he has sworn to destroy,
his mortal soul is torn between
salvation and eternal damnation.

Whilst Mark of Damnation is sct in a
very different environment to Riders
of the Dead 1 think this is possibly
my favourite of the Storm of Chaos
books I've read to date as it depicts
the Warhammer world, and the
Empire in particular, as a less than
savoury place. This isn’t high fantasy
with gallant knights saving the
damsel in distress — it's Chaos-
mutants-under-the-bed-and-by-the-
way-all-your-friends-are-dead fantasy!

MARK OF HERESY

Continuing the
story of Chaos
Hunter Karl
Hoche as he
struggles with
Chaos Cults,
Witch Hunters,
subterfuge,
intrigue and his
own dark secrets.
This novel also
sees the
introduction of
Luthor Huss, infamous Warrior Priest
of Sigmar, as he leads a rag-tag
crusade of god-fearing fanatics in a
search for the rumoured
reincarnation of Sigmar himself. The
story builds the reborn deity; Valten,
into the Storm of Chaos storyline
very well and continues in the
deliciously dark atmosphere of the
previous book, Mark of Damnation.
Can our hero and Luthor Huss lead
Valten to the safety of the Emperor’s
Palace before the multifarious cults
of Chaos can intervene? Or will the
Ruinous Powers triumph?
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HERESY

Oh, and if James Wallis is reading
this, please, please, PLEASE write
more for this series!



Jonathan Green's
% latest novel is
closely connected
= to Riders of the

¢ Dead, with both
sharing the same
timeline. I'd
| _recommend
reading Riders of
the Dead before
Magestorm but
that's just my
preference, you could happily read
this title first. ;

Archaon’s dark hordes of Chaos are
rampaging across the Old World and
men of the Empire must heed the call
to fight against the encroaching evil.
Standing to the fore is the Fire Wizard,
Gerhart Brennend, a loner whose
mysterious past is drenched in tragedy.
But as the Storm of Chaos approaches
the Imperial city of Wolfenburg, a
desperate battle looms and blood will
flow like never before...

SWORDS OF THE EMPIRE

An anthology of
dark tales set in
the world of
Warhammer,
Swords of the
Empire also
contains stories
that prelude the
Storm of Chaos.

WARHAMMER

EMPIRE

There are also
appearances by
old favourites like
Gordon Rennie's sage-investigator,
Zavant Konniger. In this new story,
Konniger investigates a series of
gruesome murders by the appallingly
vicious Reikerbahn Butcher in Altdorf.
In another, Jonathan Green's
mercenary captain Torben Badenoy
visits an old friend in the village of
Nagenhof and is beset by the minions
of the Horned Rat. T was delighted to
see James Wallis had penned another
short story that crosses over with the
Marks of Chaos books. this time
involving a plot to assassinate an

KNOWLEDGE IS POWER

Paul Sawyer explains that preparation for the upcoming campaign is more than just painting and modelling..

Elector Count. No BL collection would
be complete without the prolific Dan
Abnett. Dan (have I mentioned he's
prolific?) provides the cover story,
Swords of the Empire, about a troop of
Reiksguard Knights acting as
bodyguard to a wizard of the College
of Light on a fact-finding mission to
the steppe lands of Kislev.
Unsurprisingly, all does not go well...

AND THERE’S MORE...

Even with all of these titles under my
belt (no gags please...) there is still
more to be had from the chaps at BL
Publishing. Three more books directly
relate to the Storm of Chaos: Sacred
Flesh, The Ambassador and its sequel,
Ursun'’s Teeth.

Having written this as I'm about a
third of the way through The
Ambassador, 'm not best placed to
review the next three novels so will let
the chaps at BL give you the lowdown
on my behalf. A note about The
Ambassador. When 1 started looking at
BL books to read I skipped over this
novel purely because the title had me
thinking of a certain brand of
chocolates. How shallow of me. Now
I'm reading it, I'm thoroughly enjoying
being proved wrong by Graham
MeNeill's captivating writing.

The more I read the more I look
forward to the summer campaign. 1
only have a couple of units to paint
and a suitably ambitious conversion
for my Chaos Lord, Vradchuk the
Heinous, to do and I'm ready to aid
Archaon in his quest to breach the
walls of Middenheim. Bring it on!

THE AMBASSADOR
Grizzled ex-general, Kaspar von Velten,
find himself unprepared for his duties
as the new ambassador to the
court of the Ice Queen of Kislev.
Unused to the power struggles
and politics at court, Kaspar
soon learns to apply his
battlefield experience in order to
cajole and influence events. But
when the Tsarina's cousin is
found murdered in a debtors
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prison in Kaspar's homeland,
relationships become strained to the
point of war. Amidst this, and
prophecies of impending doom, a
bestial serial killer prepares to strike at
the very heart of power.

URSUN'S TEETH

Following the war-torn events in The
Ambassador, ex-general Kaspar von
Velten continues his role as the
Empire’s ambassador to the court of
the Tsarina. But with the massed
hordes of Chaos rampaging from the
north, Kaspar must uncover the dark
agents hidden within the city before
they can bring the defences umbling
down. As a combined Empire and
Kislevite army ride out to meet the
Dark Lord Archaon in battle at a vital
rock formation known as Ursun’s
Teeth, Kaspar faces a desperate race
against time!

SACRED FLESH

A wave of terror is sweeping through
the Empire and Chaos is on the move.
Mutations are increasing and strange
creatures roam the streets at night.
Some say it is the end of the world,
whilst others say it is the beginning of
a new order! Against this backdrop of
terror, battlefield looter Angelika
Fleischer meets up with a group of
pilgrims heading for a remote abbey in
the dangerous Blackfire Pass. Dogged
by Goblin attacks and an unknown
killer in their midst, they journey
together to see the most holy Mother
Elsbeth, the great Priestess of Shallya,
Goddess of Mercy. But with Empire
forces and the hordes of Chaos
converging on their destination,
Angelika uncovers a dark secret that
could cost her her life.




Mark Jones, our resident terrain
_builder, painted these Chaos
‘Warriors. He seitled on a Chaos
Jndivided scheme and so chose a
. naturalistic palette of colours.

- Rather than blending his colours
_ together, Mark used drybrushing
1o achieve the smooth graduation
on these models.

Drybrushing is ideal for picking out all
the detail on a model and is perfectly
. suited to the armour of the new Chaos
. Warriors. Mark used layers of paint,

- drying off his brush thoroughly before
applying each one, He worked over a
black undercoat and painted the
. shield separately.

FUR

1 Paint the fur trim a basecoat of
Scorched Brown.

Lightly drybrush the fur with
Vomit Brown.

32 CHAOS WARRIORS

Start by thoroughly
drybrushing Tin Bitz over all
the areas of metal, leaving a
little of the undercoat in the
deepest recesses.

Lightly drybrush Boltgun
Metal over the Tin Bitz, taking
care to leave a little of the
original colour showing.

To further lighten the armour
plates, carefully apply an even
lighter drybrush of Chainmail
over the Boltgun Metal.

Apply a final; very light,
drybrush of Mithril Silver,
concentrating the colour
around the edges of the
plates.

To redefine the armour plates,
paint a very thin wash of
Chaos Black into the recesses
of the armour, followed by a
final wash of Vermin Brown
for a rusty effect.




SHIELD

Lightly drybrush the shield
background Codex Grey
around the edges.

Paint the shield icon
Boltgun Metal, leaving
Chaos Black showing
around the. rivets.

Apply a wash of Vermin
Brown to the icon.

Mark applied
his drybrushing
over all his
Chaos Warriors,
giving the
whole unit a
strong, unified
appearance. His
technique is so
controlled that
it results in a
remarkably
smooth and consistent appearance.
Even small touches, such as the subtle
highlighting of the boots and gloves,
together with the gloss varnish on the
horns, makes all the difference to the
finished result.

Mark Jones

1 Ensure an even coverage
of Tin Bitz through
drybrushing.

As with the armour,
lightly drybrush Boltgun
Metal over the Tin Bitz.

Apply a final, very light,
drybrush of Mithril Silver

To begin with, the cloak
gets an initial basecoat
of Dark Flesh.

To finish off, lightly
drybrush the cloak
Dwarf Flesh.

FINISHING OFF

To finish off the entire model,
repaint the boots, belt, horns
and gloves Chaos Black, Lightly
drybrush Scorched Brown over
the gloves and boots then apply
a coat of gloss varnish to the
horns. Glue the shield in place
and finish the base.
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natural colour schemes that are more commonly applied to the Warriors of Chaos Undivided. On the
following pages are a number of example Chaos Warriors regiments that show the breadth of options
open to you.

Chans Warriors can be painted in the specific colour palettes of the Chaos gods or you can go for the more
L

MIKE ANDERSON

Mike: I always like to convert the models I own and the Champion model in this
regiment of Chaos Warriors is a good example. Inspiration for characters comes
from lots of different sources; in this case I based the look and feel of the miniature
on a piece of artwork from the Hordes of Chaos book: Korpus Festerheart,
Champion of Nurgle by Adrian Smith.




FRED REED

Fred: Khorne is my favourite Chaos god, but, for a change, I decided to paint my
Warriors blue and yellow, the colours of Tzeentch. However, yellow paint doesn'’t
cover dark colours very well, so instead 1 used Bleached Bone shaded with
Chestnut Ink and finished it off with three coats of Yellow Ink. This gives me a solid
bright yellow that I really like.

MIKE DODDS

Mike: To get a really smooth graduation of colours on my models 1 like to apply lots
of thin layers of paint. Take the armour, for example. Starting with Scab Red, 1
highlighted all the way up to Golden Yellow using Red Gore, Blood Red and Blazing
Orange, mixing colours together as I went. This amounted to a grand total of eight
layers of highlighting!
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NICK CRISTOFOLI
Nick: When 1 started to assemble my Warriors I imagined they were part of an
ancient tribe of Nurgle worshippers who roam far and wide, scavenging pieces of
armour. So I added parts from the Zombie, Chaos Mutation and Marauder sprues to
the models, and based the Nurgle colour scheme around a palette of murky green
and brown paints and inks.

ANDY BROWN
Andy: My Chaos Warriors have given their lives over to the Chaos god Khorne.
Although 1 was quite happy with how they looked at first, I really wanted something
to mark them out on the battlefield. Then I hit on the idea of literally drenching
their shields in blood. This makes them stand out, boldly declaring their allegiance
to the God of Blood and Skulls.




MARK BEDFORD
Mark: For my Chaos Warriors I decided on a realistic palette of warm, earthy
colours, including Dwarf Bronze with a Brown Ink wash for the metal. The shields
were painted to look like wood and the cloaks have a plaid design applied to them.
This creates the feeling that these Warriors were once great men from the north
who were corrupted by Chaos aeons ago.

DAVE TAYLOR

Dave: The face is one of the most important parts of any model. It’s the first thing
people look at so I like to apply as many stages as I can to get the best result. For
my Chaos Warriors 1 started with a mix of Bestial Brown and Tanned Flesh,
highlighting with Tanned Flesh, Dwarf Flesh, and EIf Flesh. A lot of stages, certainly,
but worthwhile nevertheless.
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M FOR THE STORM

Games Workshop HQ has its very own Storm of Chaos to deal with at the moment. Warhammer players have been
frantically revisiting their armies in preparation for the coming campaign, and pieces of model and blobs of paint
are flying left, right and centre. With so many army lists available for the campaign pretty much everyone has a
chance to give their existing force a new slant, or even start one afresh. Here’s what some of Games Workshop’s
Warhammer generals have to say about their plans for their armies.

BLOOD FOR THE BLOOD GOD

Adi Wood: Storm of Chaos is a great
opportunity for me to fight games with
my Chaos army as Archaon’s Horde and
add some new units to boot. For
instance, Chosen units are a must in
any Chaos army as they have an extra
Attack and better armour. In Archaon’s
Horde, they count as Special choices, so
I can now have more units of them.

My standard army consists of a core of
tough units: Chosen Chaos Knights and
Warriors, with the full compliment of
characters. Smaller, lighter units of
Marauder Horsemen and Hounds of
Chaos are used to guard the flanks of
the army. I often vary the composition
by adding an extra unit of Knights or
Warriors to the mix. With the Halting
the Tide scenario, I can field them all at
once as the scenario allows the Chaos
player to field twice the amount of
points as the opponent, a Chaos
general’s dream.

In the beginning I concentrated on
collecting Chaos Undivided troops in
order that T could really get
my head around how -
the army played. These
will form the
backbone of my
army when I use it as
Archaon’'s Horde. But
I'm now in a position
where I want to add
units of troops
dedicated to specific
Chaos gods. But
which Chaos
power? I'm not a
huge fan of magic,
but recently I did

Adrian Wood's
[first Kborne
Chaos Warrior
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try my hand at an all-Tzeentch army and
that was good fun. This magic-heavy
army blasted my Empire opponent
quite successfully.

However, my preference is for the
Blood God, Khorne. The red colour
scheme is striking and the Daemons
classic; horned, cloven hooved and
carrying a huge axe! With the Mark of
Khorne, characters and units are
frenzied and so will tear enemy units to
pieces. The extra Dispel dice that units
with the Mark of Khorne generate help
to keep magic under control so the
army doesn’t get overwhelmed — the
Halting the Tide scenario only allows
the Chaos player the same number of

Adrian Wood's Chaos Undivided army

Lord and Hero choices as his prey...
sorry, his opponent.

So I'm going to add some Chosen
Knights and Chosen Chaos Warriors of
Khorne, with some conversions using
the Chaos Mutation sprue on the new
Chaos Warriors to make them unique.

Finally, the new centrepiece to the army
will be a Hellcannon. Its long-range
firepower will give me the opportunity
to smash the enemy from afar on Turns
One and Two, something I've never
been able to do before, plus it's a really
cool model! I'm looking forward to
putting it together. To the paint station!




W\ AT
-m\u& ulﬁuv s 0

Andy Hoare's first Lothern Seaguard regiment.

LOTHERN CITIZEN LEVY

Andy Hoare: When it came to decide
which army to play in the upcoming
Storm of Chaos campaign, I was faced
with a decision — whether to finish the
steadily growing Lizardmen army [
started last year, or to exploit the
opportunity the campaign offered to try
something a bit different.

As is so often the case, the choice was
pretty much taken out of my hands. I
was given the very welcome task of
writing the Lothern Sea Patrol variant
army list for the High Elves and I'd
need to playtest the list. The Games
Development High Elf army was
looking somewhat tired after many
years of sterling playtest duties, so it
looked like time to build a new one.

At the core, quite literally, of the

Lothern army are the Lothern Sea
Guard regiments, versatile units armed
with a mixture of spears and bows. I
followed the example given in the High
Elf army book colour section when it
came to assembling these, mixing the
various components on High EIf
Archers and Spearmen sprues to create
my three Sea Guard regiments.

I chose three regiments of 16 for the
Sea Guard, with the full Command
compliment of Champion, Musician
and Standard Bearer. These would form
a solid defensive line, but would also
be able to pour accurate bow fire into
the enemy and receive the inevitable
charge after a couple of turns, They are
also useful before the battle, as the Sea
Patrol get a special round of shooting
before the game begins.

As the army is heavily geared towards
infantry, I wanted to spice things up
with a unit that really exemplifies its
character. T was looking to exploit the
‘fishy’ feel of the army, so a Merwyrm or
two was a must, but I've also mounted
my Commodore upon the back of a
Dragon which I'm going to paint in
suitably marine colours.

When it came to painting the army, I
choose three main colours that I felt
exemplified the theme I was looking for
— Scaly Green, Skull White and
Burnished Gold. These colours are also
fairly quick to paint, as I can use Scaly
Green as a base over a black undercoat,
and use Jade Green to highlight. So far
I've painted the first regiment, and I'm
pleased with the results and the short
amount of time it took to paint.
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", blace with Green Stuff.

Mat Ward'’s Nurgle Plaguebearers.

NURGLE WANTS YOU!

Mat Ward: One of the most colourful
lists in Storm of Chaos is the Daemonic
Legions army. It is jam-packed with all
of the twisted, colourful, bizarre (and
occasionally slightly gooey) denizens of
the Realms of Chaos. All of the
Daemons from Hordes of Chaos are
here, giving you access to Bloodletters,
Daemonettes, Plaguebearers and
Horrors — all of which can take full
Command groups if they are part of a

Daemonic Legion — as well as Flesh
Hounds, Nurglings, Screamers and
Mounted Daemonettes. Of course, you
can take most of this in a regular Chaos
army, so what's the difference?

First of all, Daemons who take to the
field as part of a Daemonic Legion have
their Aura save transmuted into a 5+
Ward save — they're now just as tough
against Ratling guns and fireballs as
they are against a volley of crossbow
bolts. On top of that, all Daemons in
this list benefit from a +1 bonus to
their Leadership value, making them
that much less likely to vanish in a
cloud of brimstone.

Naturally, this isn’t all the list offers. In
the Special slots the disturbingly
destructive Daemonic cavalries, which
we have missed for so long, return to
the battlefield. Bloodletters riding
unstoppable Juggernauts, Flamers
riding pulsing Discs, Daemonettes
riding agile Steeds of Slaanesh,
Plaguebearers riding putrescent Beasts
of Nurgle... They're all here. Though
you’'ll often only get one good-sized
unit of these in your army, they are
more than a match for pretty much any
mortal cavalry.

Then we have the Rare units. It seems
that everyone loves chariots, and the
Chaos gods are no exception. Each of
the gods gets a monstrous Daemonic
Chariot which exemplifies their
respective characters. The Nurgle
chariot, for example, is slow

The torso of this Plaguerider is made
from the body of a Chaos Spawn with the
bead of a Great Unclean One. I pinched
everything that I could find that was
tentacle-shaped and then welded it into
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(Movement 6) but durable (Toughness
5 and 5 Wounds), while the Tzeentch
one is more nippy (it flies) and carries
Flamers who fling firebolts at enemies.
Whichever you go for, satisfaction (and
plenty of dead enemies) is guaranteed.
Last, but not least, is the introduction
of a Daemonic Herald, a lesser
Daemonic Hero who can either bear
your battle standard or join a unit to
give it some more punch.

As far as I'm concerned, this list is
pretty close to heaven. It’s a small, elite
army that will intimidate the socks off
your opponent as soon as you put it on
the table. But that isn’t the main reason
why I like it so much. If a Chaos army is
a converter’s dream, then a Daemonic
Legion is doubly so. Other than the
Core troops, you have to convert
everything that goes into the army. For
someone like me whose modelling desk
(also writing desk, shelves, floor, and
on one occasion, the ceiling) is forever
covered in conversions of one degree of
insanity or another, it’s a license to have
some serious fun.

I could, of course, have chosen to do a
mixed force, but to me Chaos is all the
more fun if you stick to one power.
After a brief fight for candidacy between
Tzeentch and Nurgle, Nurgle won (you
have only to witness my ability to
miscast to understand why), and now
I'm armed with a box of metal
oddments and a vat of Green Stuff with
which to build my army.

As I write, I'm well on the way to a
1,000 point force and am looking
forward to flinging it into the fray as
part of the campaign. I've plumped for
a small unit of Plagueriders, backed up
by a nice big regiment of Plaguebearers
and a smattering of Nurglings. The
downside to this is that I've had to field
the cheapest Exalted Daemon I could
make, but hey ho. You must excuse me,
the Green Stuff calls...

1 can offer no explanation for my choice
of Nurgling miniatures, given that there
are perfectly good Nurgling figures
already, except that I like these models.
Besides, they look so bappy (in a slightly
mischievous and evil way) which is what
being a Nurgling is about, after all,
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DEAD AND

Anthony Reynolds: I've collected
Undead models for years now — the old
Skeleton Horde was an early purchase
at a tender age — and the appeal of
ancient, long-dead people continuing
to fight still seems strangely attractive.
As such, when Mat Ward began writing
up the von Carstein list for Storm of
Chaos, I took a keen interest in how it
progressed. It wasn’t long before 1
started trying it out myself, and now
I've started to put some new models
together to make a variant army for my
Vampire force.

The army that the ever-devious and
cunning Mat has devised places less
emphasis on Necromancers and more
onto the Vampires themselves. For
myself, this has got to be a good thing,
as Vampires are pretty much the best
aspect of the army and I always think
it's a shame there aren’t more of them.
Having a 2,000-point army with three or
four Vampires is pretty cool. The
magical side of things comes from
Grave Markers. These are essentially
marker stones for mass graves, from
where, in true horror style, a near
endless horde of the dead claw their
way out of the earth every turn. Scary
stuff for your opponent! So there was
my first couple of painting and
modelling missions: paint up another
von Carstein Vampire and a handful of
Grave Markers.

Anthony bas used the
Mordhbeim stagecoach as the
basis for bis Black Coach.

The von Carsteins, being the archetypal
Vampire bloodline, have a particular
affinity with wolves and bats and things
that go bump in the night. I decided to
reflect this in my army by painting up a
host of more Dire Wolves, Fell Bats and
Bat Swarms. I really wanted my von
Carsteins to look different from the
Vampire Counts army I usually field,
and five units of 5 Dire Wolves will
certainly go a long way towards that.

Another typically von Carstein unit is
the Black Coach (which incidentally
costs fewer points in this list than

normal to reflect this). I do not field
one of these in my usual army, so
decided now was the time! Preferring to
make the models in my armies unique,
1 decided to convert one, using the
Mordheim Stagecoach as the basis. So
far, the army is running quite well. It
plays very differently from my normal
force, and my Vampire collection has
expanded. Now we will have to see

how it fares in the Studio Storm of
Chaos campaign. ..

Anthony’s
Grave marker

i
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Gil Surepi: Looking at the different
army lists for the upcoming Storm of
Chaos summer campaign, my attention
was immediately attracted to the Slayer
Army of Karak Kadrin. Written by an
avid Dwarf player, Gav Thorpe — the
Loremaster himself, 1 was looking
forward to an interesting list with some
mad new bits. I wasn’t disappointed.
The army itself consists entirely of
Slayers, making it very different from
the variant Slayer list in the back of the
Dwarf Army book. You might think that
battles would look the same every time,
but this is not so, I can assure you, for
the list contains new units and rules
that make it able to act very differently
on the battlefield.

Starting with the characters, obviously
the only Slayer King you can field is
Ungrim Ironfist himself; all other
Daemon Slayers are ‘just’ very tough
Slayers. The Slayers get one extra Hero
slot, allowing you to field more death-
seeking heroic killing machines, and,
on top of that, one of the Dragon
Slayers may be upgraded to a Battle
Standard Bearer for free (Slayers being
Unbreakable) giving them the
opportunity to take some of the
expensive Runic Banners. Finally, the
characters get access to Slayer skills,
which may be taken in addition to a
magic weapon or banner, in the case of
the Battle Standard Bearer. My Lord is
equipped with the Skavenslayer skill,
which lets him multiply the number of
attacks on his profile with the number
of models in base contact (up to a
maximum of 10). Combined with a
Runic weapon, this makes him very
capable of taking on big units by
himself and coming out on top. With a

SLAYERS AMASS!

skill that confers Killing Blow he
should be able to deal with characters
as well. Bring them on!

In the Core section we get
Doomseekers, Slayers who have gone
completely over the edge. They launch
themselves into combat whirling axe-
heads on the ends of long chains.
These madmen operate as a single
model but can hold their own (and the
models look absolutely amazing).

For Special choices we see the
Brotherhood of Grimnir, Troll Slayers
with increased Strength and Initiative,
Wards of Grimnir (tattoos to stop

' “magic) and the option of a Runic

standard. These beefed-up Slayers
should be able to deal out some
damage to the enemy. Long Drong and
his Slayer Pirates are also available here.
They obviously remember their
ancestors and have come home to
defend the way of the Dwarfs!

These two unit types pack a little more
punch than normal Troll Slayers, and
demand respect from the enemy.

The Rare section is where the most
unusual entry comes in, Malakai
Makaisson and his Goblin-hewer. This
mad Slayer-Engineer has invented a
machine which throws axes at the
enemy in large numbers and at high
speed. Those who have read the Gotrek
and Felix novels will recognise Malakai
as the one who built the large airship.
Spirit of Grungni, Gotrek and Felix
used to travel to the Chaos Wastes and
back. I am a big fan of the novels, with
Malakai being a favourite. After seeing
the model, there was no choice. Must
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Gil Surepi’s Dwarf Trollslayer regiment. The first of many.
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include this cool-looking war machine
able to kill many Goblins!

For the new special rules we have:
“Look Snorri, Trolls!” ~when
surrounded by their fellows, the Slayers
will surge forward to get at the enemy
faster. A Glorious Death - Slayers
receive a Victory Points bonus for dying
in combat with a worthy opponent,
thereby fulfilling their Slayer oath.
Dispel dice — Slayers are even more
stubborn than your average Dwarf and
therefore more resistant to magic.

For me, all this was a gift from above
(literally, since Gav works above my
office) giving me the opportunity to
field a whole army of Slayers. One
annoying factor for me with the Dwarfs
is not having many opportunities for
conversions, except for characters and
standards. This list provides ample
opportunities for conversions,
including Dragon Slayers, Army
Standards, unique Doomseekers and
the Brotherhood of Grimnir. Even if
some of the models are going to be
released (like the Doomseekers), that's
no reason not to make your own.

As for my army’s composition and look,
I'll create some nasty and colourful
characters to deal with any tough or
heavily armoured units or characters,
and have started with a nicely
converted Army Standard bearer.
Luckily I already have one unit of
Slayers from my normal Dwarf force
painted to a good standard, so that will
be the start of my new army. To
complete a 1,000 points force, I'll need
some Doomseekers to fill out the Core
choices and a Brotherhood for combat
power. The next additions to the army
will be Malakai, and then Long Drong.
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Martm Isaakson's Eshin Triad join forces with Phil’s Sorcerer-led Gutter Runners.

WAY OF THE RAT-NINJA

Already having a unit of Slayers painted
up helped me decide on the colour
scheme for the Army. Of course, with
Slayers, you don’t have much room to
play around with other colours except
for their trousers and tattoos, but 1
wanted something other than just flesh
tones and orange, so [ went for blue
and black as secondary colours. After
finishing the Battle Standard Bearer in
this colour scheme, 1 started on four
Doomseekers and, to make them look
different to the ones that the "Eavy
Metal team had painted (these guys also
had blue tattoos), 1 painted the trousers
blue and the tattoos in a different
pattern. It was then I decided to keep
half the face tattooed blue across the
whole army.

Next on the agenda was the
Brotherhood of Grimnir. Most of these
super-Slayers were converted using
Slayers from the Warhammer,
Mordheim and Blood Bowl ranges. 1
put together a standard for them
bearing the heads of a Chaos Troll, a
Minotaur, a Rat Ogre and a Stone Troll,
showing that these guys have met and
bested all kinds of evil monsters. 1
needed something to make them stand
out from the normal Slayer units, and,
after much thought, decided to paint
their hands completely blue. Although I
painted a 20-strong unit, | don't see me
fielding more than 16 of them in battles
of 2,000 points. They're quite pricey,
and rightly so.

I have already tried a few 2,000 points
battles with the army, and am very
happy with the way they work, Now I
just need to paint a Daemon Slayer, a
Dragon Slayer, one more unit of Troll
Slayers, Long Drong and friends and, to
finish it off, Malakai Makaisson and his
Goblin-hewer.

Now if only I can get the Army Standard
to stand up without tipping over...
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Phil Kelly: Skirmishers with a move of
6" are just great. The feeling of freedom
when your troops scoot a full foot
through a wood or marsh and out the
other side, in any direction, at a speed
that leaves your opponent’s eyes
widening... Not to mention neatly
getting out of his charge arc and
threatening his flank. Excellent fun. Any
fellow Skaven player with a squad of
Night Runners, Gutter Runners or Rat
Swarms knows just what I'm talking
about, and the Clan Eshin army has
these in spades. So, with the Storm of
Chaos campaign approaching, I thought
what the heck — it's ninja time!

With such an abundance of Skirmishers,
including probably the best Skirmishers
in the game, you can really engage the
enemy on your own terms. So I broke
open yet another boxed set of Skaven
Nightrunners to use as Gutter Runners
(let's face it, those twin fighting claws
are just the coolest). The slings also
come in very handy, there's nothing like
a full squad of Gutter Runners
unleashing a hail of 30 Ballistic Skill 4
shots into the enemy ranks every turn
to give your foe a nasty surprise.
Poisoned throwing stars are also good
fun. In fact, combined with items such
as the Headsplitter and the Warpstone
Stars, the Eshin army has a solid short-
ranged shooting ability vou'd do well to
capitalise on before combat starts. As
you will know, Skirmishers have trouble
against full units.

But it's the party tricks of the Eshin list
that really appeal. The Master Assassin
is a lightning-fast killing machine
(Initiative 10, lovely) who can run as
fast as a horse and has a Weapon Skill
most special characters would be
jealous of, all before you buy him his

magic items. The best news is that he
and his Assassin buddies can be
Skitterleap-ed straight into base contact
with the enemy in this list, perfect for
dispatching that troublesome Archmage
or Helblaster crew. Even my Eshin
Sorcerers have nabbed themselves a
Skink Priest here and there. Your
opponent ends up dreading the Eshin
Magic phase in case he fluffs his dispel
attempts. The new Eshin Skitterleap’s
something I'd even swap the notorious
Warp Lightning for.

Naturally, the list lacks almost all of the
other Skaven clans’ goodies, and if
you're thinking of taking advantage of
the special Under Cover of Darkness
rule vou'll have to field all Skirmishers
and therefore restrict your choices even
more. However, in return, the Eshin
lads have a new unit — the Eshin Triad —
a trio of Skaven Assassins (no magic
items, mind you) that form an elite
Skirmishing unit quite capable of taking
down detachments, light cavalry and

« characters without breaking a sweat.

I think I might even keep a tally of the
characters those little ninja rascals
behead over the summer. The best
thing about the Eshin army? Just spray
‘em black, give the furry bits a brown
drybrush and they're pretty much
painted already...

Phil's Tunnel
Team marker
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Kenton Mills: My gaming obsession
began many vears ago with HeroQuest,
and since that time I have dallied with
Chaos hordes and legions of the
Undead. But no army has captured my
imagination more than the gallant
Bretonnians. With tales of an
uncountable horde of Chaos spilling
from the Northern Wastes, and
unprecedented numbers of Beastmen
massing in the forests of fair Bretonnia,
it became clear that only one course of
action lay before me. It was time to take
up lance and shield once more.

Unfortunately my old Bretonnian army
has not heard the rattle of dice on table
for some time, and although when I
£ painted them I thought I'd done a
b great job, they're looking a little
shabby now, so 1 decided to paint
up an entirely new army of the
new models.

Kenton's converted
Bretonnian Generdal.
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Kenton's first Knights Evrant unit, ready to make their names on the field of battle.

{ FOR THE LADY!

Although I'm familiar with the
Bretonnian army on the battlefield, the
stunning new range complicated my
army selection. 1 wanted them all! In an
effort to begin gaming as soon as
possible, 1 set out to put together a
1,000 points core army to which I could
bolt on extra units as I finished them. A
perusal of the new Bretonnia army
book and the first units chose
themselves. I decided to go one better
and field an Errantry War list, to take
the fight to Archaon. In any Bretonnian
army the Battle Standard Bearer
becomes a compulsory, albeit freely
upgraded, Hero choice. This means that
even in the smallest army you need
both a Battle Standard and General, as
a single Paladin cannot fulfil both roles.
A unit of Knights of the Realm are also
obligatory, and in larger point games
you shouldn’t hesitate to take two units
of them. For my starting army, however,
a unit of Knights Errant was vital, as
their charge can be devastating,
especially when given the Errantry
banner that all Knights Errant in this list
must take.

Despite their combat prowess a
Bretonnian army’s knights need to be
adequately supported by Peasants or
risk being pinned in combat and
surrounded. I've previously found that
two small units of Peasant Bowmen to
cach unit of knights works well,
although the new Men-at-arms models
look so intimidating with their tower
shields I had to take a unit of them too.
Finally a small unit of the new Pegasus
Knights would add a tactical edge to my

army. No units of pesky Fast Cavalry
would be interrupting my knight's
plans now, not with such a formidable
counter strike waiting for them!

With most of my core troops chosen 1
still have a host of cool units to be
worked into the mix. There's the new
Questing Knights and the new
Trebuchet too, which is just far too
imposing to be left behind. And 1
haven’t even thought about the new
Battle Pilgrims yet, or Grail Knights. Oh
and I'll need a Damsel, and a...

Matt Hutson's.Dark Elf Sorceress
leads bis Slaaneshi Guff‘m battle,



Matt Hutson: I've always played Dark
Elves — they were the first Warhammer
army I collected and, despite Wood
Elves and Tomb Kings distracting me for
a very short while, have been the only
Warhammer army I have seriously
collected since I started playing. My
current Dark EIf army is actually the
third one 1 have collected and it’s
grown to quite a formidable size,
including most of the different unit
types available.

The introduction of a Slaaneshi Cult
variant list is the perfect opportunity to
do something different with my army
and try out some different troop types
and tactics. My first idea was to make
my existing army look more Slaanesh in
appearance and add a few Daemon
units to it. After a bit of
experimentation with pink paint I soon
realised the existing red armour of the
army wasn't all that Slaaneshy and in
fact tied in much better with Khaine the
Bloody-handed God. I thought that it
would actually be quite a shame to
defile it by repainting, so in the end I
decided an all-new army would be
needed, and with this thought the
fourth age of my Dark EIf army began.

The Dark Elf armies I have collected in
the past have always had an emphasis
towards shooting and counter-attacking.
This time, however, I thought I would
go for an all-out attack force. The
additional units that can be taken in a
Slaaneshi Cult are ideal for this;

A DARK PACT

Matt’s converted
Druchii Anointed. -

Mounted Daemonettes are amazingly
fast and are perfect for attacking the
flanks of your enemy, while
Daemonettes on foot move at the same
speed as a Dark Elf (which is pretty
quick) and are savage on the charge.
For an Elf player Spawn are something
of a novelty, being expendable, tough
and Unbreakable. One thing really
stands out in the new list, though. In a
recent game against Anthony Reynold’s
Vampire Count’s the Mark of Slaanesh
really did change things. Where usually
my expensive Dark EIf units would have
been running for the hills after being
beaten by fear-causing armies, they
stood firm. The Mark of Slaanesh
changes the dynamic of the Dark Elves
a lot, meaning your opponent can't rely
on panic and fear to defeat your army.

I plan to make all the units of the army
be composed of warriors in multiples of
Slaanesh’s sacred number 6. Although
this gives no benefit in gaming terms it
is quite characterful.

On a final note, my favourite part of the
Cult list are the Druchii Anointed,
ancient and powerful EIf followers of
Slaanesh from the time of the
Sundering. These Lord characters are
exceptionally tough and quite capable
of taking on any character your
opponent cares to throw at them. Also,
they are magic users, which makes
them surprisingly good value, especially
in 2,000 points games, where their
versatility comes to the fore.

The colour scheme Matt selected is very
quick to paint as it only uses 5 colours. The
glossy black armour contrasts well with the
pale flesh tone.

.
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Andy Holmes: About six months ago
my partner in crime Thomas Webster-
Deakin, or TWD as he is known in
these parts, decided to try and get more
folks in the office to play the wonderful
‘game that is Warmaster. Not having an
army, I borrowed TWD’s Empire force
and proceeded to smash his Dark Elves
into the floor. Not bad for an amateur, 1
felt. Excited by my victory, 1 began to
delve deeper into the game.

~ TWD’s Warmaster workshops continued
~ regularly over the next few months,
with more and more of the Hobby
Specialists in the office beginning to
decorate their desks with tiny figures.
Having learnt the basics, I was loaned
TWD's Empire yet again so that I could

WARMASTER MIDDENHEIM

teach my fellow Hobby Specialist, Tom
Gilbert, how to play. For the battle he
took Dark Elves. Tom picked up the
game very quickly and did himself
proud (1 suspect he had read the rules
beforehand). However, he suffered the
same fate as TWD before him.

Now there were several possible
reasons for this — [ have a natural ability
for commanding the Empire in
Warmaster; I have a natural ability to
defeat Dark Elves in Warmaster; or 1
have a narural ability to defeat people
called Tom at Warmaster. I know which
option [ prefer, but only time will tell.

When Storm of Chaos came along, I
realised that it would be brilliant to

collect an army
for the campaign.
I have collected
The Empire in
Warhammer for longer than I can recall
and during this time have owned both a
Middenheim and a Talabheim army (see
below). It seemed only right that 1
continue my allegiance to the great Karl
Franz when collecting my new
Warmaster army.

Initially 1 wanted to collect a replica of
my current Warhammer army in
Warmaster scale, which, I am told, is a
common ambition when starting out.
This would mean painting the state

* troops in the red and white colours of
Talabheim and using Warmaster

My Talabheim Warhammer army, which
I'll also be using in the Storm of
Chaos campiagn, was built early last
year when my friend Matt and 1
decided to attend the Warhammer
Doubles Tournament. Matt took
Dwarfs and I took command of a new
Empire army. It was Matt's decision to
paint both forces in a striking red and
white colour scheme, which
consequently meant my army was
from somewhere near Talabheim.

We had several months of frantic
collecting and painting, finally

ANDY'S WARHAMMER EMPIRE ARMY

finishing our last figures the night
before the event!

To give the armies a theme, we
decided to take as many black powder
weapons as we could. This meant that
my army consisted of a unit of
Handgunners, a unit of Pistoliers and
a unit of Knights. To back this up we
had a unit of Dwarf Clansmen to
provide solid infantry support and a
unit of Thunderers to put people off
attacking our firing line. I included a
marksman armed with a Hochland
Long Rifle in my Handgunners and

this proved itself on several occasions.
In the Doubles Tournament players
have a Border Patrol force, so the
rifle’s effect was magnified.

I converted a general to lead my little
band. He was a Captain in Full Plate
Armour who led The Knights of the
Black Cross. We decided that my hero
would be armed with the Dragon Bow
as this would add more firepower and
would be a nasty surprise to any
Vampire Counts who brought a
Banshee along. To fit the theme, 1
converted him to carry a pistol too.

Andy will be playing in the campaign
with bis Warbammer: arny too.
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Andy’s first units are already painted.

Reiksguard Knight figures to represent
my own knightly order, The Knights of
the Black Cross. But after some thought
I became tempted to recreate my first
ever Empire army in tiny scale, painting
them in the blue of the warriors of
Middenheim as they are more
appropriate to the forthcoming battles.
The background for the Cult of Ulric
army list in the Warhammer 2004
Annual has helped me to get a
better feel for the region,
culture and religion. T
would be able to theme
the army using this
information. In addition,
the city of Middenheim is
the home of two of the
greatest and most famous
of the knightly orders of
The Empire, namely the Knights of the
White Wolf and the Knights Panther.
There are some fantastic figures to
represent both of these famous units in

Warmaster scale and T
have heard that at
some point in the not
too distant future we
are adding Teutogen
Guard to the Empire
range as well!

Having decided

what army to
collect and also on a
theme for this army, that of a Cult of
Ulric and Middenheimer defender, 1
now came to the task of deciding what
to include in my starting force. My first
game against TWD was won by a
decisive cavalry charge from a full
brigade of Knights. This showed me
how important cavalry is in Warmaster
and so 1 was determined to include as
many cavalry units as possible in my
army. “Cavalry is king in Warmaster,” as
TWD likes to say.

I have decided to plan my army in
manageable 1,000 points chunks with
the hope that I can get the majority
painted by the time the campaign starts.
Each troop type in Warmaster has a
minimum and maximum number of
units that can be included per 1,000

points of your army. Looking at the
minimum requirements in the army list
for the Empire meant that I had to have
two units of Halberdiers, two units of
Crosshowmen and a Command stand to
represent my general.

With the fate of 325 points already
decided for me, I turned my attention
to the rest of the army. I decided
that my Middenheimer force
should not include any black
powder weapons, as this
was in keeping with the
character of the army.
Therefore, my choices
were somewhat
limited, as this cuts out
Handgunners,
Pistoliers, Steam Tanks
and artillery. Not including any of these
units makes it very different from if
had decided to collect my Talabheim
Warhammer army in Warmaster, which
has lots of guns.

In Warmaster, units can be grouped
together in fours to form brigades. A
brigade can be given a single order and
all units in that brigade will be allowed
to move. For this reason, it is good to
plan how you intend your army to
manoeuvre and therefore purchase
your units in ‘brigadeable’ numbers.

THE ARMY OF MIDDENHEIM.
Here is the army that Andy is
currently collecting and painting.
Once he’s finished this, he’ll be
expanding the force up to 1,500
points and beyond.

Grenerdl i rssniisnaiins 125 pts
2 WAZAPAS .o cosmmumms voa sisa e 90 pts
2 units of Halberdiers............. 90 pts

2 units of Crosshowmen......
1 unit of Flagellants

3 units of Skirmishers............. 75 pis
4 units of Knights of the

White Wolf........oooevernnnns 440 pts
B LS Y 1,000 pts
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The next units to go on my list were
four units of the Knights of the White
Wol. I intended to use this armoured
column as a decisive punch, keeping it
together as a seriously hard-hitting,
battle-winning brigade.

Keeping with the Middenheimer theme,
I decided to include a unit of
Flagellants to represent Warriors of
Ulric and Wolfkin from the Cult of Ulric
army list. This entails a little conversion
work and some careful painting. On
such a small scale, T hope it goes well!

Lacking a bit in firepower, having
consciously dropped the option of
Cannons and Handgunners, I decided
to include two more Character stands
of Wizards. The spells Ball of Flame and
Weird Enchantment should make up for

this shortcoming and their presence
will allow me to make more Command
rolls and hence give my army better

~mobility. While they only have a

Command value of 7 and a Command
radius of 20cm their effect is limited but
they will, on average, pass their
Command check for a single order. This
means that the general can concentrate
on ordering the cavalry into position.
Should they fail they can always have a
go at casting the Voice of Command
spell that allows a brigade to move as if
it had just received a successful order.

I intend to group the Flagellants and
the Halberdiers into a single infantry
brigade. Three units of Skirmishers,
which can be attached to infantry units,
will round the force out and assist the
infantry, protecting the flanks and rear
of the brigade and increasing the field
of vision of the parent units.
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‘.{ Tom Webster-Deakin: ['ve been a huge
| fan of Warmaster since it was released
and I'd go so far as to say it is probably
. my favourite Games Workshop game.

] The sheer scale combined with the
opportunity to use some advanced
tactics means I really enjoy getting my
Warmaster soldiers out.

p—

When [ learned about Storm of Chaos I
knew I had to collect a new Warmaster
army to take part. The whole idea of
Chaos forces rampaging down
towards Middenheim has
really caught my
4B imagination.
Fortunately, 1 also
happened to have a pile
of unopened Chaos
blisters under my bed,
ready for just such an
eventuality.

I always like to try and
give my armies a theme, so I had to
decide to which power my horde would
dedicate themselves. I've recently
finished off my Warhammer Slaanesh
army and I've got an Emperor’s
Children army for Warhammer 40,000,
so the answer appeared to be obvious.
However, as I started opening the
purple and pink paints I noticed the
characterful new Tzeentch Daemons for
Warmaster. There are suggestions in the
first edition of Fanatic magazine for
mixing Daemon models into a mortal
Chaos army — so it was that I sold my
soul to the Lord of Change and broke
out the yellow and blue paint instead.
f’[ The only thing left to decide was how

] large the army would be. Warmaster is

1 designed for quite large armies and the
| bare minimum is really a 1,500 point
force — fewer points than this and the
battles tend to be decided by a single
charge. With Storm of Chaos scant
months away and a new baby at home
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my time is limited, so I intend to build
a 2,000 points army. This is a good size
for a decent game and will give me
some flexibility. I'm doing this by
getting an initial block of 1,500 points
and then adding a further 500 once I've
got a bit of experience of playing with
Chaos. This will give me the chance to
get a feel for the army and expand it to
cither fit my style or cover up the
horrendous mistakes I've made!

With my initial decisions made I set
about planning the first 1,500 points of
my army. Although I've been playing
Warmaster for some time now, I always
finds it helps to get other players’
perspectives on the game, especially
when choosing a new army, so I asked
around about the strengths of Chaos.

I'd recommend that anyone serious
about playing Warmaster, indeed, any
game, does this and taps into the
excellent advice other gamers can offer.
The guys 1 asked were very helpful.
Armed with their suggestions and my
own ideas I drew up an army list.

When picking an army for Warmaster 1
find it helps to think in terms of
brigades rather than just units.
Movement of units is vital in Warmaster
and the Brigade rule allows you to
move several units by issuing only one
order, so it makes sense to collect
brigades of models instead of units. I
learned this the hard way with my Dark
Elves. This army contains nine units of

S O

infantry meaning I always seem to have
a unit leftover that doesn'’t fit into a
brigade. The other key element to a
Warmaster army is the compulsory units
that form the part of any force.

TOM’S CHAOS ARMY
General 1o atiina i 125 pts
Sorcerer with Ring of Magic 120 pts
2 units of Chaos Warriors ...300 pts
2 units of Marauders ......... 120 pts
2 units of Chaos Knights...... 400 pts
2 units of

Marauder Horsemen ...... 180 pts

2 units of Chaos Chariots ...190 pts
1 unit of Harpies ............... 65 pts
Total s 1,500 pts

Chaos in Warmaster, like Chaos armies
the Old World over, consists of small
numbers of elite troops. This can be a
problem in Warmaster, as any army
reduced to half its starting number of
units has to immediately withdraw, so
Chaos armies generally have a low
break point compared to most other
Warmaster forces. However, as you
might expect, the toughness of the
troops and their capacity to take out
large numbers of enemy units goes
some way to compensating for this.

My compulsory choices for the army are
a general, a unit of Marauders and a
unit of Chaos Warriors. Taking this as a
starting point for my force I decided to
add another unit to each of the
Marauders and Chaos Warriors. This
will form my first brigade of infantry
and give the army a good solid core. I
also happen to think that every Chaos
army should have a good basic
component of mortal Warriors before
you start adding in all the gribbly Chaos
monsters and daemons!



BREAK POINT

The number of units in a Warmaster
army is very important. When your
army is recduced to half or less of its
starting units, it must immediately
withdraw. This is the first challenge
of the game. Do you go for a few
powerful units who, though they
may be strong and die hard, might
well be forced to fall back early on,
or a huge horde of weaker troops
who may stick around for longer?

With my first brigade chosen it was time
to add some mounted troops. In
Warmaster cavalry is king. The narrow
frontage, high Armour save and high
number of Attacks of most mounted
units combine to make them nigh-on
unstoppable on the charge.

Unsurprisingly Chaos Knights are the
best in the game; equally unsurprising
they also eat up points. Although 1
could have a potential maximum of
four units of Knights in 1,500 points [
decided to stick with two units to begin
with. To this I added two units of
Chariots and two units of mounted
Marauders. My Warmaster advisors

. A : ot /s

suggested doing without the mounted
Marauders altogether as the consensus
is that Chariots are far better for the
points, but I think Marauders on
horseback should be part of any mortal
Chaos horde, and besides which, I had
some in the blisters under my bed. I'll
field these six units as two brigades
containing one of each unit.

To enable me to
command these three
brigades on the
battlefield I settled on a
Sorcerer to fit with my
Tzeentch theme and
equipped him with

the Ring of Magic. As
this means he can cast
one spell once in the
game without rolling to do so, I can
guarantee that I will get off the
extremely nasty Rage of Chaos spell
(which gives the targeted Chaos unit
extra Attacks). This should transform
my already powerful Knights into true
death dealers.

Finally T went for some flying support
in the shape of some Harpies. This was
largely because I already have a unit of
these painted for my Dark Elf army, so

that's one less unit to paint, but 1
actually intend to replace them with the
very cool Screamer models just as soon
as [ can get my hands on them.

That brings me nicely up to 1,500
points with a Break point of six units —
very respectable for a Chaos army.

With the army picked 1
turned my thoughts to
tactics. As with Chaos armies
in Warhammer the
fundamental plan with
Chaos in Warmaster is to
get across the board and
into contact with the
enemy as soon as

possible. The absence of
shooting means there’s no
holding back with a Chaos army, but its
small size should make it fairly
manoeuvrable on the battlefield. In my
initial battles I intend to place the
infantry brigade at the centre of my line
and flank them with the two brigades of
cavalry. Then charge. Meanwhile the
Harpies can become a nuisance and try
to pick off enemy war machines. Once
I've actually tested this against the
enemy I'm sure I'll be rethinking parts
of it, but it's a good enough start.

Usually T paint my Warmaster
models as individual strips and
then glue them down and base
them when they’re finished. This
can be a bit fiddly and time
consuming. I wanted to get this
army done quickly, so I took some

Glue both strips of the models to

the hase with superglue. Once
dry, apply watered down PVA glue and
then sand.

Paint weapon hafts with Chaos

Black. Paint shields, flags and
plumes with Bubonic Brown. Paint
cloaks Storm Blue. Paint horns Bestial
Brown. Use Shining Gold to edge
shields and other detail.

PAINTING WARMASTER CHAOS WARRIORS

advice from Graham Davey in an
old White Dwarf who pointed out
that if you can’t get your
paintbrush to something, chances
are it won't be seen. I'm pretty
pleased with the results and it was
certainly quicker and easier than

Undercoat the strips with Chaos

Black spray. When dry, fill in any
bits you've missed with Chaos Black
paint.

Overbrush the Bubonic Brown
5 items with Golden Yellow.
Highlight cloaks with Ultramarines
Blue. Paint Bleached Bone onto the
horns. Wash the gold areas with
Chestnut Ink.

3 Overbrush with Boltgun Metal,

my usual method. I'm still toying
with adding some static grass to the
bases, but I'll wait until I've
finished the entire army and see
how it all looks. If you want to try
this method, here’s how I did it.

then drybrush with Mithril Silver.
When dry, wash with thinned down
Blue Ink.

Highlight yellow areas with Bad

Moon Yellow and cloaks with Ice
Blue. Drybrush the base with Shadow
Grey, followed by Codex Grey and
then Ghostly Grey. Finish the base
edge with Goblin Green.
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|| From the frozen wastes of the north the

" hordes of Chaos pour forth. Archaon and his
| dark generals marshall their forces with

~ cruel discipline — the Kurgan Marauder

tribes, packs of viscious Warhounds

slavering with bloodlust, towering Knights
of Chaos blessed by Dark Gods and
legions of Duemons summoned

by evil Sorcerers.

ERT WS SR S

Marauders of Chaos £15 Champion of Chaos Undivided  £7

This boxed set contains 16 plastic Marauders of Chaos. gﬂx:";;gﬁ% This blistar pack contains 1 ?ﬁﬂ?ff g
EUID o E25.00 Champion of Chaos Undivided. 7.~

Crom the Congqueror

i b ; Denmark.... N
This blister pack contains 1 Grom sﬁi’;’:,f"_ This blister pack contains 1 Sorcerar gf‘;f:f
the Gonqueror. Eurd... of Chaos and 1 Familiar. sl

Spawn of Chaos £10
This boxed set cantains 1 Spawn of Chaos, gewg,:f:_ k, 3_{325
B IS0

Archaon, Lord of the End Times £18 Warhounds of Chaos £6

This boxed set contains 1 Archaon, Lord of  Jenmark...kr 225.00 This blister pack contains 2 Warhounds of Chaos. Denmark.....kr 70.00

the End Times. Sihean sk 21000 Sweden ..k 80.00

Er. i B3 Eura............ € 10.00

| Models shﬂwn at 75% actual size. Modela SUQpIIBd unpainted.
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50 THE STORM BREAKS Prices quoted are for prc\.ur,ls solil by Bamas Wufkshus through its awn stores, camlugue or '.rJ&hSI[E.

retailers are responsible for determining their own prices, Al Information corréct at time of going fo press.




Chaos Furies

Horrors of Tzeentch

S NRSAEE NS S R

e DA

This blister pack contains 2 Chaos Furies.

Mounted Sorcerer of Chaos £7

Sweden
Eurg......

Knights of Chaos

This blister pack contains 3 Harrors of Tzeentch.

£25

This blister pack contains 1 Mounted
Sorcerer of Chaos.

This boxed set contains 5 Knights of Chaos.

M e I T T T

Using the components shown
here, you can create your own
unigue Chaos conversions.

NURGLE LORD SPRUE 2 NURGLE CHAMPION
SA4T7020113703 £2.50 SPRUE
9947020113802 - £2.50

CHAMPION OF CHAOS UNDIVIDED
HEAD AND WEAPONS
9947020112702 £2.50

NURGLE LORD SPRUE 1
9947020113701 £1.50

CROM SPRUE
9947020114501 £2

CROM SHIELD
9947020114502 £2

Maodels shown at ?5% actual S|ze Maodels supphed unpainted.

TR T (BT ee - (i

A e e T e L SR B =

Fnl:es quoted ara for products snl{i by Games Wnrkshnp through its cwn stares, catalogue or websis,

retailers are for

g their own prices. All information correct at time of gaing to press.

TZEENTCH LORD GLAIVE
9947020114203 £1.50

e

'WARP BANNER
9047010202406 £2

BLASTED STANDARD
247010202404 E2

Denmark....kr 300.00
Sweden .,

ke 250,00

CHAMPION OF
KHORMNE AXE
9547020113403 £1.50

SLAANESH LORD HEAD
9947020113301 £1

NV PR W e e
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George Dellap

s Speed Freek Army.




: G.borg?/DeHapa'na Speed Freeks army is
T

o “'“la“ims general orkmass_qud
 has scores of admirers.

" maestros. His Brl(y' :

~ a real tour-de-force o

h eorge describes himself as a f&n:ah !
painter and modeller. If you've seen any
of his work at Warhammer World, you'll
-now what a huge understatement this is. He

~ is renowned for his heavily converted Space
Wolves, and Imperial Guard armies, as well

“as some very ambitious modelling feats for

- our other systems (if you come

to Warhammer World, check
uf the Lord of The Rings.

s:ege tower He built that). But

WARHAMMER

40,000

it is Orks that really float this cheeky London
chap’'s boat. In fact, the nutter even thinks
he’s an Ork!

*I've been into Games Workshop for twenty

years, ever since | was eight years old,” says

George. “l was getting loads of stuff from my

local model shop as a kid. The first models |

bought were the original metal Space Marines

from Rogue Trader (the very first edition
of Warhammer 40,000 - Ed).



|
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“They were great but it was with the first
plastic Ork kit that | fell in love. | have had
Orkiness running through me since then!”

As we talk, a man approaches and presents
George with a mighty bag of Blood Axe
Commandos for another modelling project.
He's so Orky the green aliens are attracted to
him like a magnet!

“| really feel Orkoid and love general
Orkiness. I've got an ltalian heritage and it's a
tradition there to go mushroom picking. |
was told when | was young that | was found
under a mushroom as a baby — so | tofally
believe I'm actually an Ork!

“Until a couple of years ago | never used to
play. It was only when | visited a gaming club
and had a quick game of Warhammer 40,000
with a guy there called Sean Howells that |
fell in love with the game and got the link
between gaming and painting. | was invited
to SELWG (South East London Wargames
Group), where Lee Brown, my Jedi Master
taught me serious chess game playing.”

George is part of a gaming quartet called the
Jedi Council, which includes himself, Lee,
Sean and a fourth guy, Mike Reynolds. These
four mighty players practise their own no-
holds barred style of tournament gaming.

“| love tournament gaming. | love to win but |
don't like being beardy. | always take the
models | like, sometimes over more powerful
ones. The Jedi Council are regulars at the
Mayhem event in Tolworth, Surrey. We're
there twice a year. | just love that tournament,
it's such a laugh and there’s a nice
atmosphere. My most recent tournament was
the Warhammer 40,000 Grand Tournament
this year where | came 14th overall and got

LUGNUTZ THE BIG MEK

the Best Painted Army award for my Space
Wolves. These guys are the army that | really
trust to take to a table. | just love Space
Wolves. They’re feral, the most convertible
chapter going. The pack mentality is
important to me and | like the idea that they
are so bonded as a chapter.

“Playing games is really fun, man. That's how
| get to know my army personally — you can't
have a faceless army. My Speed Freeks have
a lot of background story to them. They are a
desert-dwelling, nomadic tribe of scrap
scavengers and their yellow colour scheme
fits in with this. All the characters in my
Speed Freeks are named and converted — if
you're going to do Orks, have a BIG bits box.
This army is all about extreme conversions.
Don't be afraid — anything goes with Orks.

As for painting, George has a bold style
which favours vivid contrasts. This is
primarily because he is colour blind!

“| take a mathematical approach to painting
and don't bother with shading. | take the
paint directly from the pot — it's more about
tone, painting in layers and using progressive
highlights. The Speed Freeks were a real rush
job to paint. | was at it for sixty hours
straight — not recommended, people —as |
was using them in the 2003 Mayhem
tournament in Tolworth. But | got it finished
at seven in the morning of the tournament —
as | was unpacking | could smell the Purity
Seal.

“Now I'm working on a feral Orks army. This
is going to be mad with a huge Squiggoth.
The whole army is going to be dominated by
Squigs, sub-species of Squigs and Boars —
it'll be the coolest thing you've ever seen.”

Lugnutz the loony built Tank from bits of Trukk and gave him life. Like his boss, he had a lot of
conversion work done to him. He has Ghazghkull's head on top of the ‘Eavy armour Ork Nob’s boady.
His backpack is made from the Inquisitor range mode! Krieger ‘Krash' Thrax’s and a Mekboyz's pack. |
finished this off with the spinney gubbinz from the Ork Shokk Attack Gun.




Ork Warboss Tank disembarks from the Battle Wagon
with his "Ardboyz in preparation for a brutal assault.

WARHAMM

‘ARDBOYZ

The ‘Ardboyz are my favourite unit in the
army. They are the toughest Orks and wear
the most armour. An Ork’s only weak point is
his neck, so they all have Black Orc heads
from Warhammer as these have the right
kind of armour protecting this area. These
‘Ardbayz are just that — dead ‘ard. They have
nao weakness. In keeping with his mob, the
‘Ardboyz Nob has loads of protection and
has his glyph plate on his chest for even
more armour. | often get asked about the
burnas in this unit. Their mesh masks were
made from two Ork jaws from an ‘Ardboyz
metal sprue and car body mesh bent into the
right shape. They also have shields to
protect their fuel tanks.




SKARBOYZ
These guys are the Ork Nobs in training.
All my Skarboyz, including the Nob, have
| prominent pink scars over their dark skin.
This is made simply from a line of green
stuff and given a cross-hatched impression
to represent the knitted skin. Skarboyz are
some of the meanest Orks in the army -
| they've been in loads of battles and are
completely mental from too many knocks
over the head. For this reason all my
Skarboyz have feral Ork Boar Boyz heads
and even the burnas are designed to look
. meaner, made from the Ork Dreadnought
skorcha.
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DETH KOPTA
I chose Deth koptas over Warbikes when b S
making my army. Deathkopltas have better
armour, +1 Strength and have a free Mekboy
upgrade who can potentially take a lot of cool
gubbinz. That's exactly what | did, giving my
Mek a Kustom Force Field that was made
from two bits of stikk bomb chukka and two
spinny discs from my bits box. All my Kopias
have got their twin-barrelled shoofas on the
side (I belt out Ride of the Valkyries
whenever they atlack in a game). All the
pilots are sixty percent scratch built, barring
the steering arm and feet as there.is only one
Deathkopta pilot and | wanted them to all look
different. | gave the Mek a double rotor on his
kopta to make him stand out and a big, dirty,
snippy power claw. | originally had them on
flying bases but they kept breaking so |
constructed some extreme flying stands to
keep them in the air instead!
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' There are many ways to enjoy the Games
1 Workshop hobby, including modelling
{| and painting scenery. But if you're new to

wargaming, building terrain can seem

like a daunting task. We make a range of
pre-made scenery which you can use fo
make playing simple and quick. However,

we also have a range of tools perfect for
making terrain of your own.

Pre-made Scenery and Modelling Accessories

Warhammer 40,000 Ruined Building £6 Hedges and Walls £10
Inicludes 1 Sprue, enough for two comers of buildings. Denmmark......xr 70.00 Includes 3 hedges and 3 walls. Deriiriark... ke 125.00
Swaden ....kr 150.00
B E TR0

Obstacles and Barricades £10
Includes 6 various pieces of obstacles and barricades. Denmark....kr 125.00
Sweden . ke 150.00
Euro..c.. B TT50

Warhammer 40,000 Battlefield Accessories £6
Includes one of the two sets shown above. Denmark.....kr ;3% o
L ki -
EUMt s 1000 Hills £12

Includes 3 Hills. Danimark....kr T50.00
5 Sweden ..kr TBG o7

EEDEESIE R

- Woods £12 Warhammer 40,000 Trees £3
- Includes 2 large trees and 6 small trees. Denmak....kr 150.00 . Incl i Detimark.....
5 2 large trees and 6 BES paliid Self assembly model, Includes enough pieces to make up to 4 trees. i
EUrg...... ......62000 Elird.....
= R TN | AL T e 1 PR T RAL R e Y B L RPN z
Cartain Citadel products may be dangs if uzed I and Games Workshop doas not r d them far children under 16 without adult supervision.
60 TERRAIN SUPPLIES

We cannot s2ll glug, Knives or sprays 10 amyone under 16, All informafion carrect &t ime of going to prass
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MODELLING EXTRAS |

Modelling Gravel £3 = |

Denmark.... ke 40.00
kr 45.00
550

Eura...

Electrostatic Grass £3

Denmark......kr 40.00
Swadan ... kr 45.00

Warhammer Fortress £50 |
Includes 1 gatehouse, 3 walls and 4 towers. Denmrk....kr 650.00 { 1
Sweden 750.00 | |
EUrD. o 8000 { . |
Modelling Sand  £3
Fortress Gatehouse £10 86 areiul whian using ! |
floe, Make su.r.a you I'EGO‘ i > {
Includes 1 ; Denmark....kr 125.00 s flkur Lo gl clina
ncludes 1 gatehouse sl an the packaging.
Euro..
Fortress Wall £8 [
Includes 1 wall. Denmark...kr 100.00 !
|
| Green Flock £3
Fortress Tower £10 |
I Denmark......kr 40.00
Includes 1 tower, Denmark....kr 125.00 y | Swadan ...k 45.00
. Sweden .. kr 15000 Superglue  £3 Plastic Glue £3 | Euro...

E17.50 \ /.
Demmark... ked000  Denmark..krdg00 002020202020

Eura.

‘ARDCOAT : |

v Varnishi

Tweezers £4 Model Files £5 Pin Vice £8 Terrain Cuiter £12. PVA Glue £3 ‘Ardcoat Varnish £6

Darvnark......kr 55,00 ik 70 Denmark... ke 100.00 Danmark....kr 150.00
kr 6500

AR e R ST

Pliers £7 Clippers  £7 Sculpting Tool £3 Cutting Set £12 Model Saw £10

Denmark..... ke 80.00 Denmark......kr 80.00 Danrark..... kr 40,00 Denmark....kr 150.00 Deamart...kr 125.00
Siwaden .....kr 90.00 Sweden ....kr 80.00 Sweden ......kr 45.00 Sweden......kr 180.00
EUFDviisi i €100 EUrp.....ic i € 17.00 P71 HE— - E Eura 5

T T R A [T o TR S A e e s 2 S e R R e R s e S e R ST S L PR T T i e e i, == Sy
Prices quated are for products sold by Games Workshop through its awn stores, catalogue or website, retailers are ila for ining their own prices www.gumes-workshop.co.uk}siorefroni 61

We cannot sell give, knives or sprays to anyone under 16. All information correct at time of going 1o press.



RULES OF ENGAGEMENT

A new objective-based scenario generation system for Warhammer 40,000

mission? If you're anything like

B ored of playing the Cleanse
us here at White Dwarf the vast

i majority of our Warhammer 40,000
| games revolve around this default

mission and after a while it can seem a
bit bland. And it’s not always possible

for players to decide ahead of a
- game what scenario they’d like to

play, especially if you're pitting -

* yourself against new foes at a club or

in a Gaming Room. Ryan Powell, Kurt
Periolat and Chris Hutchings took this
as a challenge and have come up
with a set of rules for generating
scenarios on the day. Even better
than that their objective-based
system brings a great new dynamic to

| your games set in the 41st
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|| millennium adding even more
| atmosphere to hattles. Read on as

the three of them spill the beans...

o aintain barrage!” Captain
Landeer of the Gundam Heavy
Infantry bellowed to his

mortar crews, The tell-tale “crump’,
‘crump’ of their weapon platforms, dug in
behind the thick walls of the Imperial
Bastion, answered. Smoke and fire erupted
like incandescent blooms upon the nearby
killing fields, kicking up vast clods of
snow and ice with cvery impact.

They were almost overrun.

The Tyranids had crashed through the first
of the outer barricades like a furious and
vorelenting storm. The Guadam defences
were spread thin across a wide plain and
yet the alien’s advance was precise,
scemingly geared toward penctrating the

In the grim darkness of the 41st millennium,
countless armies fight pitched batiles across
a war-torn galaxy. From massive, planet-wide
sieges to surgical raids against isolated
outposts, the armies of the far future are
often called upon to complete difficult
missions under terrible conditions. Warfare in
this dark time is not for the armchair
commander, but for the relentless general
who pursues victory at any cost and under

_any condition.

The scope far gaming is huge. Imagine
small-scale fighting for a bunker complex,
or a desperate attempt to recover lost plans.
So why, when we gamers turn up to our
local Gaming Room or club, do we always
end up playing Cleanse?

As veterans of innumerable Cleanse battles,
the three of us decided that the game could
benefit greatly from a new, alternate way of

command bastion and the vox tower.
Landeer had watched from this vantage
point in horror as his men were massacred,
torn apart by terrible claws and dissolved
by the alien horde’s horrific bio-weapons.
The 8th and 16th platoon were in full
flight, dragged down and consumed as the
rampaging mass overtook them.

And yet there was still hope. Corvar and
his crack units could still achieve their
objective. Landeer just had to keep the
alicns at bay for long enough.

Landeer looked out to the land at the
fringe of the fighting. The barren waste
of arctic tundra and frozen chemical lakes
made for a bleak vista.

weun-He looked at Stannard, his vox operator.
* The man was at his station, one ear

cupped by the headset. tweaking the dials
frantically for a signal.

Landeer's head pounded from the sub-
sonic throb of the ‘nid bio-construct that
was scrambling the vox somewhere out

~there on the field of battle. He felt its

presence crushing his skull and sapping
his will, even at this distance.

“Stannard?” Landeer ventured.
Stannard shook his head.
Turning his attention back to the

battlefield Landeer watched as the last
outer barricade was overwhelmed, 2 mass

generating missions and building army lists.
The Rules of Engagement system is intended
to create missions that cater to fun, eventful
games that are rarely the same. The focus of
our system is on pitched battles between
desperate forces, requiring your army to
engage in strategic movement rather than
wholesale slaughter if they are to achieve the
objectives set out before them.

Rules of Engagement also brings the
opportunity for some atmospheric narratives.
The objectives given here can help inspire a
story for your games, from the protection of
a comms station, attempting the
assassination of the enemy commander to
surviving a bombardment or retrieving vital
documents from behind enemy lines.

The following rules detail how to generate a
scenario for Warhammer 40,000, set up and
play a game using the Rules of Engagement.

of Termagants dragging down the first
line of Guardsmen like a swarm of
malevolent ants. He was cerfain now, they
were headed for the bastion.

Landeer tapped his microbead.

“All platoon commanders,” Captain
Landeer bellowed above the awesome din
of the heavy artillery thundering from the
bastion walls, “Fall back and consolidate at
the Bastion.”

The signal only just prevailed. Compliance
came back through frenctic static,

The heavy weapons continued to pound,
punctuated by the staccato crack of lasfire,
but the alien horde did not slow and even
as the last of the platoons mobilised and
withdrew to the shelter of the Bastion,
the Tyrznids threw themselves against the
first wall with frenzied abandon.

Landeer looked back to the vox.
Stannard rubbed his temples from the
neural interference that had scrambled the
long-range vox.

“Nothing sir,” he returned.

Landeer turned back. He gripped the
aquila at his breast.

"Come on, come on,” he urged with quiet
desperation, beneath him the frenzied tide
was growing...



OBJECTIVE MARKERS

Rules of Engagement requires that each
player has two objective markers. This gives
players the opportunity to make items
relating to their army (check out our
examples at the end of this article — Ed). All
measurements are taken from the centre of
the marker, so exact size does not matter. We
recommend a 60mm round base. Objective
markers are not considered difficult terrain
and do not block line of sight, regardless of
how the marker looks.

ARMIES AND TERRAIN
Armies are chosen using the standard force
organisation chart. Point values should be

RULES OF ENGAGEMENT STEPS:
1. Determine point values and construct
army lists.

2. Place terrain and roll for deployment
zone measurements.

3. Dice to select deployment zones.
4. Place objective markers.

5. Determine Mission for each player.
6. Deploy armies.

7. Roll for first turn and begin game.

Necrons protect a crystal communication node from an attack by the Word Bearers Chaos Space Marines.

decided by both players beforehand. While
Rules of Engagement works for any size
game, it has been our experience that 1,000
points is the optimum for exciting, well-paced
games. After you have selected your army,
terrain should be placed by any mutually
agreed upon manner.

DEPLOYMENT

To determine deployment zones, both players
should roll a die and add the two results
together to find the total, then consult the
Rules of Engagement Deployment Chart.

Once the type of deployment zone has been
determined, each player then rolls dice equal
to their strategy rating, choosing the highest
result. The player with the highest roll may
choose which deployment zone to set up in.

SETTING UP OBJECTIVE MARKERS

Each player takes turns placing their objective
markers. Each player rolls a dice to determine
who places a single marker first, with the
winner getting to choose first or second
placement. Each player must place one
objective marker within their deployment
zone and one in the No Man'’s Land outside
both deployment zones. These objective
markers must be farther than 6" from any
table edge, and no closer than 18" to another
objective marker. The players alternate
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deploying their objective markers until all four
of them are placed.

After all markers have been placed, each
player rolls a Scatter dice for their markers,
on a ‘hit’ result the marker will remain where
it was placed, otherwise roll a single dice for
the number of inches the marker scatters.
Note that markers may scatter out of
deployment zones and may end up within 18"
of each other after they scatter. Players
should keep in mind that you will be
randomly determining (explained below)
which,if any, of the objective markers you
will need to control to win the game.
Placement of markers is crucial, as you may
end up defending the markers you place, and
likewise you may be assaulting the enemy’s.
It would be wise o place markers in a
position where they cannot be easily captured
by the enemy, but could potentially be
defended by you.

CONTROLLING OBJECTIVE MARKERS
Many of the scenarios used in Rules of
Engagement reguire you and/or your
opponent to control various objective
markers at the end of the game. To control an
objective you must have more models than
the enemy within 3" of the objective
(measured from the exact center of the
marker — a good reason fo put them on
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round bases) at the end of the game. Models
who are broken or falling back may not be
counted for the purpose of controlling
objectives. Vehicles with a hase front armor
value of 12 or more count as two models for
the purpose of controlling objective markers.
Multi-wound models such as Ork Nobs, Eldar
Wraithlords, and Space Marine Commanders
still count as a single model for this purpose.
Additionally, any unit that specifically states
that it may not hold table quarters or
objectives (such as Nurglings) obviously
cannot control an objective marker.

SCENARIO MISSIONS

After terrain and objective markers are set
up, it is time to determine what your orders
are. Each army will have orders from their
high command detailing what their purpose
on the battlefield will be. These may or may
not be the same as the enemy and may or
may not affect what your enemy does during
the game. Each player should roll two dice,

64 RULES OF ENGAGEMENT

add the results, and consult the Rules of
Engagement scenario table (to the right of
these pages) to determine their mission, Both
players should tell each other which mission
they rolled. In addition to the basic objectives
needed to achieve victory, the mission you
roll may also offer additional rules, such as
Infiltrate or Deep Strike, that are in effect for
your army.

Since each player rolls separately, any special
rules for their mission apply ONLY to their
army and not their opponent’s force. This
means that one army may have the ability to
use deep striking units such as Terminators,
while the other army may only have the
option of infiltrators or no special rules at all.
These rules are detailed in the Rules of
Engagement Mission Chart opposite.

" GAME LENGTH

All games have a fixed length of six turns.

DEPLOYMENT AND FIRST TURN

The player who won the dice roll for
choosing deployment zones must place a
unit first. Players alternate deploying a single
unit/vehicle in the following order: Heavy -
Support, Troops, Elite, HQ, and Fast Attack
until both sides are setup.

If the mission allows, infiltrators are placed
last, anywhere on the table so long as they
are at least 18" away from any enemy model
and in or behind cover. If allowed, units that
Deep Strike may be held in reserve as per
their normal rules.

After all the units have been set up each
player rolls a single dice, the player with the
highest roll may choose whether they want to
go first or second.

VICTORY CONDITIONS

If one side completes all of their objectives
while the opposing player has achieved half
or none of theirs, then the game is a major
victory. If one side completes half of their
objectives while the opposing player has
achieved none of theirs, then the game is a
minor victory. If both players have achieved
either all, half, or none of their objectives,
then the game is considered a draw.

EXPANDING RULES OF ENGAGEMENT
Although the Rules of Engagement are

excellent for one-off games, you can just as

easily use the system to help you build
scenarios for narrative batles, or campaigns.
Use the table to randomly determine

_objectives for the battles in your campaigns.

See this month’s Warhammer 40,000 battle
report for an example of how we've used a
randomly generated scenario in the context
of a narrative campaign. If your campaign is
run by a Gamesmaster they can alternatively
select the missions in the table opposite to
drive the campaign storyline.

MISSION

Sabutage
Foothold
Firebase
Hesue

Hold the Line

Sergeant Corvar and his men moved
like silent shadows across the tundra, a
drift cloaking their advance.

To his left he was al:lncly aware of the
surging alien horde rampaging past, a
mere 100ft from their position. Corvar
felt the slick chemicals daubed over his
skin to ward off the cffects of the
bitter cold and interfere with the alien
acute olfactory senses.

They were close to acheiving their goal.
Only one more objective to neutralise.
He could feel the pressure of the bio-
construct upon his skull. He stopped
and made a fist in the air. The rest of
his men replied, punching upwards in
perfect unison. Sergeant Corvar tapped
his microbead.



“Objective bio-construct ahead,” he said,
“swallow inhibitors.”

These was a sharp crack in Corvar's
mouth as he split the plastic casing
around the neural inhibitor capsule that
would enable them to get close cnough to
the Tyranid bio-construct to strike.

Swallowing the chemical within, Corvar
and his unit advanced...

* k k k *

The first wall had fallen, only the inner
tower of the bastion remained. Men of
the Gundam 5th, 14th and 2lst platoons
were fighting a desperate rearguard with
short-range firc and fixed bayonets to give
the rest of the army a chance to fall back

and regroup within the tower.

The aliens were fighting hard to get in at
them and suddenly Landeer was aware that
the vox tower might not be their only
mission. As a field Captain he was privvy
to war plans concerning the Guard push on
this planet. He heard of the alicn taking
captives, of them boring into men’s minds
for information..

“Fall back, fall back!” Landeer yclll:d from
the tower wall into his microbead. The
chaos of men dying punctuated by the
chittering of the enemy was the on_lj;ur reply.

The long-range vox screeched with
s T
persistent static.

Landcer took out and primed his laspistol,

- - . L WARMAMMER'
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_then vnsheathed his chainsword.

“Keep trying Stannard.” he said grimly and
descended from the wall to join his troops.
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USING RULES OF ENGAGEMENT FOR 40K IN 40 MINUTES

Although Rules of Engagement were
designed with big armies in mind, there is
no reason why you cannot use them for
smaller games. The following rules should
be used when playing games smaller than
1000pts. They are also ideal for games of
40K in 40 Minutes.

All of the standard Rules of Engagement
steps should be used, with the following
madifications:

OBJECTIVE MARKERS - Players should only
use one objective each, placed within No-
Man’s land as normal.

SCENARIO MISSIONS — Each player should
roll a single die and consult the following
reduced chart for their mission.

Dé MISSION
2 Sabotage

B oGm0
4 Foothold
5 Firebase
6 Hold the Line

A Termagent exploded in a mass of alien
flesh and viscera,

Grenade launcher barrel smoking, trooper

Mclntyre didn’t stop firing.

Corvar and his storm troopers waded in
like men possessed, destroying the
bodyguard protecting the bio-construct
with furious lasfire.

“Charges!” he cried, hefting a2 tube-charge
from his stripped down field kit. The rest
of the men did the same.

The bio-thing was immense. Like a huge
and throbbing intestine, it pulsed with

sentient menace. Its flesh-pink body-sac
dripped with fluids and its tiny eyc and

s o

RULES OF ENGAGEMENT

Lightning Raid: By concentrating your
attack, you hope to push beyond the enemy
lines and strike deep into enemy territory.
Objectives: In order to win, you must have
one unit above 50% or two mobile vehicles
in the enemy deployment zone at the end of
the game.

Special Rules: Deep Strike; Infiltrate

Sahotage: Equipped with explosives, your
army has been tasked with the thankless job
of sabotaging enemy objectives, be they fuel
dumps, ammunition tenders, or monaoliths
to the dark gods.

Objectives: You must destroy the enemy
objective marker in hand-to-hand combat.
Every non-vehicle infantry unit carries the

. charges for this task but you can only use

them to destroy enemy objective markers.
To destroy an objective, you must end your
movement in base-to-base contact with it
and spend your entire assault phase doing
nothing other than setting the charges. At
the end of your assault phase, the objective
is destroyed. The destroyed objective
marker may not be controlled by either side
and should be removed from the table after
the assault phase.

Special Rules: Infiltrate

Hold Out: Your army finds itself pinned
down by enemy suppressing fire. As the

mouth pinched into an expression of
loathing as it regarded them.

“Mclntyre,” Corvar shouted, feeling
suddenly light-headed.

It was trying to repel them. They had to
be quick. '

Mclntyre nodded and blasted a series of
holes in the creature’s fleshy body.

Corvar and the rest of his men threw
their explosive charges in through the
gaping wounds.

“Okay,” Corvar said, spitting the charge’s
ignition tape from between his teeth. The
wailing screams of the bio-construct
resounded in his ears,

“Ten seconds. Let's movel”

They turned and ran like hell

* kK Kk %

The explosion lit up the sky. For a
moment the battle seemed to stop.

Landeer felt his headache ebb and heard
Stannard frantically shouting co-ordinates

opposing force approaches, you hope to
simply hold out long enough for fresh
reinforcements to arrive.

Objectives: You must control your own
objective marker to win the game.
Special Rules: None

Foothold: Orders are clear: secure a path
through enemy lines in this sector so that
reinforcements may break through and
carry the battle to the enemy.

Objectives: You must control the enemy
objective marker to win the game.
Special Rules: Deep Strike; Infiltrate

Firebase: Often during the heat of battle
orders are impossible to follow. Finding
yourself under the heel of the enemy, you
strive to take whatever land you can during
the ensuing combat.

Objectives: You must control any one
objective marker to win the game.

Special Rules: None

Hold the Line: The enemy is making a push
for victory, and is advancing into your
territory in great force. You hope to stop
their advance before they get too far.
Objectives: You must have more friendly
units than enemy units in your own
deployment zone at the end of the game.
Special Rules: None

down the vox in the comms tower above

his head.

After a few moments, the sound of
thundering engines could be heard on the
breeze, faint at first but growing with
intensity with each passing sccond.

A great roar exploded over the sounds of
battle and a squadron of Imperial aircraft
soared across the sky above, scorching the
air with twisting contrails.

The Marauders surged over the Tyranid
horde, forming up into a bombing pattcrn,
preparing to discharge their payload onto

the enemy.

Landeer looked up to the sky as the fury
of the Imperial Navy made its awesome
presence felt.

They'd donc it. The vox was back up and
the horde was overstretched and vulnerable.
They had protected the bastion from the
alicn assault and the Imperial battle plans
were not compromised. Landeer muttered a
quick prayer to the Emperor for Corvar
and his men then saluted the Marauders,
as fire exploded in their wake.

“Give ‘em hell boys.”
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MAKING OBJECTIVE MARKERS

Inspired by Rules of Engagement, the White Dwarf team
modelled and painted up some objectives for their own
armies. These are all great examples of how simple yet
effective your own objectives can be.

Imperial Statve: Old models make for great
statues. Nick Kyme used a classic Adeptus
Arbites. A statue such as this could be a
rallying point for friendly froops.

Amma Depot: Vital ammunition to supply
froops is a much fought-over objective. Nick
Kyme made this marker from plastic
accessories and weapons.

Daemonic Monument: A foul monument used in

summoning rites by Chaos cultists. It was made by

Christian Byrne from a Chaos Fury set upon a
column from the Arcane Architecture range.

Stasis Hover Platform: A Lexmechanic has
imprisoned a Necron for study — held in stasis it
is unable to phase-out. Paul Rudge uses this as

an objective marker for his Necron army.

Airdrop Recovery: This Imperial reconnaissance
trooper has found a valuable supply pod. Guy
Haley made this using the battlefield accessory
sprue and a plastic Cadian.

Ena i

Stolen Imperial Data: A Chaos cultist hails his
brethren to secure enemy lactical data.
Christian Byrne used the Imperial Guard
accessory sprue to make the data containers.

Tyranid Ripper Pods: Paul Sawyer used pistachio
nuts to make the pods and added Ripper
swarm models. Copious amountis of PVA glue
was used for the ichor.

Necron Crystals: Another objective for Rudgie’s

Necron force. The large crystal was made from Tyranid Seeding Spore: Paul Sawyer used peanut shells as the basis for the spore.

polystyrene, the smaller crystals came from The spiky bits are the ends of plastic devourer weapons from the Tyranid Gaunt
hexagonal plastic rods. sprue. PVA tinged with purple ink has been added as ichor.



TO THE DEATH

A battle report where a swarm of Tyranids chances upon an Imperial Guard column.

Over the course of numerous battles two
players can sometimes develop a healthy
rivalry with each other, just like generals in
real life. While Jes Bickham and White
Dwarf’s Guy Haley’s mutual antagonism may
not exactly match Wellington and Napoleon’s,
the pair's games have acquired something of
a competitive edge. They have been regular

" opponents now for three years, playing
Warhammer 40,000 once a week, with many
bloady defeats and triumphant victories on
both sides.

Sometimes the joy of battering your friend’s
army into tiny pieces is not enough. You have
to make it more interesting, spice things up a
bit. So who better than to test out this
month’s Rules of Engagement?

This handy system for scenario generation
(see page 60) helps you to create interesting
games for one off-battles or as part of a

olour Sergeant Furlon pushed
‘ himself up through the hatch

and leant against the turret
rim of the command Chimera. He
rested his hand upon the metal of
the tank. It was warm in the
/ \ weak greenish sunlight, the
vibrations of the vehicle's
engine as it idled
B below were something
of a comfort to him,
B almost as much as its
:: thick armour.

“8ir, we've heard
from forward patrol.
Recon | has found
the supply drop. It came

down by Comms Post 43. Looks
like the Navy boys were aiming for
something they could sece. Do we
advance?”

Beside the tank Captain Merck
scanned the valley below with a
pair of magnoculors. “Yes,” he said.

His voice was roughened by years
of shouting over the roar of
engines. ‘T can sce the team, the
supplies are within our reach.
Any news on enemy

movements?

campaign. Although one of its big advantages
is that it lets you play something other than
the basic missions when you meet a new
gamer, it's also a good way to create narrative
driven games. The nature of the system -
turn up, roll for the conditions of battle, then
play — creates interesting surprises for the
players, and in turn this begs for some kind
of story to explain how the fight came about.

So it was that Guy and Jes decided to fake
the objectives given to them, create a story
and weave it into their ongoing campaign, a
long-running tale concerning a Tyranid
splinter fleet's invasion of a civilised group of
systems in the Segmentum Obscuras.

With such rivalry, and two armies heavily
customised with the Imperial Guard Doctrine
and the Tyranid Mutable Genus rules facing
off against each other, we were in for a
memorable clash.

“Negative sir. Recon 2 have reported no
contacts.”

"Hmm. Patch their vox through to HQ
microbeads. Iwant to talk to them.”

Furlon relayed the order. His ear filled
with the chatter of the recon crew as
they searched through the abandoned
comms post. According to their
communications, the place had been
hurriedly stripped by whoever had been
manning it. He squinted into the distance
to where he knew the Recon team to be,
but could not see them. The air was
heavily clouded by xcnos spores, and he
was glad of his respirator. Nearby, a
group of conscripts stood pale-faced and
wheezing, their cyes watering. Some had
been taken scriously ill, the sicker ones
sitting listlessly upon the armoured flanks
of the company's great Demolisher. He
didn't know exactly where they were
from, Urskot, he thought. Their
cquipment wasn't up to much. and the
Mechanised Infantry had nonme to spare.

“Here,” said the captain, tossing his ficld
glasses up to Furlon. "To the southeast.”

Furlon lifted his goggles, and immediately
his eyes began to hurt. No wonder the
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USING RULES OF ENGAGEMENT IN A CAMPAIGN

Guy: Jes und | have been playing « series
of hattles that have gradually evolved
into a narrative campaign. At first these
were purely stand alone affairs, but as
time rolled by and we witnessed some
truly awesome moments on the
hattlefield, it was inevitable that we’d
hegin to come up with stories for each
clash. These then began to merge into a
linked storyline. This is a great way of
creating a narrative campaign.

THE STORY SO FAR

In our ongoing narrative campaign, Jes's
Hivefleet Eumenides has been pushing into a
cluster of worlds surrounding the
industrialised planet of Haliena. On the
recently Ork-conquered world of St Capilene
they ate two-thirds of the Warband of
Razgrod Duffsnik before the Warboss wised
up (possibly because he was fitted with a
shiny new tin head). Nevertheless, the
Tyranids, having seen to the few remaining
Imperial defenders, have since stripped St
Capilene bare and are moving ever closer to
Haliena, the regional capital world.

Many of our recent battles have taken place
on Carpathia, a productive agri-world.

Usskot boys looked half-dead. He put the
magnoculars 1o his eyes, the heavy cowling
round the viewfinder offering some respite
from the choking spores. At first he
could see little, but then the glasses’
inbuilt machine spirit began to strip away
the visual interference, and the recon party
appeared through the haze. He watched as
a couple of men jumped down from the
back of onc of the Salamanders. They
rushed to an ammo-pod, half buried in
the earth. lts grav-chute must have failed
on the way down. Furlon hoped that the
contents were undamaged by the fall. Since
the fall-back from Primo they'd been
short on everything, ammo, weapons,
rations. The worst thing was that this
world had been one of Haliena's primary
agri-colonies. Furlon remembered when he
was first posted here. There was food
everywhere for the taking. Now most of
the crops were blighted and the water so
full of the damnable spores the company’s
filtration gear couldn't process more than a
couple of litres a day before it became
clogged and uscless.

“Bravo team here sis,” Furlon barely
recognised the voice through the static, it
was Chek, the company recon leader. "T've
detailed Sentinels two and threc to stand
guard while my men dig out the pod.”

Though Haliena is far from being an
environmentally devastated hellhole like
Armageddon, it still harbours a larger
population than it could ever hope to feed,
and thus Carpathia, as primary food supplier
in the area, is of vital strategic importance.

Though Carpathia is mountainous, it also has
a great many large plains, perfect for tank
battles, and therefore well-suited to Haliena's
numerous Mechanised Infantry regiments. At
least, that was the idea.

Sadly, things have been going badly for the
men of Haliena. In the background, by the
time the Tyranids get onfo a planet, things are
already looking pretty dicey. However, | can't
blame it all on narrative, as in very solid
game terms, Jes gave me several thrashings
as | got used to playing with the new Imperial
Guard army. Actually, make that a lot of
thrashings. I could say that this was because
we were playtesting the army list and it was
new, but really, he just beat me.

We included these defeats into our story by
saying that one of the regiments, the 25th,
has been wiped out to a man. Even now their
Chimera APCs stand shattered and rusting in

"How many ase there?” growled Merck.

“Two, there’s a larger resupply half a click
back. Grav-chute worked, looks like.
We've also got a couple of weak locator
signals coming from the northeast. Want
us to investigate?”

“We need everything we can get. But

Chek. there’s heavy enemy activity up
there. I want you back first sight of a
‘nid. You understand?”

“Yes sir”

Furlon watched as the Salamanders roared
off. They had to have more supplies, and
though the Navy had been trying its best,
the xenos had some way of scrambling
their ordinators, telemetry was totally
unreliable, and they'd been dropping pods
all over the place in the hope of hitting
at least some of the survivors falling back
to the spaceport..

“Furlon,” said Merek. The colour sergeant
looked at the colonel. Merck, their
indomitable leader, seemed tired. The
spores were affecting even him. "Give the
order to move out. We have to get to
that supply drop. Let us pray to the
Emperor the Tyranids give us the time.”

fields full of spawning pools where once
orchards grew.

Thankfully for my sense of pride, the 29th
have retaliated in grand style. They have been
fighting a desperate rearguard action against
the ravening hordes of Hivefleet Eumenides
as they attempt to pull back to the main
spaceport and exit the planet. Although they
have pulled off some stunning victories (the
Eumenides Norn Queens must be tired of
giving birth to new Hive Tyrants) they are
now a weary and ragged bunch of men. They
would also no doubt be less than thrilled to
learn that they have essentially been
sacrificed. With its rich diversity of
environments and their concomitant flora and
fauna, Carpathia was a tempting target for the
Tyranids, and the Haliena High Command has
played a desperate card. Carpathia is a lure,
The Tyranids have been long delayed there,
and now must deal with the vanguard of a
large Imperial Navy Fleet, who are doing a
sterling job of pasting the intergalactic
menace in our games of Battlefleet Gothic.
For the time being at least.

All things considered, this will be scant
comfort to the men below, who are engaged
in a tense struggle for survival.

THE STORY CONTINUES

The question was how we were going to
include our latest battle into the campaign.
Sometimes we just turn up and play
something, making up the story as we get
increasingly game-crazed over a few beers,
other times we come up with a scenario the
week before. The trouble is, coming up with
something on the day is all well and good, but
the building of the story is rooted entirely into
things that happen in the game itself, and often
lacks objectives. Though the latter method
gives the most satisfying results, it is also the
most effort. Random Rules of Engagement
scenarios cleverly offer the best of both.

Jes rolled up Bridgehead. He would have to
take one of my objective markers while
keeping hold of at least one of his own while
I rolled a 7 — Firebase. | needed to finish the
battle in possession of any two objective
markers. As my objective markers were
based on the Battlefield Accessories sprue,
this gave us the idea that | would be looking
for supplies dropped perilously close to
enemy lines, while he, like Tyranids generally
do, would be trying to stop me and eat my
troops. Sorted. This further feeds into the
idea that the 29th Haliena are now on the run.
Though any victory they can claw back might
be merely a delay to their ultimate demise, it
will buy time for the Imperial Navy to engage
the Tyranids in space.
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THE SHADOW IN THE WARP

prospect of this Battle Report a pleasing feel
of two old enemies squaring up once more,
this time with everything to play for. I'm not
a tournament player (not through any bias
on my part, I've just never got around to it).
| heartily enjoy the relaxed atmosphere of
two friends playing for fun, success or
failure of a given battle not an issue in itself
but a dramatic springboard for a narrative
thread for the next week’s game. It doesn't
mean I'm any less competitive (I'd hope)
than a tournament player, and at the end

of the day my idea of a competitive army
seems to tally roughly with what more
‘professional’ gamers might think — it's
essential to create a force that's well-rounded
and has the ability to tackle most surprises.

i _g Jes: This isn't the first
time the 29th Halienas
and Hive Fleet
Eumenides have
clashed. From the razor-
sharp crags of Carpathia
- to the howling wastes of
% St Capilene, the
determination of the
Imperial Guard has been
pitted time and again
against the merciless horror of this ravening
splinter fleet. So far both sides have held
each other in check — will this latest
confrontation swing the balance?

Jes Bickham

To put things less poetically, Guy and myself
are long-time opponents and have played
many enjoyable battles using these two
armies. Therefore we're very familiar with
each other's forces, a situation which lent the

Such was my plan for the Battle Report. The
scenario would be a surprise to me so |
tinkered with a force that has served me well
in the past, and came up with something that
| hoped would be flexible and neither too
reliant on little fellows like Gaunts (making
the army too fragile) or big bruisers like
Carnifexes (leaving few points for essential
troops), and that included a smattering of my
own gene-spliced monstrosities.

That said, | did push things a bit with the
inclusion of four Monstrous Creatures. | love
the idea of a Tyrant and its Guard Brood
holding the centre of the swarm, directing the
lesser creatures and providing a really quite
horrendously tough little unit. To counteract
the slowness of this Tyrant, though, that old
favourite the winged Tyrant had to make an
appearance. Both Tyrants had their genes
tweaked to give them Ballistic Skill 4. Armed
with venom cannons, they would be able to
suppress most advancing vehicles. My lone
Fast Attack choice would be a brood of 12
Gargoyles and | hoped that, coupled with the
winged Tyrant, I'd have a fast and hard-hitting
flank-holding force, able to both close with
the enemy and react to any unwanted
incursions with frightening quickness.
Gargoyles are a steal at 10 points each — 12"
move, Fleet of Wing, and the added bonus of
Bio-plasma in close combat. They fall like
ninepins to lasguns, mind.

| love Carnifexes.(hey, who doesn’t, right?)
and always try to take at least two. One with
a venom cannon for tank busting (two
Strength 10 shots? Very nice. They might
only glance but | only need to shake a tank to
stop it firing) and one cheap close combat
‘monster with double scything talons to divert
attention from the more expensive beasties.

All of the above were things that | definitely
wanted to use in this game, and the idea
behind all the Tyranid Monstrous Creatures
was that it would take a lot of firepower to
dent them, and they’d hopefully distract Guy
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from my fast-moving smaller beasts, who
would try to close assault as soon as
possible in order to block line of sight,
allowing my Tyranid Monstrous Creatures to
then advance (hopefully) unharmed. Two
broods of 16 Hormagaunts with Hive Nodes
(to counteract Instinctive Behaviour — the
speed of Hormagaunts means they tend to
get separated from the Synapse Creatures
early on) joined the Gargoyles as the core of
my speedy advance force, with a clutch of
dirt-cheap mutated Spinegaunts to serve as
early-game lasgun-screening fodder.
Spinegaunts are created, like the Winged
Tyrant, from the ‘Creating Your Own Hive
Fleet' rules in the Tyranid codex. They're
simply basic Gaunts with Spinefists, the
cheapest Tyranid gun, and they come in at
five points apiece. Lovely.

That was my essential troops out of the way.
While the sensible part of my brain
demanded that | take more Hormagaunts or
even some expensive-but-deadly
Genestealers, there's just something about
your favourite models that captures the
imagination. Tyranid Warriors are incredible
miniatures, but huge tactical risks, vulnerable
to small arms fire and insta-kills by missile
launchers. Nevertheless, if | was wise with
them then they might pay off. So in came five
‘Reaver’ genus warriors, more mutable
monsters of my own creation, close combat
beasts with Scything Talons, Rending Claws
and the Leaping rule for 12" assaults. I'd have
to keep them covered until the endgame, but
if they got stuck in they would kill
Terminators and Tanks alike (Rending Claws
are a Tyranid’s best friend). The list was
rounded off with a lone Biovore, an incredible
risk as in my experience they generally only
work well when two or three are on the
board, but | hoped that a direct hit from a
Spore Mine could wipe out swathes of lightly-
armoured Guardsmen. Plus, Spore Mines
cause automatic glancing hits on open-
topped vehicles, so the Biovore was
insurance against something nasty like a
Basilisk, if Guy to chose to bring one...

| had speed, resilience, and a little firepower
- | was ready.
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WE NEED MORE TIME!

Guy: A chance to defend
the Imperium, eh? When
do we fight? These weak
xenos freaks cannot

=~ possibly stand up to the
{ grit and steel of the
might of Man! For are
we not the supreme
pinnacle of evolution in
the galaxy? At least
that's what the recruiting
officer told me. And look here, it says in the
Imperial Guard’s Uplifting Primer that the
Tyranids are truly pathetic creatures, whose
weapons, contructed of flesh, can you
imagine, often fall apart in battle...

Guy Haley

At least that's the way some over-optimistic
young Guardsman might have it. I, however,
as an officer of the Haliena 29th Mechanised
Regiment ‘The Steel Fists’, know differently.
Tyranids, an army almost exclusively
composed of harrible monsters, are a tricky
proposition for the Guard. Fortunately, | have
some advance intelligence, Hive Tyrant Jes
and | have clashed a great many times.
Though his Hivefleet Eumenides is a truly
terrifying opponent, at least | know what he
has in his collection... | mean swarm. He
nearly always fields lots and lots of broods of
tiny 'Nids, backed up by some seriously hard
gribbly monstrosities. The question is, how
many and which ones? He also has a great
many Tyranid Monstrous Creatures on the
shelves back home. | remember quite clearly
one occassion when Jes took three
Carnifexes against my Ork Speed Freeks.
Three! Thankfully choppas saved the day that
time round, though | don't think lasguns will
have guite the same effect should he choose
to do the same once again. Besides, if | know
Jes, and | do, he'll have lots and lots of
Gaunts, perhaps even more than normal to
swamp my lines and shred the woefully
fragile human bodies hiding behind my tanks.
No doubt these will have been genetically
fiddled with in his fiendish gene-vats,
specifically for the purpose of killing my poor,
brave boys. Hopefully he won't have got
round to painting up his patented Spinegaunt
genus brood. He has a ton of these cheap
troops (five points each!), and they'll form a
very irritating screen for me to destroy before
| can get at his Hormagaunts. These are the
real threat, but | doubt he'll have got round
to doing the Spinegaunts. He's had them for
years and not done them yet...

Onto the Haliena 29th. Actually, what Jes
takes has little bearing on my army choice for
this battle. | nearly always take the same
army. This is because | like to take time over
painting my models, it is after all as much fun
as gaming. When | am collecting | always try
to settle on an army of a fixed points value as
this allows me to get it all painted
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(eventually). In fact, for me, the Haliena 29th
were painted in pretty short order as | took
them to the Eye Of Terror Campaign Weekend
last year where they enjoyed some measure
of success, winning three out of five battles.
Since the new codex came out they have
changed little, except for the addition of 20
Conscripts to fill out my Troops choices.

That brings me onto my army’s biggest
drawback. It utilises the Mechanised Infantry
Doctrine. Though this is a brilliant Doctrine,
allowing all Imperial Guard Infantry Units to
take a fransport, it also means the squads are
pricey, a bad thing when one of the Guard's
greatest strengths is their cheap cost. This
also restricts the choices available to me, as
the rigid organisation of the Imperial Guard
dictates | take all my infantry squads in
platoons. These have to include a command
section and at least two full-size infantry
squads. Even with the bare minimum of kit -
no extra guns, no vehicle upgrades — this
comes in at 400 points, nigh on a third of my
army. Of course, once you add in all the
heavy and special weapons that I'll need to
blow up Jes's monstrous nasties, it works out
at a lot more. The Command HQ, with
Commissar, takes the points dangerously
high. One unit | always take are Hardened
Veterans, their ability to take three special
weapons (in my case plasma guns) and a
heavy weapon, all hitting on 3+ makes them
essential. They require no Doctrine, and the
fact that they look pretty much like other
Guardsmen means that they tend to be
overlooked by the opposing player until the
air fills with speedy bolts of highly energised
gas! With these taken, | needed something to
fill up my other compulsory Troops slot so
for one of my Doctrines | took Conscript
Platoons. Twenty of these with two flamers
cost 98 points! Plus, because they are not
counted as an Imperial Guard Infantry Unit
they do not have to ride in a Chimera, saving
more points for the big guns...

An, the big guns. Unusually for me, Mr Paint-
Then-Play, my force has a bit of flexibility to
it. | recently purchased a standard Leman
Russ and a Basilisk. As they're still only half-
painted, you'll realise | did not take them.,
This is partially cowardice on my part. Jes
nearly always fakes Biovores, and the effects
of these on open-topped vehicles are
irritating to say the least. Likewise, |
discarded the Leman Russ in favour of the
Demolisher. This was because | didn’t know if
| could have painted it in time (did | mention |
spent ages finishing off my Conscripts? Like
in the case of Jes’s Spinegaunts, | think |
balked somewhat at the size of the unit, and
did not get round to painting them for a long
time). However, | justified losing the longer
range of its battlecannon for the awesome
AP1 of the Strength 10 Demolisher Cannon
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and the thicker armour. | must have been
thinking about those three Carnifexes. | also
have two Griffins, but again, | decided against
these because of the open-topped versus
spore mine issue, choosing two of my three
trusty Sentinels in their stead. One of these
has a lascannon — that shouid blat the bugs
big time.

The other doctrines in my army were chosen
to reflect the elite status of my mechanised
troops, and more importantly, as there are so
few of them, to make them stick around.

DOCTRINES

Doctrines generally apply to Imperial
Guard Infantry units, which means
Hardened Veterans, Command, Infantry,
Anti-Tank, Fire Support, Special Weapons,
Mortar and Armoured Fist squads.

Mechanised — All Imperial Guard Infantry
units must must have a Chimera

Iron Discipline (+5pts per officer.) —
Applies to officers. When using the
Leadership of an officer with this ability
the Guard Infantry units ignore the -1
Morale modifier for being under half-
strength and may regroup if they are
under half-strength.

Close Order Drill - Guard Infantry units
and Conscript platoons gains +1 Initiative
and +1 Leadership in close combat if all
the models in the unit are in base-to-base
contact.

Conscript Platoons — May include
Conscript Platoons in the army

Die Hards — Ignore Outnumbering in
close combat.
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DEPLOYMENT
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Jes: Given our objectives, it was clear that |
would be moving across the board while Guy
stood still and mounted a defence — a classic
case of Tyranids versus Imperial Guard, if
ever there was one. | needed to capture one
of Guy's objectives while he had to hold on to
any two. | couldn’t imagine his army rolling
forward to meet a couple of tank-crushing
Carnifexes in order to risk getting one of my
| objectives when he could simply sit still and
shoot me.The obvious thing for me to do
would be to deploy as far forward as | could
and close the gap between alien and man as
soon as possible. The diagonal deployment
zones used in the mission meant I could, if |
wished, deploy right across the board and as
* close to Guy as | could get — but this would
~mean leaving much of my army in the open

- and exposed to fire, and would prove to be a
risky first turn tactic. And if | didn’t get the
first turn, the majority of my fast-but-fragile
army would fall to the massed Imperial guns.
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Rather than gamble on getting the better dice

roll, it would be better to box clever and set

up further back.Thankfully, the honking great

wood between our armies provided the
perfect shield to set up behind. | still wanted
to keep my massed troops out of Guy's line

of sight so | took as much advantage of cover

as possible, with the Spinegaunts, Warriors
and two Hormagaunt broods pressing close
to the bio-beast remains that housed one of
my objectives, and the wood behind it that
contained the other. If they could get to the
mid-table wood relatively unscathed, a late-
game rush to the nearest of Guy's objectives
could be a viable tactic.

| placed my Biovore in the rearmost woods,

hoping it would prove to be a difficult-to-shift

objective holder, and as it fired indirectly,
sticking it slap-bang in the middle of cover
posed no prohlem. My only fear was that it
might be out of range. Guy’s Leman Russ

e e b i G SN

Demolisher had a clean view of the entire left
flank of my deployment zone. The venom
cannon-equipped Carnifex was my main tank-
worrier — | didn’t need to destroy Guy's tanks,
simply stop them from firing - so | stuck it in
the woods too.

The Tyrant and his Guard also took advantage
of the cover, behind one of the Hormagaunt
broods, allowing him to cover both sides of
the battlefield with the 36" range of his venom
cannon. The second Carnifex covered the
objective in the monster skeleton to deter any
advance of Guy’s — he’d have o stomp
across open ground to get stuck into any
fighting, but as the cheapest of my
Monstrous Creatures I'd planned to use him
to draw Guy’s fire anyway, meaning fewer
heavy weapons would be targeting my more-
valuable Tyrants. The winged Tyrant and the
Gargoyles would take the right flank to cover
the advancing mass of Hormogaunts, with
the third venom cannon of the army able to
discourage any creeping Chimeras (fingers
crossed). | hoped their immense speed meant
they'd be able to assault anything brave — or
foolhardy — enough to try and attack my
Hormogaunts, and that the Tyrant and his
escort of winged nasties could prove to be a
formidable enough diversion from the main
thrust of my army. If the Tyrant could weather
the inevitable hail of fire from Guy's plasma
gun-obsessed Hardened Veterans, who would
undoubtedly be covering the nearest
objective, then it could prove to be a game-
winning strategy in itself.

Plainly, my chances of success lay in being
able to absorb the horrendous punishment
Guy’s army could dish out and still have
enough nasties to swamp one of his
objectives at the end. | would have to resist
the temptation of trying to get into close
combat for the sake of it and concentrate on
how best to secure one of Guy’s objectives.
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Guy: Nuts. He painted up those Spine Gaunts.
And his Gargoyles! Yipes. Didn't expect to
see those. Whilst | must doff my cap to my
opponent at finally getting his lovely army all
painted, this presents me with a bucket load
of problems. Dammit, stop it Guy! Think
man! Don't let yourself be scared of that huge
horde of tiny yet nasty ‘Nids, nor about the
smaller groups of huge and even nastier
‘Nids. Though Jes has even more Tyranids
than normal, my targets must as always
remain the same. | cannot let the
Hormagaunts get into close combat. You can
keep your giant gribbly horrors. For my
money Hormagaunts are the real nasties in
the Tyranid army, fast and numerous, they
can go through anything like a dose of salts.
On paper, they may not look that tough, but
they get so many Attacks they're deadly.

Here comes a weeny little problem. The
Spinegaunts. Jes will be sticking them right
in front of his Hormagaunts who they'll be
able to keep up with thanks to them both
possessing the Fleet of Claw rule (an extra
D6" move in the Shooting phase if they do
not shoot). As | doubt I'll kill them all, I'll
need a ‘speedbump’ unit, a sacrificial band
who'll stand in the way and fight to the last,
thus holding up the Gaunts so my other men
may continue to fire upon the main horde
unmolested. Red Platoon Guard Squad One
drew the short straw and deployed in the
woods in the centre. Hopefully this would
give them some protection from both
shooting and assault (Gaunts don’t get frag
grenades). Their Chimera stays hull down
nearby, able to extract them if need be.

Much of the rest of my army deployed on or
around the objectives as | had to hold any
two objectives (Jes and | decided to deploy
both our objectives in our deployment zones
to fit our story). The Veterans, Sentinels,
Demalisher, Chimeras and Platoon Gommand
Squad could set up a wicked crossfire,
targeting Hive Tyrants and Warriors who
come close to the core of my army. My HQ,
my only combat unit, can move in to finish
off weakened Monstrous Creatures in melee.
The conscripts hold the centre — they are so
numerous they should provide numerical
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superiority in deciding who wins the
objectives, while the Demalisher also covers
the centre of the board. | can't get too
distracted by the Hormagaunts, as his
Gargoyle-backed flying Hive Tyrant needs
dealing with pronto, as do his ever-present
leaping Tyranid Warriors. His Carnifexes, on
the other hand, are too slow to be much of a
threat to my forces.

he would pretty much be barreling forward,
so maybe | could snatch victory by claiming
one of his objectives... (and kill off his pesky E
Biovore). Plus, it has two heavy flamers. Even
one round of shooting from this tank could
seriously thin out those Gaunt broods.

—

| often ask myself, in the quiet moments
before the clatter of dice fills the air: “What
would Solar Macharius do if he were in my
shoes?' The answer “probably win" is not
much help...

| decided to try and get one Chimera round
behind Jes. The reasoning for this was that
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TYRANIDS TURN 1
Jes: Obviously affected by the pernicious
influence of the Hive Mind - or perhaps
simply once again succumbing to abysmal
dice rolls, for which he is justly famous — Guy
lost the roll for first turn. Triumphantly, Hive
Fleet Eumenides moved forward at speed.

On the southern slopes of the battlefield,
trees fell, arboreal creatures scattered and
squirrels were squashed as Carnifex 1
stomped its way clear of the woods, intent on
stopping the Leman Russ Demolisher from
impeding the swarm’s progress. While it
scored two hits from its venom cannon (not
bad, with Ballistic Skill 3) it failed to roll the
4's required to glance the tank. Behind it, the
Biovore squatied silently, its mission to
protect the rearmost objective while raining
fungoid death from above. Targeting Platoon
Squad 1 in the central wood, as they offered
my advancing swarms of Gaunts the most
immediate threat, a poison Spore Mine
managed fo hit five Guardsmen, but killed
only one — not enough to force a Morale
check. Carnifex 2, meanwhile, kept a vigil
over the second objective in the bio-beast
remains, moving forward cautiously, but
making sure to remain in cover.

The great mass of Tyranids in the centre
rushed forward as one, impelled by the
psychic commands of Hive Tyrant 1, who
moved around the bio-beast and found it

- could see Platoon Squad 1's Chimera. Despite
- asingle hit from its venom cannan, no

- glancing hits were forthcoming. Pah! The
Spinegaunts and the Hormagaunt brood

- behind it headed towards the wood

. containing Platoon Squad 1, backed by the
other brood of Hormagaunts bringing up the
rear. Poor-to-middling Fleet of Claw rolls (2,
2" and 3" respectively) meant they didn’t
*cover as much ground as | would have liked.
- Given our deployment zones, a Fleet of Claw
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roll of 6" might have allowed my
Hormagaunts to charge the platoon in the
woods, thanks to their Leaping assault range
of 12"... still, there was always next turn.

Meanwhile, the Warriors slunk towards the
rocky formation to their right and the cover it
provided. Behind them, Hive Tyrant Two and
its flapping coterie of Gargoyles took to the
air, hoping to take the flank with their speed
and present any creeping Chimeras with
something big and horrible. And lo and
behold, as the Tyrant swooped 12" forward,
the Chimera containing Platoon Squad 2
came into view. Contracting like a grotesquely
alien muscle, the Tyrant’s weapon spat acidic
death-slime at the Guard transport, scoring
three hits (justifying the points spent on
tweaking the Tyrant's genetics — the improved
Ballistic Skill 4 meant | hit on 3's, very

* valuable and unusual for Tyranids). Sadly,

only one glancing hit was scored, but it was
enough to shake the Chimera, meaning it
wouldn't be able to shoot at my beautiful
spiky green babies when it came to Guy’s
turn, which was all | needed.

IMPERIAL GUARD TURN 1

Guy: Hee hee! Jes seemed to have contracted
some of the notorious Haley dice luck. This is
something | share with my father. Though my
brothers roll high, sadly none were present to
be my dice familiars. Touching Jes’s dice
seemed to transfer some of my ill-fortune.
The result was that my tanks were safe for
the time being, only the advancing Chimera,
‘Lucky’ 303, being compromised - I'd miss
those heavy flamers. As it couldn't shoot, |
moved 303 up behind the rocks, thus
presenting Jes with another tempting assault
target, whilst keeping it out of the line of fire
next turn. If he did charge the Chimera, I'd
still be able to shoot at his troops. My
Demolisher moved up to further menace the
centre — Jes had deployed all his troops on

my left just to avoid it, while Sentinel 2
followed up on its initial scout move to
continue round the abandoned facility.

The Shooting phase was a little desultory,
Squad 1 and their Chimera failing to wipe out
the Spinegaunts, though | did kill six of them.
This, in the end, did not matter too much, as
the pesky Hormagaunts would be in assault
range no matter what next turn. | would not
be able to shoot at them anyway.

One Gargoyle was scythed from the air by a
multi-laser shot from Chimera 300, the HQ
Squad’s transport, while a volley of fire from
the Veterans, Sentinel 1 and the Platoon
GCommand squad knocked one wound from
the Carnifex, thus proving the value of the
Veteran's Ballistic Skill 4, and shaming their
supposed betters in the Platoon Command.

So far the plan was working. Jes should be
tempted onto ‘Lucky’ 303 and the hapless
Squad 1. Though this squad looked seriously
vulnerable, they were not a total loss. The
cover of the woods had saved them from the
Biovore, it might just save them from the
Hormagaunts. If you get to hit Hormagaunts
first, which my boys would, they can prove to
be surprisingly fragile.

The rest of my men were left fingering their
triggers and watching the tree line. It would
only be a short time before some nervous
conscript started shooting bushes, fearing a
Lictor lurked behind every one...
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The massed Tyranids advance, intent on
capturing the vital objectives.
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TYRANIDS TURN 2

Jes: A good Tyranid general always expects
his Gaunts to drop like ninepins, but as long
as they were being shot at, my big, tough
monsters were fine. As it was, thanks to my
central route of attack, not much of Guy’s
army could see me, so | got away fairly
lightly. The Spinegaunts were simply there to
mop up small-arms fire anyway, and provide
a diversion from the mare-valuahle
Hormagaunts. The loss of a Carnifex wound
to a Sentinel was irksome, but it was

. gratifying to see that Guy was too afraid to

advance much of his army. If | reached his
objective I'd be facing a fearsome wall of
firepower (Guy's Hardened Veterans have
always been a pain in the spiracle, with three
plasma guns and a heavy weapon) but |
could at least ensure getting my Tyranids as
close to it as possible before the inevitable
bug-hunt began.

Both Carnifexes strode forward (Carnifex 2, |
felt, would be wasted skulking behind bones
and it was better to try and close with Guy's
puny humans than wait for an advance that
might never happen). Carnifex 1 took a pot

| shot at the advancing Leman Russ and

| scored two glancing hits, shaking it. Again,
. this was all | needed, simply to prevent the
~thing from shooting, and | was happy to

| commit one of my living Heavy Support

bruisers to this activity if it meant | would be
blessedly free of returning fire. Behind the
Carnifexes, | moved Hive Tyrant 1 and his
Guard into the bio-beast cover, principally to
help out with Demolisher-busting, but also to
cover hoth sides of the battlefield. As it was,
the Tyrant couldn't resist taking a shot at the
Chimera that had trundled towards my battle
lines — consolidating a tradition established in

. the opening turn, the Tyranids’ fearless leader
- only managed to score one glancing hit. It's

| back to the vats for you! Still, it ripped off a

| heavy flamer, which would otherwise have

| barbecued plenty of Gaunts. The winged
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Tyrant spurted crystal-delivered toxins at the
same vehicle and — hurrah! — immobilised it.
The cowering grunts inside would surely be
sending soiled britches back to the company
laundry if they survived the game. Behind the
intervening rock formation, the Warriors
moved forward while still keeping in cover,
my intent being to use them as a late-game
assault unit.

The Biovore squeezed, strained, and popped
out another payload of viral lethality at
Platoon Squad One. Disappointingly, the
Spore Mine scattered 9" backwards towards
the five remaining Spinegaunts, who
themselves continued their advance with a
poor 1" Fleet of Claw move. Behind them,
both broods of Hormagaunts surged forward,
with the leading brood's Fleet of Claw roll of
4", combined with their glorious 12" assault
move, allowing them to reach and assault

The first wave of Honnaga unts hurl
themselves at the Imperial Guard batife line.

Platoon Squad 1 in the woods. Refreshing
nutrient-soup-made-from-rendered-
Guardsmen all round!

Guy should really have been used to my
Tyranids springing across the board at him
after previous engagements, but as the speed
of them became apparent to him once more,
his face crumpled. It was like kicking a
puppy. But then, | am a Tyranid player after
all. It's nice to be the bad guys sometimes.

Sadly though, two things prevented a
wholesale slaughter occurring. Guy got to
attack first, being in cover, and only a few of
my troops could get into base-to-base
contact. Even with the Leaping special rule
allowing all attacks to be counted within 2', |
only got 12 Attacks. In the end, Guy killed

. three Hormagaunts and my plucky troops

scored three casualties in return. A draw! As
we were playing the Assault rules from the
rulebook, this meant a Moral High Ground
dice-off, which Guy won, so he moved the
remainder of his squad forward so that all
models were in base-to-base contact with the
enemy. Harrumph — not quite as decisive as
I'd have liked...

Finally, the Winged Hive Tyrant followed up
his shooting by assaulting the cheekily-
advancing Chimera, assisted by the
Gargoyles. The sooner | eliminated this threat
the better — | didn’t want my creeping
Warriors or second brood of Hormagaunts to
take casualties, and outside of an assault,
both units are traditionally. very fragile.
Seeing as the Chimera moved over &' the
Tyrant needed 6's to hit and only hit once, but
it was enough to rip off the second heavy
flamer. The Gargoyles tried to use their Bio-
Plasma on the rear armour of the transport,
but to no effect. This vehicle was proving
harder to crack than | thought...
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IMPERIAL GUARD TURN 2

Guy: | always do it. | always underestimate
just how far Hormagaunts can move. Though
in a way, | expected them to get into combat
quickly, it still would have been reassuring o
have another round of shooting at the 'Nids.
As it was my guys got to attack first. They
put up a brave show, the Sergeant in
particular showing us all what a well timed
swipe from a chainsword can do to
intergalactic menaces, but though | killed
three, they got three of my men. There were
still 13 of the horrors, 13 who would be
striking first from now on. | knew this was a
numbers game | could not win. Looks like the
points | spent on that autocannon were going
to go to waste, though at least they were
doing their job. That's the trouble, | am loathe
to throw my men’s lives away, it's like they
are all alive. Still got to focus on the plan...

That, at least, was working out. It wasn’t
much of a plan | admit, but the nature of my
mission was forcing me to leave one of my
main advantages, mobility, unused. This army
is a flexible one, and ordinarily | might well
have begun to retreat my men away from the
swarm, using the tanks to cover each other
as they backed away from the speedier
elements of Jes” army. But in this situation, |
had to stay put. Going for Jes' objectives was
out of the question — his disposition meant
he could easily divert plenty of six-limbed
monsters off to block my advance. It was
going to have to remain a case of pounding
them with as many guns as | had. Which, |
am pleased to say, | had a lot of. Still, | could
at least move my Demolisher, which drove to
the top of the Guard outpost to cover the
centre of thefield, Sentinel 2 moving up to
join it.

Sentinel 1 opened fire first, a bright lance of
laser energy burning a smoking hole in

Carnifex 2's horny armour plates. The
Veterans followed suit, ‘Dead Eye’ Tvissek on
the lascannon nailing the thing. It roared with
pain. Though it carried on forward, it was
moving unsteadily, leaking ichor as its
cauterised wounds cracked.

Chimera 340 had a pop at the Spinegaunts,
killing one, as the Command Squad hurried

on board, intent on taking up a safer position.

Chimera 342 reversed away from the men in
the wood — my maxim of ‘Better to move it
than lose it' — eliciting groans from all
present. Back in the 41st millennium, the
driver steeled himself, and ignored Platoon
Squad 1's pleas for immediate extraction.
Halon Merek is not an uncaring officer, but
even he knew that leaving it out there would
simply ensure its destruction, and the Guard
in the wood were already lost. Now on the
hill, it joined Chimeras 300 and the Veteran's
341 in a blaze of heavy bolter and multi-laser
fire directed at the Gargoyles hammering on
the hull of ‘Lucky’ 343, while out popped the

The two generals carefully ponder over
what to have for lunch.
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plasma gunner of the squad for a quick shot.
Four of the winged creatures fell from the
sky, yet their numbers seemed undiminished.

In the assault in the wood, things looked like
they would follow a predictable path. Jes
scooped up 20 dice in fingers that looked
suspiciously spiky. Smirking uncontrollably,
he flung the dice down with an even
smarmier, “Sorry mate”, his grin wide. Sorry
my skinny Yorkshire behind — 19 hits! There
followed some sorry wailing from me — the
indomitable commander of the Imperial
Guard (got to watch that, a Commissar may
shoot me for it one day). Yet, Jes’ pleasure
turned to despair. Only four wounds! Ho ho
ho. Though | saved only the one, the now
five-strong squad stood firm thanks to my
Doctrines, medals winging their way through
the warp to grieving mothers back home.

Things were looking a little sticky. I'd knocked
a few of Jes' broods down in size, but all of
them were still on the board, while not one of
his ‘Big Ones’ had bitten the tainted dust.
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TYRANIDS TURN 3

Jes: Oof. Two wounds off a Carnifex in one
turn — painful. Still, serves me right for
plodding one of my Monstrous Creatures
across open ground — a foolish manoeuvre
indeed, but | figured risking the beast was

worth it once it had become apparent that
Guy was going to ignore my objectives and
not bother to advance. Otherwise, a few light
Gargoyle casualties didn't really worry me,
although my Hormagaunts' disappointing
close combat performance was irksome. Still,
they hadn't taken any casualties and, while in
an assault, were safe from enemy fire.

There was no choice this turn but to continue
advancing, under cover where possible. |
rolled a ‘Hit' for the Spare Mine movement,
so | made sure it wobbled over towards the
nearby Chimera, just in case any Guardsmen
might disembark. The Biovore attempted to
target the Hardened Veterans beyond the
wood, but, unsurprisingly, they were way out
of range. Both Carnifexes moved purposefully
forwards, Carnifex 1 again harrying the
Demolisher with venom cannon fire. The tank
was stunned, preventing it from shooting,
although the machine’s extra armour
downgraded the result to shaken, so it could
still move, and presumably retreat next turn.
Cowardly humans! Hive Tyrant 1 and its
complement of Tyrant Guard moved out of
the bio-beast cover, and | realised that | had
fallen rather too much for the bait provided
by the Leman Russ. There was no way my
boss-beast was going to get involved in the
thick of things this far away from the action,
and being my hardiest unit, that was a waste.
Still, it shot at the Platoon Command Squad
Chimera hiding around the corner of the




command bunker and blew off a heavy bolter
— every heavy weapon destroyed increased
my chances of survival. As long as targets
presented themselves to its gun, the Tyrant
could still be useful.

On the other flank, Hive Tyrant 2 turned his
attentions from the nearby Chimera and
flapped over to the edge of the woods where
the close combat was taking place, loosing a
volley of shots at Platoon Squad 1's
retreating Chimera. Two hits, no glances! lts
been said before, but I'll say it again: never
rely on Tyranid shooting. Behind, the
Spinegaunts moved up to support my winged
monstrosity, as did the other Hormagaunt
squad, while the Gargoyles shrieked and
screamed and wrapped around the
immobilised Chimera.

In the Assault phase, they were joined by the

Warrior brood, which leapt 12" towards the
Chimera in a furious frenzy of spikes, claws
and more spikes. Three of them contacted the
frontal armour. With an armour rating of 12
on that facing, they really needed their
rending claws to do some damage. Slashing
manically at the metal hull, four 8's were duly
rolled, for an eventual total of two glancing
and two penetrating hits. Surely the annoying
transport was not long for this world? Alas,
no! The net result was two more weapon
destroyed results, meaning this most vicious
of assault broods only managed to knock two
lasguns off the Chimera, with the Warrior that
managed to contact the side armour simply
doing nothing. Pathetic. Both Hive Tyrants
put their heads in their claws and sighed
deeply. The Norn Queens would not be happy,
although spirits were lifted by the

Hormagaunts in the wood finally wiping out
Platoon Squad One by scoring a total of 8
Wounds. They consolidated 3" forward,
gearing up for a sprint over open ground
towards the conscripts. If | was lucky enough
to get into assault the rest of my army would
be spared some heavy shooting...

IMPERIAL GUARD TURN 3

Guy: The steely nerves of Halon Merek did
not give out, even though his Chimera’s gun-
crew could not shoot, too busy were they
clearing their gunning mechanisms of acidic
goo. Instead, the bold colonel strode from his
transport, readying himself for a spot of man-
on-bug pugilism. Chimera 340 took up a new

position, the embarked Command Squad
within running from the tank to take up new
firebases. The comforting form of Sentinel 1
stood nearby, its lascannon barrel glowing
dully with the heat of repeated firing. The
Sentinel's gun spoke again, felling Carnifex 2
(I must admit, there was a fair bit of capering
performed by myself at this point, however,
no matter what Jes might say, | did not hoot
like a gibbon. | am incapable of such
animalistic vocalisation, and indeed am far
from simian, possessing no monkey-like
characteristics, whatsoever). Sentinel 2 tried
the same trick on Carnifex 1, who was now
getting uncomfortably close, but its multi-
laser failed to hurt it. Great weapons multi-
lasers, lousy Armour Piercing value.

Shooting after this was less than spectacular.
The immediate threat was the Hormagaunt
brood in the woods. Chimera 300 opened up
from the side, killing four of them. Heartened
by this success, Chimera 342 followed suit,
but felled only one. There were eight left.
Chimera 341 fired too. This was the Hardened
Veteran's transport, and must have been
crewed by equally hard-bitten warriors, for it
hit many times, heavy bolter shells and laser
beams smearing all five through the foliage.
Three left, it was imperative they all die. The
conscripts hit four, not bad for Ballistic Skill
2, but wounded only one, which saved.
Chimera 340 failed to kill any. In desperation,
| was forced to open fire with my Veterans.
This was bad, as | would rather have saved
my lascannon shot for the remaining
Carnifex. At least they were all dead, a good
thing, as the last thing | could afford was
them charging in and getting all choppy with
my very valuable Hardened Veterans squad.
That just would not do.

There was still all to play for, though it was
looking like Jes may pull off his favourite
tactic, hitting me with everything at once.
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TYRANIDS TURN 4

Jes: Guy really doesn't like Hormagaunts. In
a stunning display of overkill, practically
everything in his army shot at them, so it's
no surprise that he wiped them out. Bless
their little hearts. And | have only my own
stupidity to blame for the loss of the close-

. combat Carnifex. It seemed at the start of

Turn 4 that things were going to go from bad
to worse. First off, the Spore Mine drifted into
the side of the immobilised Chimera and

i| promptly detonated, doing not one jot of
- damage to what is surely the luckiest vehicle
- this side of the Imperium, but unfortunately

84
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catching the Spinegaunts in the blast, killing
one, and also taking a wound off the
Warriors! Guy's chuckles did little to endear
him to me, and not for the first time did |
wonder whether it might have been better to
include more Hormagaunts, rather than an
erratic Biovore.

But in an effort to actually do something
useful, the said living artillery piece spewed a
Spore Mine exactly 48" away. | knew the
Hardened Veterans were out of range, but if |
fired as far forward as possible, perhaps the
Spore Mine might drift into them. Grasping at

&

From atap the crag, the Conscripts look fearfully upon the seething mass of aliens below them.
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straws, | know, but better than doing nothing
and being a complete waste of points.

Denied a shot at the retreating Demolisher,
the remaining Carnifex howled in rage, and
fired instead at the lascannon-toting Sentinel
that finished off its brood-brother,
immobilising it and presumably splattering
the pilot in all manner of virulent Tyranid gun-
gunk. The Tyrant and attendant Tyrant Guard
frudged onwards, targeting the other Sentinel
and immobilising it too.

The remaining Hormagaunt brood moved
forward cautiously behind the central wood. |
didn't want to move them into the cover as, if
| stayed behind it, Guy couldn’t shoot through
it — a lesson learned the hard way by the
now-deceased, other brood, of Hormies. A

~plan was beginning to formulate: Guy’s failure

to advance was, as expected, my biggest
asset, and my mission — hold one of my own
objectives and capture one of Guy's — meant
that | simply had to have some models on
one of his objectives at the end of the game.
The problem was all the guns pointing at
them. It was time to start co-ordinating my
army properly. Rushing the remaining
Hormagaunts forward would be just plain
foolish. It was best to bide my time and use
them in the later turns — potentially, | was in
the better situation, but sooner or later | was
going to have to weather the intensity of
Guy’s guns.

The winged Tyrant and the Gargoyles took to
the air and swooped down. to the side of the
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Command Chimera, the Tyrant firing as it
came at the Chimera just beyond, stunning it.
The Gargoyles rolled 5" for their Fleet of Wing
and sped onwards, towards the stunned
vehicle. Hopefully their Bio-Plasma might
result in a lucky glance in the Assault phase
meaning that, if the Tyrant didn't mess up, I'd
be able to incapacitate two transports. Behind
them, the three remaining Spinegaunts
moved to cover the rear exit of the longest-
lived transport in the history of the Imperium.
There was absolutely no way it would survive
this turn, | was sure of it, and so my Warriors
set to work. In a confidence-restoring display
of animal ferocity, they ripped the Chimera to
shreds, causing two penetrating hits, one of
which | rolled a six on the penetrating hits
chart! The Chimera exploded, and, best of all,
the squad of meatlings inside couldn’t get out
as the Spinegaunts were covering the exit, so
they promptly expired. It was most pleasing.

Sadly, the radius of the explosion caught
everything involved in its creation, and the
Spinegaunts’ brutal little lives were ended just
at the moment of their triumph, with a single
unsaved wound also finishing off the already-
damaged Warrior. A fair trade, | reckoned,
although it was scant recompense for Mr
Haley, who made soft meeping sounds at the
horrible flaming death of his own men. As
this happened, the winged Tyrant lowered its
gun and charged the Chimera next to it,
puncturing the vehicle's armour as if it were
wet tissue paper. Three penetrating hits later,
the transport miraculously survived, but at
the cost of both its heavy flamer and heavy
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holter. It was also shaken, meaning those
annoying lasguns on the back couldn’t fire
next turn.

The Gargoyles, meanwhile, charged the
Chimera shielding Guy’'s command group,
hoping against hope that their Bio-Plasma
attack — which adds one to their Strength for
a total of four — would enable them to
penetrate the side armour with a roll of six. It
did! Enough gohbets of super-heated beast-
phlegm burned into the vehicle to cause a
single glancing hit, and a Shaken result.

Not a bad Assault phase, all told, although
next turn, both the Gargoyles and the Winged
Tyrant would be sitting ducks (albeit
enormous, reptilian ducks) as the Chimeras
currently shielding them would no doubt
move off. With the Hormagaunts and
Warriors still to come, though, | thought |
might just have enough bio-engineered
monstrosities left to contest the vital
objective | was after... if they could survive
another two turns.

IMPERIAL GUARD TURN 4

Guy: Looks like ‘Lucky’ 343 was lucky even in
death, fragging the remainder of those
irritating Spinegaunts and doing for one of
his very expensive warriors. With the first
brood of Hormagaunts dead, | had to destroy
the Gargoyles before the Tyrant and the
second wave of Hormagaunts could reinforce
them. This would be the turn that would
decide the game, and we both knew it.

| could not move Chimera 342 out of the way,
as it was shaken, so was forced to march my
HQ squad, the only serious assault
proposition in the army, round the flanks of
the fank. With luck, | would be able to get
them all in and bash them from the sky. The
Demolisher moved round the outpost. It was
now finally in a position where it could not be
targeted, thus guaranteeing me a direct shot
into the middle of the onrushing horde next
turn. Though the Demolisher had not caused
much damage yet, it had diverted three of
Jes’ big monsters away from the centre of
the fighting. This just might have saved my
bacon. In any case, though it could not fire
its ordnance weapon this turn, it was nicely
lined up for a lascannon shot on the second
Hive Tyrant this go, having moved only 6".

Shooting got off to a rocking start, the
ancestral Haley bad dice luck deserting me
for a moment. The Veterans caused seven
hits on the Hive Tyrant, wounding it three
times, with no Armour save! How | dearly
love Veterans and their plasma guns. There
was much punching of the air. No doubt
some victorious whooping. This time, Jes
was too shocked to liken my celebrations to
the mating call of a gibbon.

The Hive Tyrant had one wound left. It had to
go down this turn, or all was lost.

ADDDD “’rr’i
gd

The Demolisher opened fire, then the usually
accurate Sentinel 1. Though rocked by the |
searing bolts of light, it stood firm, alien
fluids dripping from its wounds, a low and i
dangerous growl rumbling in its throat. |
Madly, the Conscripts blazed away, though
precious few could see. Their innacurate 1
lasgun shots were not even an irritation to g
the mighty beast.

Panicked, | fired everything | had at it. The fi
Platoon Command squad, Chimera 341, 8
Chimera 342. There were some hits, evena  ©
few wounds, yet when the smoke cleared, it &
still stood defiant! Casting nervous glances at éf
the beast, the Command squad opened fire i
on the Gargoyles, hoping to kill enough to i
whittle them down, but not so many soasto |
prevent them from gefting into combat, Two |
were felled, leaving six. Time to unsheathe %
the close combat weapons.

With a roar of ‘For Haliena! For the | |
Emperor!’, the Command squad,
accompanied by Commissar Meath Dulac, |
charged at the Gargoyles. Hideous sacs i
pulsed in the alien beast's fails, stingers |
curling under their segmented bodies to E
release a storm of Bio-Plasma at my men. Yet |
they weathered it, and contacted with the foul =
creatures. The Gargoyles, having higher i
Initiative, went first, This is where it could all
go wrong. They inflicted one Wound. | failed
the save, yet the presence of the medic

ensured the injured man was patched up and
sent back into the fighting. Now it was my i
turn to strike back. My Colonel strode i
forward, power sword crackling, ready to do |
some serious damage. With five attacks on |
the charge, hitting on 3+ and wounding on _
4+, he would wreak bloody doom upon them! =

Two hits. One wound. One dead. Oh dear.
Never mind! My Command squad will do
them in. Between them, these plucky chaps
could muster 13 Attacks.

A

They also killed one.

Alright then! Let's see if | can bring them
down-with my Commissar. It's a long shot,
but with his four power fist attacks. he could
do the business...
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He did no wounds at all. This is whers Haley
dice luck is at its worst, truly. In my first
three months at Games Workshop. | rolisd so
badly, so consistently, that | was beginning to
get a bit of a reputation. People would turn
up to laugh at my endless rolls of 1 to hit and
my inevitable double 6 Psychology tests. In
fact, this game was a bit of a high point in
terms of dice rolls. It got better later. Honest.

SER A N

Now there was a very cross Hive Tyrant
aching to dish out some hurt on my

Command squad. It might have been almost
dead, but that did not stop it still being very,
very dangerous.
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- TYRANIDS TURN 5

- Jes: My winged Tyrant had survived by the
barest of margins, Guy’s Hardened Veterans
once again proving their deadly accuracy. The
safest place for it was in assault, where they
couldn't be shot, but could rip man-flesh into
bloodied strips with no more effort than
punching a hole through a wet paper bag...

Before it got stuck in, though, there were
things fo be done elsewhere. On the left flank,
the Carnifex and Hive Tyrant 1 moved
onwards. | had resigned myself to the fact
that they weren't ever going to see combat.
Ah, well, at least there was a little shooting to
be done, with the Tyrant espying the Chimera
ahead of the Hormagaunts. Incredibly,
although it only scored one glancing hit, |

rolled a 6 and the transport erupted into
flames. The Biovore once again hopelessly
fired another mine 48" forward, and the

remaining Carnifex completely failed to hit the

Veterans’ Chimera.

And so back to the Assault phase. Quite
simply, | had to keep my game-winning
monsters — the Warriors, the Tyrant and
Hormagaunts — alive until the next turn and
then hope Guy’s final turn wouldn't prove too
brutal. The Tyrant and Warriors, accompanied
by what was left of the Gargoyles, charged
Guy's Command squad, and the results
weren't pretty at all. The Gargoyle's Bio-
Plasma went first (striking at 18) but
completely missed. However, after four
Monstrous Creature wounds and six wounds
from the Warriors, only the Colonel stood
alive, but with just a single wound
remaining... he killed two
Gargoyles in retaliation, but
the surviving pair pulled him
down to his death with
three lucky wounds.

It meant my beasties were
no longer in an assault
and therefore no longer
safe from shooting, but it
also meant that my final
Movement phase could be
used to get them onto the
objective, or to
otherwise charge any
suicidal Guardsmen
that might try to
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deny me my prize.

But what to do now? There was only one
thing for it. Consolidate towards the objective
and hope for the best. Meanwhile, my
Hormagaunts massed behind the wood, ready
for a last-turn sprint. | was hoping against
hope that Guy's next Shooting phase would
prove ineffective and that | could swarm over
the objective...




IMPERIAL GUARD TURN 5

Guy: Stand firm bold warriors! Stand firm!
Halon Merek’s death, pulled down to a
horrible fate by a flailing mass of scything
claws, sent a ripple of unease through the
army. Merek had been with them from the
beginning, leading from the front the day they
had arrived on Carpathia. Now, he was almost
certainly dead. Worse, there was a wall of
giant monstrosities to deal with. This is Jes’
preferred tactic. If you shoot the big ones,
then the littles will rip you apart. If you shoot
the little ones, the big ones will inevitably
land on your doorstep, slathering and
possessed of altogether too many teeth and
pointy claws. The Tyranids were far closer
than comfort required.

Now the game hung in the balance. | had to
destroy the Tyranid Warriors and the Hive
Tyrant. There was also that huge unit of
Hormagaunts round the corner, whose sheer
numbers meant that even with my conscripts
| was not guaranteed the objective in front of
the rocks. | had to move enough men up to
challenge Jes' Hormagaunts for it. The only
unit both close enough and big enough to do
this was the unit of Conscripts. But if | moved
them, it would leave my second objective
marker unclaimed. Cursing, | moved my
\/eterans, thus forgoing my Ballistic Skill 4
lascannon shot at the Hive Tyrant. Very
annoying, still, at least | would get a plasma
gun shot per plasma gunner. Chimera 342,
now a little battered, retreated backwards to
help contest the objective and leave a clear
field of fire for my army. Movement done, we
were on to the all-important Shooting phase.

It was here that my plans went a little awry.
Sentinel 1 failed to hit the Hive Tyrant, a shot
that would almost certainly have killed it. But

52

at least my Leman Russ Demolisher now had
a chance to fire its mighty Demolisher
cannon, a weapon Jes is justly frightened of,
The cannon spoke, but missed! It scattered
right off the Tyranid Warriors and, humiliation
upon humiliation, killed one of my own
plucky Conscripts! There must have been
some bio-acid eating through the tracking
mechanisms. This was disastrous. | had
hoped that at least my Veterans could have
fired at the Hive Tyrant, finishing him off, but
now they were forced to train their weapons
on the even bigger threat of the Tyranid
Warriors. Once more, they did not disappoint.
Three wounds were knocked off the mindless
gene-spliced abominations, bringing their
number down to three. Chimera 340 and the
Platoon squad did nothing. Oh no! It
seriously looked like | would be left with a
Hive Tyrant, the Warriors and the
Hormagaunts to deal with. Fortunately

WARMAMMER
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Bold men of Haliena master their fear to face
the Great Devourer.

Chimera 341 opened up with all its weapons,
blasting the remaining creatures across the
once-fair land of Carpathia.

Lastly, the Conscripts pointed their wavering
guns at the two remaining Gargoyles. The
beasts dodged their ill-aimed shots, and
flapped closer.

If only | had been a bit luckier with my
shooting. Now my none-too-brave Conscripts
(they are possessed of a mighty Leadership
of 5) were very close to the Hive Tyrant and
the Gargoyles. To make matters worse, | still
had not managed to dent the Hormagaunts
hiding behind the woods, which Jes was
holding back for a last minute rush at my
objectives. As clouds of spores began to
mask the setting sun, my weary men dug in
to fight off the advancing swarm, almost
certain they would not secure their supplies.
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Jes removes yet more broken bodies of Guy’s Imperial Guardsmen from the field.

TYRANIDS TURN &

Jes: Frankly, it was a miracle my winged
Tyrant survived, and victory was now within
my grasp, just as long as | boxed ciever. Guy
had one more turn than me after all, and even
the massed lasgun fire of the Conscripts
could prove deadly. My success now
depended on two things: a Shooting phase
that dented Guy’s vehicles enough so that
they couldn't mobilise effectively to meet me

| at the objective, and a decisive Assault phase

to take care of the infantry — which depended
on the continued survival of my heavily
wounded winged Tyrant. It was going to be
very close.

The Hormagaunts, realising it was now or
never, hurtled around the wood, and with a

. dramatically-perfect Fleet of Claw roll of 6',

they moved en-masse to cover the objective.

Even though the Demolisher messed up
royally in Guy's last turn and only succeeded
in smearing a Conscript across the
landscape, | wasn't going to let it try and
rectify its mistake. The Carnifex managed to
stun it twice (reduced to shaken, of course),
thankfully, and the tank was too far away to
be able contest the objective. Excellent. Hive
Tyrant 1 managed to both shake and
immobilise the Veteran's Chimera. | risked a
small smile, and turned my attentions to the
Winged Tyrant — it cracked off three shots at
the Chimera behind the Gonscripts,
immobilised it and destroyed its multi-laser.
Fantastic! | had managed to get rid of a lot of
firepower and immobilised the two most-
threatening vehicles.

The Assault phase, though, was the important
bit. The Veterans were too far away to get
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near the objective, so | was forced to do
something about the Conscripts. There were
a lot of them, but I'd get to hit first with an
enormous chitin-covered alien beast armed
with gigantic scything falons. That had to
count for something, right?

It did.

“This is it, my friend”, | said solemnly to Guy,
as the Tyrant and remaining Gargoyles
charged the cowering Conscripts. The
Gargoyles had shot the Conscripts with their
fleshborers in the Shooting phase, causing a
single casualty, and now their Bio-Plasma
accounted for one more. When it came to
their proper close combat attacks, they
wouldn't do anything, but that would be after
the Tyrant got stuck in...

To force a Morale check on the Conscripts |
would need to kill at least five. | had already
minced two... the Tyrant got five Attacks on
the charge, hit a pleasing four times, and
needing only 2’s to wound, it horribly
eviscerated four novice Guardsmen. That was
six casualties in total.

The Conscripts struck back, killing the two
remaining Gargoyles, losing the combat
overall, taking their Morale test, failing, and
promptly falling back 12". Everything was
going to plan!

I idly toyed with sweeping into the running
Conscripts, which would enable me to
hopefully wipe them out and move them
towards the second objective, but | figured I'd
take one more risk. If the Conscripts rallied,
they’d outnumber the Tyrant and there would
be absolutely no benefit being near the
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second objective. So it consolidated back
towards the Hormagauni-held objective,
much to Guy's amazement.

At this stage in the game all that mattered
was that | presented Guy with as many
targets on the nearer objective as possible. |
just hoped that he couldn't wipe everything
out. He could pull back a draw if he routed or
killed the Hormagaunts and the winged
Tyrant, as he couldn’t now get anything onto
the vital objective, but if anything of mine
survived there then the objective and the
game was mine, The stage was set for what
would be the tensest, most dramatic final
furn | have ever played.

IMPERIAL GUARD TURN &

Guy: This is exactly what | had feared from
the very beginning — Jes had got most of his
army right on top of me. Curse those Navy
fly-boys! If | wasn't compelled to fight for
these wretched objectives, I'd have been
whizzing about all over the hboard and he'd
not be able to catch me. Ah well, best not
dwell on what might have been, perhaps |
should be paying attention to the nightmarish
nasties right in front of me. Things off the
battlefield had also reached a fever pitch, with
Jes happily singing and swearing like a
trooper as his dice went against him. And |
really must stop giving him advice! There was
now another Spore Mine in front of my
Veterans. He was originally going to drop it
on Sentinel 2, which is effectively out of the
game. I'll keep quiet in future. At least my
Conscripts killed the last Gargoyles off. Sadly,
they were too far away from the remaining
officer for me to use his Voice of Command

The remaining Guardsmen try to destroy the
Tyranids swarming round their supply drop.




rule. They also do not have a vox, as
Conscripts are too low in the Imperial food
chain to warrant such expensive equipment.
This means they're testing on their piddly
Leadership. Perhaps they'd rally anyway. |
rolled the dice. Perhaps not. They pegged it
right off the board as if the very devil himself
were behind them. He wasn't, but a Hive
Tyrant was, which pretty much amounts to
the same thing in the short term. Stuff 'em. |
don't need them. When they stagger into
some acid pool as the Hive-Mind eats the
planet, they'll feel sarry.

| could still do it. | had one objective covered
by the Veterans and, though | couldn't win, if
| could wipe out or drive back the
Hormagaunts | could force a draw. This was a
tricky proposition, as Jes had done a good
job of knocking out a lot of my firepower the
previous turn. Two of my Chimeras were
unable to fire, as was my Demolisher. (Jes’
hysterical cries of: “That's all | need! That's all
I need!” almost earnt him a slap in the
chops). A direct hit on that lot of
Hormagaunts from the tank would have made
a satisfying mess (if you are worried about
the supply pod, it is designed to be dropped
out of a spaceship — | doubt the cannon shell
would even dent it). Whatever, it was all
academic. It was down to my trusty Veterans
to try and save the day.

First of all, Sentinel 1 loosed its final shot of
the game at the wounded Hive Tyrant. If this
didn’t work, | was royally stuffed. | really,
really needed to hit it. The atmosphere round
the table was so tense, my hands went
clammy as | threw the dice. It was a 4. The
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beam of light struck home with the force of a
word from the Emperor’s very mouth. The
behemoth toppled forward with a keening
shriek which made all who heard it quail, to
lie unmoving and ruined upon the earth. A
ragged cheer went up from the men. Nice
one, as they say.

Feeling more secure now the Hive Tyrant lay
dead, the rest of the army were free to lay
havoc upon the Hormagaunts. The Platoon
Command finally hit = the only time during
the entire game — with their missile launcher,
killing two with a frag missile (I don’t hold
with not calling it a missile launcher because
of the ‘miss’ in the word. I'm sure I'd miss

with it if it were called a ‘hittile launcher’ too).

Chimera 340, the only tank able to fire this
turn, killed two more. There were 12 left. |

ADDDD

needed to kill at least nine to force a Morale
check at -1, as Jes always takes the Hive
Node mutation, granting his Gaunt broods a
Leadership of 10. The Veterans opened up, a
veritable hail of lasgun fire cut five down. The
plasma gunners followed suit, destroying
three more. The final shot came from the
lascannon team. They missed, the only time
in the entire game, bless their army-
regulation socks.

There were four Hormagaunts left. Jes
needed to roll a 9 or less.

He rolled precisely 9. Both of us started
jumping about, |, because that cost me my
draw; Jes, because he thought he'd fluffed it.
But his cries of woe soon turned to joy, and
my men wearily withdrew from the field of
battle to leave the Tyranids victorious.
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' Jes: What an ending.
Incredible! That final
dice roll couldn’t have
been any closer, and it
capped a final couple of
turns full of dramatic
twists and ‘what-ifs’. For
instance, if Guy’s

. * Sentinel hadn't missed
The Face of Victory. the winged Tyrant, it
] would have, in all
 probability, taken the last wound off it and left
 the Conscripts free to advance and gun down
the Hormagaunts. Great stuff, and it just goes
to show how a game can hinge on one or two
tiny dramatic moments. It also showed that
Hive Nodes are a truly indispensable mutation
~— the Hormagaunts would have scarpered
without one.
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© Nevertheless, at the end of the day | was
~ aware that I'd been very lucky indeed. | had
wasted points on a couple of indulgent units
—the Warriors finally got to do some
damage, destroying a Chimera and helping to
decimate Guy's HQ squad, but their
drawbacks became eminently clear when they
{ were left'in the open after winning the
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assault, and were promptly gunned down. Ah
well, they'd done their job, and frankly
anything that's left in full view of an entire
army doesn't deserve to live long anyway.
The single Biovore did next to nothing. In all,
more Hormagaunts and possible a Lictor
(imagine the horror on Guy’s face if | had put
it in that central wood) might well have been
more effective choices.

On the plus side, | was pleased with the
performance of my Gargoyles and winged
Tyrant, and their placement on the flank really
worked out. The Gargoyles lasted much
longer than | had hoped, and played an
essential part in routing the Conscripts,

_another hinge on which my success rested.

However, | squandered the most powerful
unit in the game. If | had been cleverer |
would have put the Tyrant and its Tyrant
Guard right up front to absorb firepower and
scare the living daylights out of Guy’s front
line. As it was, they were wasted, ending up
at the back of the field and pursuing a central
line, able to affect very little. | wasn't
annoyed, however, at the performance of my

two Carnifexes. The one with the venom
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- brain. But:tha
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DEVOUR THE FLESH-TREATS! DIGEST THE WORLD!

cannon kept the Leman Russ Demolisher out
of action for the whole game, and the close
combat beast, although finished off in short
order, undoubtedly had something to do with
Guy’s decision not to advance as it covered
one of my objectives.

| was glad, however, that | hadn’t counted on
getting the first turn and deployed my entire
army as close to Guy as possible. Slow and
steady wins the race, even if slow and steady,
in this case, refers to legions of hyper-fast
alien marauders from another galaxy.

In the end, Guy's decision to sit back and wait
meant he had a late-game advantage but
failed to hurt me too much in the early-to-mid
game. Arguably his shootiest unit, the
Veterans, may have been best served by
using their Chimera to get into a position fo
really halt my advance. As it was, whatever -
they pointed their guns at they hurt terribly,
but imagine if he’d managed to touch my -
second brood of Harmagaunts before they
rounded the wood.. ouch

All in all thougm despne the mlracle of

_ hindsight, my army proyed to be effectwe and.

flexible enough to succead; evenif'my.
success, in the énd, had a: little more to do’
with Guy's battil?&kihan my superior tactical
at made the game so -
mueh fun ~1ﬁ€ Jittle. unscnpted moments, the

. drama that anses.from a dice roll and an

unexpected situation. Forall the tactics that
paid off, it was ha\nng a tremendaus laugh

- playing with afriend, that really made the
“igame stich a success. No.doubt there'll be a

. rematch sogn, and I'm'sure Guy will have
“learned gam_e very telling léssens. . .
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¢ Guy: It is games like this

that make some kind of
campaign a must. It was
so dramatic, it just has
to have a story!
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Though Jes says my
bad luck undid me, this
is not strictly the case.
See Guy weep.  One should never rely
on one’s luck. The dice
are there to provide a variable, and it is they
that make Warhammer 40,000 so exciting.
Rather, you should always prepare for
misfortune, for then you are better placed to
take advantage of good dice. (Though
perhaps no-one could plan for the below par
performance of my Chimeras...)

In reality one thing, | think, cost me the . - I
game. It was only a little thing really — the : A

deployment of my Veterans. Had they been in It's victory for Jes but back to boot camp for Mr Haley.

the rocks from the start, | would not have lost % o
a vital turn of full-effect shooting from them, tank would have diverted Jes, a job it did strategical prowess that lurks within the ¥
and would in all probability slain the Hive well, though it was a pity it never got to fire Bickham brainpan. I

Tyrant earlier. From the rocks they would its heavy flamers. As it is, | wasted a squad ' ;

have been able to cover both objectives, a that was armed with a valuable plasma gun . No doubt Jes and | will hook up again soon.

task they are eminently better suited to than and lascannon. Sheer stupidity on my part. to write the next chapter in the saga of the ;=
the feeble Conscripts. It would also have ' . Men of the: 29111 | reckon we'll play a coup %
afforded them a better field of fire. From the Other than these mistakes, the-army n finish it off on the airfield:

- off, | was thinking about their lascannon, and performed well. | was slightly hamhpered by board at Warhammer World, as the ragged
. how many Monstrous Creatures | would have the low numbers of men a mechanised army survivors try to escapeithe doomed planet of i |
sbafpre that should’'be

been able to target-with it. The trade off for gives you. This is a fragile armwn Guard

this was a less than ideal position for them, terms. Yet those tanks do | d Hierodule from

which meanf compromising on the number of  weapons fire, and | tend to 3 try C'Ut andthe ' |
.* - Rapid Fire shots | could muster. The other men get in the way. What rea 1
mistake | made was to leave ‘Lucky’ 303’s was the mission, and the fact

. squad inside, They sheuld have formed up in utilise my mebility, but-as-they sa
 frontof, or‘even in, the rocks. On its own the c'est la guerre It's hats off-torthe.

‘u . %—
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The mechanised legions of the Imperial

Guard surge into battle with the force of a

steel hammer. The enemies of the Imperium

are crushed before their armoured advance,

. even the alien menace of the Tyranids. A s

Tyranids use bio-weapon technology to sear
holes in tank hulls before swarming in fo
dismember their human contents.
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horrifying force of foul chittering creatures,
Imperial Guard Mechanised Companies and Tyranid Swarms
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~ Cadian Sentinel Steel Legion Lieutenants £4 Steel Legion Troopers £6
" This boxed set contains This blister contains 1 random Steel Legion  Denmark....J This blister contains 3 random Steel Legion Danmack.....hr 70.00
> ¢ o Liat Swaden ., Swadsn _....kr 80.00
| 1 Cadian Sentinel. ieutenant, b Troopers. kit
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Steel Legion Lascannon e7

This blister contains 1 s G This blister contains 1 Steel
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Steel Legion Lascannon. = g eiign Legion Heavy Balter.
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:‘;-: Chimera £18
ili

i his b ] i i 5 i ) Denmiark....kr 225.00
ﬂ' This boxed set contains enough plastic components to make 1 Chimera i
..{ Cuirg......... 23000
ﬁ Steel Legion Missile Launcher £7

| |.

il This blister containg 1 Qenmark...

This blister contains 1 Steel Denmark...&
Sweden .,

EOrg i

random Steel Legion

Legion Missile Launcher.
Sergeant.
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Steel Legion Assault Weapons £6 Steel Legion Commissar  £5 Cadian Shock Troops £15
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| Legion Assaul Euro E1000 giant Legion L = EUD..ocs B 25,00
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Tyranid Warriors and Tyranid Rippers £15

Tyranid Tyrant Guard £8

This blister contains 1 Tyranid ~ Danmark....kr 160.00 This boxed set contains enough plastic components to make 3 Tyranid Warriors and 1 Ripper Swarm. Denmark....kr 200.00

Tyrant Guard Sweden .. kr 120.00 Sweden ...k 250.00
¥ { Eura..... £13.00 EUf., o E25.00

Tyranid Biovore £7 Genestealers £12
This blister contains 1 Tyranid Biovore and 3 random Denmark......kr 80.00 This boxed set contains enough plastic components to make 12 Genestealers, Denmark... ke 150.00
Spore Mines, Sweden ......r 50.00 Sweder .. kr 180.00
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Tyranid Old One Eye £20 Tyranid Hive Tyrant £18 Tyranid Carnifex £18
This boxed set contains 1 Tyranid Old One Eye.  Denmark..kr 25000 This boxed set contains 1 Tyranid ~ Denmark... & 225.00 This boxed set containg 1 Deamark....kr 225.00
Hive Tyrant.. Tyranid Carnifex. 2:’;”?”_ e

£15

Denmark....kr 200.00
Sweden ..k 250.00
Eurg............ € 25.00

Tyranid Gaunts

This boxed set contains encugh plastic components to make 16 Gaunts and 1 Ripper Swarm,

Models shown at 80% actual size. Models supplied unpainted.
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CONFLICT ON A
GRAND SCALE

Take gaming in the Warbammer World to a new level with Warmaster

Warhammer is a brilliant game.
Whether you want to recreate a
castle siege or stage a merchant
caravan ambush, the system is
versatile enough to accomodate.
But what if you want to fight a
battle so big, your models just
won't fit on the table? That’s where
Warmaster, with its huge armies
and strategic gameplay, comes in.
Rick Priestley explains.

ick: At the heart of it, Warmaster is

all about great BIG battles.

Conventional Warhammer and
Warhammer 40,000 games use models
about 30mm high. The size of the
models places a natural restriction on
the type of encounter that can be fought
on a tabletop. This is especially true of
the fantasy game where a typical
regiment of troops occupies a relatively
large dollop of the gaming area and
models start the game virtually within
spitting distance (and boy can those
Dwarfs spit). As a result, big Warhammer
games rarely have a sense of grand
manoeuvre. Warmaster is very different.

Right from the start I set out to create a
game that was about huge armies

fighting over vast landscapes — a game in
which snaking columns of hundreds of
warriors might march along dusty roads
towards a vista of farms, villages and
towns, where flanking forces can gallop
out of sight of their commanders and
reappear at the enemy’s back, and

" where artillery pieces must be

laboriously dragged to within range of
their targets. Part of this vision of
hugeness are big tabletop landscapes:
roaring rivers rather than piddly little
streams, fortified towns rather than one
or two pokey houses, and enclosed
valleys and rolling hills rather than the
usual flattish field puncruated by a
lonely tree.

So, huge battles then — but how? The
obvious thing to do is to use smaller
scale models, effectively shrinking the
size of a regiment and making more use
of the area available on the tabletop.
Warmaster models are about 10mm tall
for a human-sized warrior, which is just
about big enough to show off the
character of the race without being too
small to paint. A Warmaster battlefield
can easily accommodate many
hundreds, even thousands, of individual
combatants. Most importantly, it can do

so comfortably, without putting undue
strain on either the games system or the
player’s pocket,

Warmaster is a game about generalship
rather than the prowess of individual
warriors. It is a game where strategy
counts far more overall than the fate of
individual warriors or even individual
regiments. The most important parts of
a Warmaster army are units of troops. In
the game rules these are divided into
the following types: infantry, cavalry,
chariots, monsters, artillery and
machines. Units in Warmaster are always
of a fixed size, varying only slightly from
one troop type to another. A typical unit
consists of three ‘troop stands’, a stand
being a 40x20mm plastic base onto
which rows or strips of warriors are
fixed. Some units come in units of two
or even just one stand, but human-sized
troops are represented by a unit of three
stands in most cases. Some units consist
of a single model, such as a Giant, a
Dragon rider, or a large machine like the
Empire Steam Tank.

This uniform unit size has been carried
over to the model range to make
purchasing an army as straightforward as

A High Elf army clashes with a mighty Undead legion.




possible; each pack contains one entire
unit. This makes it really easy to build
up an army or to add to it once you
have started. One blister of models
always gives you one unit of troops. Oh,
and you can get an entire army in a
single carrying case too!

Although troops are the most
conspicuous portion of all the armies,
characters are important too. They have
little fighting value but their role on the
battlefield is vital nonetheless. In fact,
the key to successful Warmaster
generalship is in the way players use
their characters. Character models are
also fixed onto stands. The character
model plus his aides, messengers,
runners, guards and associated hangers-
on are all on the same stand in whatever
quantity the player feels appropriate.
There are three kinds of characters:
generals, wizards, and heroes, and a
single character pack contains an
assortment of metal models sufficient to
make at least one stand of each.

As you would expect, the armies are
based upon the known races and
histories of the Warhammer world as
developed and described in the
Warhammer game. The variety and types
of warriors have been modified
appropriately to take account of the
different scale. In 10mm scale the
difference between a Trollslayer,
Giantslayer and Daemonslayer isn’t
worth worrying about so we just have
Slayers. Similarly, the profusion of
similar troop types in Warhammer is
something of an unnecessary luxury in
Warmaster where individual prowess
takes second place to strategy, and a
sword is 5mm long at best.

HOW THE GAME WORKS

The game is played in turns much as
Warhammer players would expect, first
one side and then the other. The
sequence within the turn is also much
like Warhammer, with troops moving,
shooting and then working out combats.
However, the way troops move is vastly
different and forms the most important
aspect of the game. Where Warhammer
is undeniably a game about fighting,
Warmaster is a game about strategy and
manoeuvre. Warhammer games are won
or lost in the Combat phase, Warmaster
games are usually decided when the
armies move.

There is no Movement phase as such,
instead the player moves his army in his
Command phase. In the Command
phase each character can issue orders to
units nearby and a unit can move when
it receives an order. To give an order the
player takes a dice test and, if this is
passed, the unit can be moved. A
character can give the same unit several
orders in succession, so it is possible to
move a unit several times during the
same turn. Theoretically, a unit can be
given a whole series of orders and
moved right from one side of the table
to the other. Theoretically that is! In
practice that rarely, if ever, happens
because of the checks and balances
worked into the system.

When a test to give an order is failed the
message is assumed to have been lost,
the runners have been captured, or the
general’s plans have been lost in the fog
of war. A unit cannot be given orders by
different characters in the same turn, so
a failed order will bring a unit’s move to
a halt. As a result it isn't possible to be

certain of moving all of the units in the
army during the turn, so it is vital to
plan moves very carefully indeed. A
character who fails to give an order can
give no more orders that turn either, so
other units will probably not move at all.
Furthermore, if the general fails to give
an order, no further orders can be given
by any characters that turn, not even by
characters that have not yet given orders
in that turn.

To allow the armies to keep coherent
battle lines, units are allowed to form
into brigades which move as a body and
which require only a single order to
move. Some troops are more amenable
to this than others — being brigaded with
a unit of Trolls is never a good thing, for
example, Another way in which units
can function without orders is by using
their Initiative. Units that are very close
to the enemy at the start of their turn
are allowed to move by using their
Initiative, so you don’t need to issue
orders to units that already have the
enemy in their sights.

Needless to say, issuing orders can be
made more difficult by various factors.
These include the distance between the
character giving the order and the unit
he wishes to move, the number of times
the unit has already moved that turn,
the presence of dense terrain, the
proximity of enemy troops to the unit,
and loss of enthusiasm due to casualties
the unit has suffered. These things mean
that the positioning of characters is
every bit as important as the positioning
of troops, as the characters form points
from which the battle is orchestrated.

Shooting and combat are both
conducted in a similar way. Each stand
of troops can strike a number of Attacks
at a time and can take a number of Hits
before it is destroyed. Most stands also
have an Armour saving throw in much
the same way as in Warhammer. The
average value for hits and attacks is 3.
So, for example, a stand of Empire
Halberdiers has 3 Attacks, 3 Hits, and an
Armour save of 6+. To work out how
many hits are scored by a unit when
shooting or fighting combat, add up the
unit’s attacks and roll 1 dice per attack.
With Warmaster being a game based on
tactics, the score required to inflict a Hit
depends not only on the fighting
qualities of the troops but upon their
tactical position. So. an enemy unit
which is in the open is hit on a score of
4 or more, a unit which is in a defended
position is hit on a 5 or more, and a unit
in a fortified position is hit on a 6. Once
hits have been worked out, any whole
stands that fall casualty are removed.
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Odd hits left over at the end of the
phase are simply ignored.

A novel aspect of Warmaster is that
combats are worked out in their entirety
during the Combat phase. A round of
combat is fought, then losers retreat,
victors pursue, and a further round of
combat is fought until either one side is
destroyed or until the victorious side
declines to press its advantage and
either holds its ground or falls back.
The effect of this is to telescope the
effect of combat once troops are
committed — the result will almost
certainly be decisive. As a consequence,
players must be very careful before
sending a unit into the fray. Well-
coordinated attacks are the answer, with
combat bonus Attacks available for units
which charge or pursue, and penalties
for troops facing terrifying foes or
fighting enemies to their side or rear.
Infantry can also offer support to

WARMASTER FAQ

For any readers who perhaps haven't
come across Warmaster before, we
present answers to some of the most
commonly asked questions below.

How can a book be a game? [
Q don't understand!

Unlike Warhammer, Warhammer

40,000 or The Lord of The Rings,
there isn't a boxed game for Warmaster
— it's just a rulebook all on its
lonesome. The Warmaster rulebook is
just that, a book of rules that explains
how to move and fight with your
armies. To actually play the game, you
will need enough metal models to
represent two armies, and a few other
bits and pieces such as some 6-sided
dice and a tape measure. Scenery, such
as model hills, makes games more
interesting.

What size are the models, and
what are they made from?

Technically speaking, Warmaster
models are described as being
“very, very tiny". The average Warmaster
troop model is 10mm high. Obviously,
cavalry, war engines, special characters

adjacent stands, which gives them a
bonus when determining which side
wins the combat.

The aim of the game is, as always, to
grind the enemy into the dirt and jump
up and down on his mangled corpse.
Warmaster achieves this by means of a
points value system, which is used to
choose armies and to calculate which
side has won at the end of the battle.
The game can be played for a pre-
determined number of turns or until
one side has lost half its number of
units — points are then added up and
the side inflicting the most damage on
the enemy is the winner. The loss of
one side’s general also ends the battle.

PAST, PRESENT AND FUTURE
Warmaster began life based upon 5-
6mm scale models, the same size as the
Epic models you may have seen. Epic
has always been a popular element of

etc are bigger, and some are a little bit
smaller (Dwarfs, for example). Because
they are so tiny, Warmaster troops are
supplied moulded together in little
groups or 'strips’, which you glue onto
plastic bases, usually in pairs. These
bases are usually referred to as 'stands’.
All Warmaster models are made from
white metal, like all our miniatures.

How many models do you need
Q for an army?

The size of a typical army

depends on what kind of army
you want to collect. Undead armies
contain lots of cheap troops so a small

(1,000 points) army might typically have

10-12 units for example. Chaos armies
tend to be costly in points, so a typical
1,000 points is more likely to have 7-8

troop units. Other armies tend to fall in

between these extremes — about 8-10
troop units. Of these troop units most
would be infantry or cavalry (each unit
consisting of three stands of two metal
castings making six stands per unit in
all). In addition, all armies will need
characters and a 1,000 points army
would typically have a general, a hero
and a wizard.

Q What do you mean by units?

A As with most games, troops are
organised into units or regiments,

which move and fight together in
orderly groups. Warmaster models are
glued onto bases so you can move
regiments around in a block, rather
than trying to herd lots of individual
‘models aeross the table in a neat
formation. Warmaster models come

the Warhammer 40,000 universe, and
players had long clamoured to know
when we were going to produce an
Epic scale equivalent for Warhammer.
For a long time, such a game was
probably the thing most sought by
veteran gamers and long time hobbyists.

In 1995 we had a series of test models
designed and put together three armies
for Undead, Orcs and Goblins, and
Bretonnians. The old Man O’ War range
provided a few flying monsters and
scratchbuilt items were made for things
like war machines and fortifications.
The basic game was put together in
1996 with a planned release in late
1997 as a boxed set including plastic
figures. We'd actually started work on
the masters for the plastics before it was
decided to delay the project whilst we
concentrated on producing a more
conventional game.

ready supplied with plastic bases for
this purpose. Most Warmaster units
consist of more than one of these bases
(usually three for troops, less for
artillery or monsters) and the army lists
specify exactly how many stands form a
unit for that troop type.

How easy is it to learn how to
play?

Warmaster is really intended for
A.-gamers who've had some previous
experience of wargaming, so we
wouldn't recommend it as a beginners'
game. Warmaster is really the kind of
game we design for players to 'move on
to' as their knowledge and passion for
the hobby grows and they are perhaps
looking for something other than, say,
Warhammer or whichever game they
first started playing. Having said that,
we've done our best to make the rules
sufficiently clear and straightforward for
anyone to understand them. Warmaster
certainly isn't a very complex game in
terms of rules, and readers familiar with
such wargaming terms as ‘D6', 'Combat’
or other common concepts will find the
rules easy to pick up.



The original Smm trial models were
made by Alan and Michael Perry and
Dave Andrews. Dave later produced the
first concept models for the 10mm
series and went on to design the bulk of
the Chaos and Undead models for the
final range, as well as the Bretonnians,
which were released later.

When one of our mould makers saw
Dave’s trial model he was inspired to
have a go himself. Colin Grayson's first
attempts were so good we stopped him
making moulds and put him on our
designer trainee program. Colin went
on to make the Empire range and a
large portion of the Orc and Goblin
models. Since then, Colin has forged a
position for himself as the man for tiny
figures, having made the Kislevite,
Lizardmen and Skaven ranges for the
game as well as countless new units.

The real modelling work began with a

Q How long does a game last?

AA typical game of Warmaster,

. played with two medium-sized
armies, will last about a couple of
hours, though the exact time depends
on how well the players know the
rules — and each other!

‘What armies can you have in
Warmaster?

At the moment, you can collect

armies for the Empire, Undead
(both Tomb Kings and Vampire
Counts), High Elves, Dark Elves,
Dwarfs, Chaos (both Daemonic and
Mortal armies), Ores and Goblins,
Kislevites, Bretonnians, Lizardmen
and Skaven. Rules for these armies
can be found in the rulebook or in
one of the annuals and supplements
produced for the game. We will
release roughly one new army a year
for Warmaster, so the range of armies
will definitely keep expanding for
some time to come!

How do you paint those tiny
Q figures?

The best advice we can give you

(A is not to worry about the detail,
but just to make the troops look good
when seen in a mass. Although the
models are individually quite detailed,
the bits you see when playing are the
shields, heads and weapons, so make
these neat and don’t worry too much
about the rest. Remember that once
infantry are stuck down you really
don’t see much of the rear of the
front rank, or front of the rear rank.

series of trial models that were used for
manufacturing tests and to give us some
models to play with. Designer and
trainee boss Gary Morley led the project
and made the first trial models
producing, whart else but, High Elves
(Gary made the latest 28mm range). At
the same time Gary was teaching his
other trainees how to make Warmaster
scale models.

One of the first changes to Warmaster
was the name — the original version had
been called Warhammer Epic but it was
felt that this might be confused with
Epic itself. Also it was not quite
appropriate once we decided to change
the scale. Warmaster was a name we'd
already registered and one I rather
liked... so Warmaster it became.

Games Development got lucky in 1999
benefitting greatly from a chance
meeting between myself and Stefan
Hess at the US Warhammer tournament
in Baltimore. Waiting at Baltimore
airport for our flight Stefan and I soon
started chatting about Warmaster. The
upshot was that Stefan very bravely
offered his services helping to develop
the game. Stefan’s regular
e-mails of comments and
suggestions soon
became an invaluable
part of the design
process

and as a result the finished Warmaster is
a far better game and is better
presented than might have been the
case had the two of us not met.

The game was completed and released
in 2000, with the initial six armies
released over the course of a few
months following-that. Soon afterwards,
Fanatic press launched Warmaster
magazine, which ran for a glorious 21
issues, continuing to develop the game
and to introduce new units, rules and
armies. In future, Warmaster will be
covered in Fanatic magazine. You can
find out more about Fanatic at
www.specialist-games.com

Since the game's release, we've
introduced no less than seven new
armies, so that Warmaster now covers
almost all the armies from its sister
Warhammer game (we haven't got
around to Wood Elves or Beastmen yet).
In addition, there's talk of an Araby
army for Warmaster next year,
opening up regions of the
Warhammer world not previously
explored.
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no better time to get involved in
Warmaster, u game of enormous battles
set in the Warhammer World. This is wa
on a different scale, where huge empire
*do hattle against each other. Here a

- Warhammer-scale army would be but o
- small part of your mighty force!

Warmaster Rulebook £20

With the Storm of Chaos upon us, there is
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Battles in 10mm scale

Storm of Chaos Characters

£6

This 160-page rulebook Denimark... ke 250.00
contains rules, army lists §wvdn.l.'
and painting and modelling  £40-...
guides, as well as full

appendices to summarise play.

Empire Halberdiers

This blister contains 7 Storm of Chaos Characters.

£6 Teutogen Guard

£6 Empire Steam Tank £6

This blister contains 3 Halberdier stands.

This blister contains 3 Teutogen Guard stands. & This blister containg 1 Empire Steam Tank.

£6

i Empire Pistoliers

This blister confains 3 Empire Pistolier stands.

Knights of the White Wolf £6

This blister contains 3 Knights of the White Wolf stands.

Empire Crosshowmen £6  Empire Flagellants £6 Empire Hand Gunners £6
This blister containg 3 Empire Crossbowmen stands. This blister containg 3 Empire Flagellant stands. This blister contains 3 Empire Hand Gunner stands.
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Greater Daemon of Tzeenich £7

This blister containg 1 Greater Daeman of Tzeentch

£6

Chaos Knights

This blister contains 3 Chaos Knight stands.

Daemon Characters of Tzeenich

This blister contains 2 Dagmon Characters of Tzeentch.

Daemon Horrors of Tzeentch

This blister contains 3 Horror stands.

Daemon Screamers of Tzeenich £6

This blister contains 3 Screamer stands.

Chaos Chariots £6

Chaos Norse Marauders

£6 Chaos Warriors

This blister contains 3 Chaos Chariot stands.

Chaos Hounds £6

This blister contains 3 Chaos Norse Marauder bases.

This blister contains 3 Chaos Warrior stands.

Chaos Marauder Horsemen £6

This blister contains 2 Chaos Hounds.
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WILL OF IRON

ONE MAN’S QUEST TO BUILD A TOURNAMENT ARMY FOR WARHAMMER 40,000

ur resident
Ouniipodeun
Chaos Warmaster

Christian Byrne is a
long time player of
Warhammer 40,000,
but tended fo steer
away from tournaments
— until recently. After
having an epiphany
last year, he discovered
that tournaments are actually a great way
to play the game. So, he decided to give
one a try, all he needed was o suitably
dangerous force. Join us as we follow his
quest to build an Iron Warriors army, so he
too may tread the hall of champions.

L] .

Christian Byme.

Christian: Tournaments have never really
excited me. There was something about the
competitive atmosphere that put me off.
When it comes to Warhammer 40,000 I'm
really only a social player. | always figured |
was just too laid back for tournament play.
Then, last year, | helped out at Conflict
London. To my surprise, people actually
seemed to be having a lot of fun, so | decided
to give it a go. It was time to expand my
horizons as a player. | would build an army
specifically for a tournament which would not
only appeal to my sensibilities as a painter
and modeller, but which would also hopefully
carry me to victory!

The idea for my army dates back to last year
when | was completely overwhelmed by the

style and standard of John Thompson's
Emperor’s Children army in White Dwarf 291.
My own Black Legion army (featured in the
Chaos Space Marine Collectors' Guide) was
hasically straight out of the box, with a neat,
quick colour scheme. They're okay but they're
not as special as they could be. So it was
back to Codex: Chaos Space Marines for a
brief look at what the other legions had to
offer. After experimenting with various army
lists and trawling through every catalogue we

had looking for components (the Chaos Space _

Marine Collectors’ Guide was invaluable), my
decision was made for me when | saw the
new lron Hands Space Marines. | would build
Iran Warriors, even though I'd originally
dismissed them because everybody seems to
have lron Warriors armies. They'd have lots of
cybernetic bits as well as every other cool
plastic and metal component | could get my
hands on. | started writing my shopping list.

My idea of a conversion spans everything
from a simple part swap to cutting up half a
dozen models to make a new one,
unfortunately for me my skills with green
stuff are pretty much limited to filling gaps
and not getting it all over my clothes. Still,
half the fun of this project has been finding
cool components and gluing them together to
create something at least a little bit different.
So, over the next three issues, I'll take you
through how | put together my army, plus
how | painted it and how it fared upon the
field of battle. Now all | have to do is track
down some tournament veterans to show me

the subtleties of Warhammer 40,000 before
the big fight. It'll be messy at first, I'm sure,
but that's what learning is all about.

THE STORY BEGINS

It's great to have some kind of history for an
army. It helps you to set down in stone
important things like the components and
style of your force. There is already a lot of
Iron Warriors history, from the codex, Index
Astartes and not to mention the Storm of Iron
novel by Graham McNeill. The Iron Warriors
are cruel and calculating siege veterans who
live and breathe the science of warfare. At the
very least, to make my little army stand out
from the rest, | had to give my Chaos
Lieutenant a name — Vathek. His right hand
man would be called Kheldoth (the ill-
tempered looking Space Marine with the
power-fist) and the squad that would
accompany him make up his personal guard.
The rest of the army is pretty much what you
can expect from the Iron Warriors, lots of
force selections designed to knock holes in
things. Although Vathek and his evil minions
are no doubt up to no good, being that he is
only a Lieutenant and not a Lord, he's not
likely to be the biggest mover and shaker to
come out of the Eye of Terror. And, er, that's
as far as | got. Though | have a name for my
leaders, I'll need to spend the next few weeks
pondering the story of Vathek and his lads,
details of which we'll look at in a future issue.
Now let's look at the next important stage in
the process — the methods of painting and
converting these archaic warriors.

— Y

The Chaos Lieutenant Vathek leads his troops into battle.
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VATHEK, CHAOS LIEUTENANT
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As Vathek is the main man of the army |
wanted him to look really interesting. So |
went to work slicing up the Iron Warrior
Warsmith, for his legs (which | attached to
the groin area of a plastic Khorne Berzerker
and filled-in with green stuff), and his arm, to
which | fitted a bionic hand from a Space
Marine Veteran Sergeant (shown above). | cut
the chainsward off this hand, and replaced it
with the sword from the Chaos Space Marine
sprue. The other arm is from the Iron Hands
boxed set (the hand | saved for a future

KHELDOTH, ASPIRING CHAMPION

Kheldoth is a glorified parts swap, inspired by
the grim looking Master of the Ravenwing.
Using more Iron Hands parts (this time the
bionic legs), Khédrn the Betrayer's backpack
and a filed-down power fist from the Space
Wolf Sprue. | think | created quite an
intimidating looking champion to act as
Vathek's second-in-command.
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conversion) with a plastic Space Marine bolt
pistol. The wire running from his arm to his
shoulder was attached by drilling two holes,
one where the original used to be and the
other under Vathek’s shoulder plate.

For Vathek’s head | picked the most
cybernetically enhanced Iron Hand head |
could find. | drilled a hole and used a length
of guitar wire to create a cable running to his
serva-arm. | thought that this would make
him look like he has a hardwired link to the

The basecoat is
three equal

% Drybrush the
= model with

arm. | also thought that the servo-arm was a
little small, so | decided to lengthen it with a
short piece of brass wire. The last thing
added was Cherubael the Daemonhost’s
parchment (from the Inquisitor Specialist
Games Range of models) as a loin cloth. It
also hides some conversion underneath.

Vathek was painted just like the rest of the
Chaos Space Marine squad, save for a couple
of extras, namely the cabling and his power
weapon, which required a little more detail.

Using Chainmail

s /1 Finally, paint
«. highlight the

¢ the highest

parts of Tin Bitz,
Boltgun Metal and
Black Ink. At this
stage apply the
colour liberally and
basecoat the entire
model.

Boltgun Metal a
couple of times to
get a good, amount
of coverage. You
don't want to go
overboard though,
try to keep it subtle.

edges of the armour.
This is also a good
point to cover the
recesses in the joins
with Black Ink.

edges of the armour
with a thin line of
Mithril Silver. It now
seems to have more
contrast than it
actually has.



< The basecoat is a mixture of equal parts of Brown Ink,
Tin Bitz and Dwarf Bronze. This mixture, like the base
coat for armour should be quite a fluid consistency.

#7 The next stage involves applying Dwarf Bronze to most
“ of the raised areas, leaving the deepest areas alone.

% After that Shining Gold is painted over about 50% of the
w.) area that the Dwarf Bronze was painted on. This is
concentrated on the edges and raised areas.

= The final stage is a 50/50 mixture of Mithril Silver and
" Shining Gold painted in a thin line on the edges of the
armour trim.

The Chaos Space Marine above was a bit
tricky at first. | managed to get hold of some
of the classic Space Marine bodies and this
was my first attempt at using one in a .
conversion. After cutting the original in half

with a modelling saw (and taking great care " The two Chaos Space Marines pictured right shoulder is from the Thousand Sons
whilst doing so), | filed it down and pinned it below are just a couple of examples of range — good for instant chevrons! The

to some plastic Chaos Space Marine legs creative part swapping. The first Chaos second Chaos Space Marine is much the
(which | filed down flat along the top). But Space Marine has the torso from the Chaos same except for the right leg. | cut a pair of
there was a great big gap in the back, so | Vehicle Accessory Sprue combined with legs from the Iron Hands boxed set in half,
had to use green stuff to create exira armour. some standard Space Marine and Chaos and attached the right one to a left leg taken
It didn't have to be too flash as there would Space Marine plastic parts. The head is one from the running plastic Space Marine

be a backpack masking the conversion. The the four lron Warrior heads available, but the assault legs.

shoulder pad is another hijacked Iron Hands
part, this one with the symbol filed down.

This Chaos Space Marine pictured above has
| the benefit of having the really cool Iron
| Hands Sergeant head and the chainsword
| hand of a Chaos Raptor. When this hand is
| attached to a standard Chaos Space Marine
| arm it makes it look as if he’s directing his
| comrades into battle.

The last two members of Vathek’s Chaos
Space Marine Squad have been posed to look
like they are charging into battle. Their legs

; are a combination of Khorne Berzerker and
% Use Skull White to add a | Space Marine assault squad legs. The

«0 Use watered down Fortress f |

il Grey to paint a thin line of . small dot towards the rear | Berzerker legs may sometimes require some
colour along the bottom part of of the lens, where the paint is filing down in places to get rid of the Khorne
the lens. still mostly black. | iconography. This is something | have done a

| a lot of for the army, as some of the shoulder

7 Apply more Fortress Grey /¢ Use 'Ardcoat to varnish pads are filed-down Iron Hands pads. Like

£ to the front corner of the * the lens. Do this last, after the rest of my Chaos Space Marines | have
lens, this heightens the effect the entire model has been | used a combinaton of traitor and loyalist

sprayed with Purity Seal. components to complete the models.

of the previous step.
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ARMY COMPOSITION

Usually how | design a Chaos Space Marine
force depends on the opponent | will be
facing. But this army has to be able to handle
all kinds of enemies, so it requires some
serious thought. The first place | looked was
at a typical tournament mission which is
normally a variation of the Cleanse scenario
from the rulebook. The Iron Warriors need to
be designed to take advantage of their
strengths, which for me is shooting, while at
the same time maximising their ability to take
and control table quarters. With that in mind |

set about creating the list.

First of all is the leader, Chaos Lieutenant
Vathek. | have armed him with a power
weapon, and given him Daemonic Strength to
make him Strength 5. He also has a servo-
arm which will strike like a power fist after all
the rest of attacks. Finally, Daemonic Aura and
Bionics gives him extra insurance, in the form
of a 5+ Invunerable save and a further one in
six chance of surviving a killing blow. He will
accompany the squad of Chaos Space
Marines in the Rhino. Their two main
purposes are to capture or contest a quarter
and to assault enemy units who are
threatening other elements of my army. The
squad is streamlined, carrying only what they
need, no extra weapons like plasma pistols or
meltaguns. Their Champion is armed with a
power fist to take down any vehicles should
they become a problem. He also has the
Daemonic Aura/Bionics combo.

The next Chaos Marine Squad has Infiltrate,
for two reasons. One, they can be deployed

closer to another table quarter, hopefully in
some advantageous terrain. And two — they
carry two plasma guns. The Champion is
carrying the lethal Kai gun (Assault 2,
Strength 6, AP 3, range 24"). These guys can
start the game in range of enemy Space
Marines, which, if all goes well, means they
can kill up to four per round, without having
to spend Turn 1 moving into
range. They also provide a guide
to where | can place the Havocs,
my next unit with Infiltrate.
These guys can be very nasty if
left alone. Two autocannons and
fwo missile launchers,
combined with the Tank Hunters
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than adequate to pop open
enemy transports, allowing the
rest of the army to open fire
while they foot-slog their way
across the table. The Havocs
will also wreak destruction on
any lightly armoured fargets
like Imperial Guard or Eldar.

5 Havaes

The last two options are a
Basilisk (half the reason you
play Iron Warriors) and a
Dreadnought. The Basilisk is
a no-brainer, sit back behind
cover, lob massive amounts
of artillery on as many units
as possible. The
Dreadnought, however, has

Chaos Rhing
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the unpleasant job of drawing fire. It moves
forward, shooting its plasma cannon,
hopefully getting into a Fire Frenzy or Blood
Rage which may do extra damage. If it makes
it into combat, all the better.

My army will probably be subject to change
as | begin testing it, which means some
playing to work out and refine my tactics.
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4 Carefully paint on black and white stripes at about a 45-degree angle. You'll
I need to have hit of patience and care at this stage, but if it's not perfect then

it can easily be fixed.

3 Go over the white stripes with Bad Moon Yellow. Painting the white first
£ means that the yellow appears baolder.

“3 Along one edge of each stripe carefully apply a thin strip of either Fortress
Grey (for Chaos Black), or a 50/50 mix of Skull White and Bad Moon Yellow

(-for the Bad Moon Yellow).

1 Now for the first stage of wear and tear. Using Tin bitz, apply the paint
unevenly to some of the edges and surface area of the chevrons. This is

great for covering up mistakes.

I Use Boltgun Metal over the same areas as the Tin Bitz, leaving some of the
«. Tin Bitz exposed.

= Use Mithril Silver to add small extra highlights over the Boltgun Metal, again
"' leaving the previous colours exposed at the edges.

“+ As an added last touch | mixed red and brown ink and applied it to the
' chains of the sword to simulate blood. Then, while it was still wet, | used
Blood Red to give it a little extra highlight. You may also want to paint tiny
flecks of blood on the armour to make it look like the blood has splattered.
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PENITENT ENGINE

An expert painter tells us how he went about painting this centrepiece model.

When we saw the new Penitent Engine
we decided it only fitting that one of our
expert painters should get the chance to
model and paint it. Golden Demon
winner, Mark Tait, stepped in, and here's
the result of his endeavours.

Mark: When | first saw
the Penitent Engine, |
was struck by its arcane
look, a vast machine of
torture with a human
being at the centre. The
sheer mechanical
awkwardness of the
model was fantastic,
and | soon had a clear idea in my mind of
the kind of pose and colour scheme that I'd
like to apply to it. | like to take my time when
painting models but this time | decided to
give myself an added challenge. | would
paint the model in a week, for me, that is a
very short amount of time!

As far as a painting schedule was concerned, |
had five days to work with, so began to divide
up my time based on that. Preparation is

important, and so | put aside a day to get this
sorted out. | also wanted to take as much time

| started by constructing the base. Thisis a
good place to start as it allows you to create

| a context for the model, particularly with

centrepieces for your army. The base was
made using three 60mm bases glued on top
of each other and then surrounded with thin
plasticard.

So that the model could be used on any
battlefield, | decided to keep the theme

. simple: small chunks of slate stacked and .

filled with some sand fitted the bill. This had

the major benefit of raising the model even

higher off the table, giving it a more

. threatening posture!

.
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as possible at the beginning to get the pose

right. Of course | wanted fo spend a full day on

the pilot, but only after I'd painted the engine
itself. Two or three days seemed

right for that part, the faster
the better really.

Mark has labelled up
his Penitent Engine
so you can follow
what he did. A refers
to the main body. B is
the pilot, € the right
leg and B the left leg.

b 4

-One thing | didn’t want to do was convert the

model, so decided to pose it (using Blu-Tac)
so that it really looked as though it was
throwing itself into the heart of the battle.

SUB-ASSEMBLIES

| assembled all the pieces into big chunks or
‘sub-assemblies’ that | could paint and
assemble afterwards. In particular, | left the

‘pilot’ free so I'd be able to paint finer detail
on it. | have always found that working on
flesh areas separately (the head in the case of
Space Marines, for example) allows you to
add more detail to the focal point on a model.



STAGE ONE

| began to work on the messiest area of the
model — the metalwork. Starting with a
hasecoat of Tin Bitz, | applied a thin coat of
an equal parts mix of Tin Bitz and Chainmail
to the pistons and weapons. To make it more
distinct from the rest of the model | painted
the boiler (figure 1) a coat of Tin Bitz and
Dwarf Bronze.

A Figure 1

STAGE TWO

At this point | then used an equal parts mix
of Brown and Green inks to wash over the
pistons. | find this a very effective way of
representing well-oiled machinery. To finish
the pistons and weapons | painted on a
thinned down highlight of Mithril Silver.
Moving on to the boiler | applied an equal
parts mix of Tin Bitz and Shining Gold,
finished with a hightight of Shining Gold and
Mithril Silver. To complete the effect, |
painted all the metal with a thin glaze of
Brown Ink.
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It was now time for me to tackle the main
body of the monster. | decided to tie the
colour scheme to a similar one that | had
used on the Preacher Sentinel that | had
done some years earlier (pictured below).

To begin with, | applied a basecoat mix of
Red Gore and Scab Red all over the main
metal struts and bodywaork. A wash of thin
Red Ink glaze made the colour more intense
(figure 2).
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The next stage was fo highlight all the edges
with an equal parts mix of Red Gore and
Bronzed Flesh followed by another Red Ink
glaze over the top (figure 3).

| Figure 2

Finally, | applied a highlight of Scab Red,
Bronzed Flesh and Skull White to the
corners. Two very watered down glazes of
Red and Brown Ink were then washed over
the hull area. To add an embattled
appearance, | added little chinks of Mithril
Silver to the edges of the armour in random
places as though it had been neglected for
some time. | was on still schedule and had
plenty of time to concentrate on details.

Now | had finished the bulk of the model, |
_could move onto the more fun areas, for
example the pilot, parchments and skulls!

been strapped in for some time. A final
highlight was applied by adding Skull White
to the original mix.

To start with | painted the skin an equal
parts mix of Midnight Blue, Warlock Purple
and Dwarf Flesh, and then highlighted this
using Bronzed Flesh. This mix of colours
gave the effect that this particular host had

| painted the metal of the chair in exactly the |
same way as the main body and picked out |
the piping using Enchanted Blue, Red Gore,
Snot Green and Codex Grey.
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Now | had a full day to pick out any fine
details on the model (figure 4) There was
plenty of time to experiment with a new
technique on the parchment and cloth. |
applied two thinned down coats of Graveyard
Earth as a basecoat.

To give areas of the model a sun bleached
effect | highlighted the edges of parchment
with a thin coat of Bleached Bone followed by
Skull White (figure 5).

g Trophy skulls are dotted
around the model and |

. Wwanted to make these appear
# old and sun bleached. | gave
| them a basecoat of Chaos
Black and Brown Ink, adding Skull White to
this mix until only white was being used on

the sharpest edges. | advise anyone who tries

their hand at this approach to temper the
mixes with a lot of water so that they are
almost like glazes.

For the wax seals | decided

| that the typical red would not
| stand out from the main body
% and so went for green to
comrast | staned with Snot Green as a
basecoat. To highlight, | mixed Snot Green
and Scorpion Green and then glazed down
again with Dark Green Ink.

i To create the impression that
the model was in the midst of
battle, | stippled pure Red Ink
. onto the saw blades and
extended it down the arms to
represent freshly spilt blood.

1 For the flame effect |

| started with a basecoat of
Scab Red, which | then

| highlighted with Red Gore.

' wet, | painted on a little
Blood Red followed by an
equal parts mix of Blood

¥ Red and Sunburst Yellow.
To ﬁnssh off | applied a thin coat of Sunburst
Yellow to the points and, to tone the colour
down, | painted on a thin glaze of Red Ink
over the whole area.

Once I'd finished painting the separate
sections of the model, | drybrushed the base
with Codex Grey and finally Skull White. A
few tufts of Static Grass finished off the base
ready for me to assemble the whole model
into the pose | wanted. I'm very happy with
the final result, considering how little time |
gave myself to paint it, all of five days in
total. This Penitent Engine will make a
suitable companion piece to my Preacher
Sentinel.

| While this was still partially:

Mark's freshly pamred Fenitent Engine charges into the enemy lines.

Finally, it was time for me to paint the
liturgy on the purity seals. | used more
Ghaos Black and Brown Ink applied witha |
standard brush. It holds more paint than a
small brush, so keeps it fluid longer.

. Providing the point is sharp, it will do just ;
| as good a job as any one-bristle brush! |
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The Art of Warhammer:

GIC

Optimising your use of Magic in Warbammer

— Jeff Leong continues
his series on
Warhammer tactics
with a look at the
Magic phase — an
important part of the
¥ game. Disrupt your

opponent’s army and

enhance your own,
or simply blast him to bits. Whilst
Magic is not necessarily game-
winning in itself, it can be a
powerful ally.

Seff Leong

To begin, you should understand what
types of magic exist in the Warhammer
world. It seems almost every race has its

“own unique magical abilities — from the

innately magical High Elves to the
magic-resistant Dwarfs. Including army-
specific magic lists, there are more than
15 different Lores of Magic. As we hardly
have the space to go through all of them
here I will break the spells into four
basic categories based on their effect in
game play: direct damage, movement,
augmentation, and disruption.

ZAP! BOOM! BAM!

Direct damage spells are just that —
spells that do damage directly to a unit.
Magic missiles, such as Fire Ball (D6
automatic Strength 4 hits on a single
unit within 24") or the deadly Slaaneshi
spell Blissful Throes (D6 automatic
Strength 6 hits on a single unit within
12"), are typical spells of this type.
However, you must also include non-
missile direct damage spells in this
category, spells such as the Waaagh!
Spell Fists of Gork (every model in the
target unit counts as being attacked by a
charging Orc with a choppa — suffering a
single attack at Weapon Skill 3 and
Strength 4) or the Dark Magic spell Sou/
Stealer (every model in the target unit
takes a Strength 3 hit). These spells are

_ designed to cause immediate casualties

on their targets.

Direct damage spells are best to either
reduce the unit strength of large enemy
formations or to destroy or incapacitate
smaller units. Killing a few models in a
large enemy formation may mean that
your units will outnumber your
opponent in an upcoming combat. This
can result in your opponent losing the
+1 bonus to combat resolution for
outnumbering and you receiving the
point instead — a swing of two points in
real terms. Direct damage spells are also
quite useful in reducing or eliminating
fast, hard-to-hit units such as
Skirmishers or Fast Cavalry.

In the example below, a unit of Empire
Handgunners are trying to shoot some
Lizardmen Skinks (Diagram 1.1). The
Skinks are Skirmishers (which gives a -1
modifier to hit when shooting at them),
they are in the forest (which counts as
light cover, giving a further -1 to hit),
and they have the Chameleon special
rule (another -1 to hit). Since the
Handgunners have a Ballistic Skill of 3,
they now need a 7 to hit (obviously not
possible on a D6, but represented by an

Diagram 11
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initial roll of a 6 followed by a roll of a
4+). With ten Handgunners in the unit,
they'll be lucky to hit even one of the
shifty Chameleon Skinks. However, a
simple Fire Ball spell ignores all the
negative shooting modifiers and does
D6 automatic Strength 4 hits, which is
likely to kill the Toughness 2 Skinks.
Because spells do not suffer any
shooting modifiers, they are excellent
for destroying such hard-to-hit units.
Similarly, Fast Cavalry are quite
vulnerable to direct damage spells as
well, Fast Cavalry depend on their
manoeuvrability, rather than their
armour, to survive and are often fielded
in small units. This means that even
minor direct damage spells can be
potentially devastating.

A SHUFFLE TO THE LEFT

Mowvement spells move your units during
the Magic phase. These include spells
that move single models, such as Steed
of Shadows (which allows for a single
model to take a flight move), spells that
can move an entire unit, such as The
Wolf Hunts (moves a unit of cavalry,
swarm, or monster 2D6") and the Tomb
Kings' Incantation of Urgency (allowing
a unit to take another Movement phase).
Movement spells are designed to
enhance the manoeuvrability of your
forces by providing additional
movement in the Magic phase.

If you set it up properly, getting a
movement spell off in the Magic phase
can be catastrophic for your opponent.
In the example below (Diagram 1.2), the
Vampire Counts player has used his
Movement phase to manoeuvre his Dire
Wolves into a position on the flank of
the Chaos Warriors. If he is able to
successfully cast the spell Van Hel's
Danse Macabre (which allows his Dire
Wolves to move up to 8"), he can charge
the flank of the warrior unit, negating
their rank bonus and putting them in

dire straits. A word of warning, however, -

Dire Wolves

Diagram 12
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a canny opponent knows how
devastating these spells can be, so don’t
be surprised if they hold back some
Dispel dice or a Dispel Scroll for just
that right moment.

I AM INVINCIBLE!

Augmentation spells provide
enhancement to, or protection for, your
units. These include spells such as the
Howler Wind (prevents shooting of
Strength 4 or less at units within 12" of
the caster and slows enemy movement)
and Pelt of Midnight (all shooting at
your unit requires a 6 to hit and shots
using the scatter dice automatically
deviate) that reduce your vulnerability to

enemy attack. The Lore of Shadows spell’

Shades of Death (makes your unit cause
fear) or the Lore of Light spell,
Guardian Light (units within 12" of the
caster are immune to psychology),
enhance your unit by adding or negating
psychological effects.

Both Undead armies have the ultimate
augmentation spells: fnvocation of
Nehek (raises new Skeletons or Zombies
to fight for the Vampire Counts) and the
Incantation of Summoning (which can
replenish lost troops in Tomb Kings’
units) — these allow them to replenish
forces lost through the course of a
battle. In general, augmentation spells
provide some form of assistance to your
units during the battle.

Empire Handgunners espy a unit of Chameleon Skinks biding in the woods.

While the Invocation of Nebek and the
Incantation of Summoning are rather
straightforward in their application, the
rest of the augmentation spells require
careful planning. Many of these spells
remain in play, meaning that your
opponent is likely to have an
opportunity to dispel them prior to his
next Shooting or Close Combat phase.
Regardless, they are still worthwhile,
particularly used in combination. For
instance, if you are fortunate enough to
cast both the Second Sign of Amul
(allowing you D3 re-rolls) and Fiery
Blast (2D6 Strength 4 hits), you can use
your re-rolls to ensure that your Fiery
Blast does a significant number of hits
on your target. This is by no means the
only effective combination. As you can
see below, the Wood Elves can use their
Treesing spell (moves a wood D6" in a
nominated direction) to extend the
range of Master of the Wood (D6
automatic Strength 5 hits within 12" of a
wooded terrain feature) (Diagram 1.3
below). Even if you cannot get a great
combination, a ‘remains in play’ spell
can still benefit you. If your opponent is
forced to dispel these spells in his Magic
phase, it puts him on the defensive and
limits the number of Power dice he has
available to use against you.

YOU ARE GETTING VERY,
VERY SLEEPY

Disruption spells restrict your
opponent’s ability to accomplish his
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‘ Di-agram 14

Diagram 13
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battle plan. For example, you may deny

" his units the ability to move through the

use of the Dark Magic spell, Dominion
(the Sorceress can stop a unit within 12"
from either moving, shooting or casting
spells in their next turn). Disruption
spells may also force your opponent to
move his units where you would like
them to go, using the Slaaneshi spell’
Titillating Delusions (forces an enemy
unit to move towards a point chosen by
the Slaaneshi Sorcerer). These spells are
by far the most insidious, and
potentially the most dangerous. These
spells are designed to disrupt your
opponent’s battle plan.

The most effective use of disruption
spells requires a good battle plan and a
careful evaluation of the potential
consequences. Your battle plan is
important, because you have to know
what specific effect you want the spell to
have on your opponent. In the example
below (Diagram 1.4), the wily Dark EIf
general is setting a trap for the
rampaging Chaos Hordes. He wants the
Chaos Knights to charge into his
Spearmen regiment so that he can then
charge them in the flank with his Cold
One Knights. However, if he isn’t
thinking and has his Sorceress cast
Dominion on the Chaos Knights to stop
their movement (which might be very
advisable in another situation), his
carefully laid trap will be for nothing,.

In another game, a Dark Elf general
lands his terror-causing Manticore
behind a unit of Chosen Chaos Knights
(Diagram 1.5). In his ensuing Magic
phase, he casts Doom and Darkness
(temporarily reducing the enemy
Leadership by 3) on the Knight
unit. At the beginning of the Chaos
/ player’s next turn, his Knights now
have to make a Terror test (for
being within 6" of a terror-causing
creature at the beginning of the
turn) on a Leadership of 5 instead of 8.

Needless to say, the Knights fail the test
and flee towards the Dark EIf lines (if
you fail a Terror test, you run directly
away from the source of the terror),
where they are summarily run down by
a unit of Dark Riders.

DIFFERENT STROKES
Hopetully you're thinking, “Wait! Not all
spells fit neatly into these categories.”
You're right! Several spells have the
ability to fill multiple roles (usually
direct damage combined with
disruption), which makes them
especially dangerous. Pit of Shades
combines the direct damage of a single
Strength 3 hit on every model under the
template and the potential disruption of
causing the unit to move at half rate as it

 struggles to get out of the pit.. As a Dark

Elf player, one of my favourite spells is
Black Horror, the perfect combination
of direct damage (each model under
the template must pass a Strength test
or suffer a wound with no Armour saves
possible) and disruption (any unit that
takes a casualty must take an immediate
Panic test). These spells can be used
essentially as spells of either category.

INTO THE GREAT BEYOND
Once you can see the spells for what
they do, ie. the four basic categories
above, rather than how they do it - the
different names/wording of various
spells, it is far easier to defend yourself
against even a heavy magic artack. In
most cases, your opponent will have
more Power dice than you have Dispel
dice, essentially because wizards
generate a greater number of Power dice
than they do Dispel dice, which means
that you will have to manage your
defensive Magic phase carefully to
succeed. I try to follow these three
steps: evaluate, decide, and execute.

NOW I KNOW EVERYTHING
Before your opponent’s Magic phase
starts, you need to evaluate the spells
that your opponent has available. For
each spell, make sure that you know
what type of spell it is (direct damage,
movement, augmentation, or
disruption) and what it does - 2D6
Strength 4 hits, 8" of movement, etc.
Then look at your army and see what
effect that will have on each of your
units. For instance, a Fire Ball may be
devastating to a unit of five Pistoliers
(Fast Cavalry with a 5+ Armour save),
but the same spell would have little
impact on a unit of 25 Swordsmen. In
the case of the Pistoliers, taking as many
as 0 hits (Fire Ball does D6 Strength 4
hits) could destroy the unit outright. For
the Swordsmen, however, even a worst-
case situation where the Fire Ball gets 6
hits will not significantly affect the unit.
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It's not even enough to cause a Panic
test as six of 25 models is not quite the
25% casualties required to cause a Panic
test. When you are learning to evaluate,
it may help to use a simple risk matrix,
like the one shown on the next page.

The risk matrix forces you to look at
each spell and rate the potential impact
on each of your types of units in a
simple format — low; medium, and high
risk. Low risk means there is minimal
chance of unacceptable damage to the
unit from this spell; either as a result of
the unit’s size, in the case of the
Swordsmen above, the unit’s Toughness
(a spell does Strength 2 hits to a
Toughness 4 unit, where your opponent
would need to roll a 6 to score a

wound), or a unit’s Armour save

Diagram 15
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(Strength 3 hits versus a 1+ or 2+
Armour save).

Let’s see how this works for a Chaos
General. Once he’s filled in the basic
spell information, the he looks at the
Fire Ball spell. He estimates that this
spell will do 3-4 Strength 4 hits, the

average for a DG6. For his 16-strong unit

of Chaos Warriors with shields, he
decides that he is unlikely to lose more
than one to two models from this spell
(estimating about two Wounds, with his
models getting a Saving throw of 5+),
so he rates it as a low risk spell against
this unit. For the unit of 6 Chosen
Knights, with their 1+ Armour save,
there is very little chance of taking even
one wound, so he rates this low risk as

well. For the Marauder Cavalry, however,

four hits at Strength 4 could easily
destroy the better part of that 5 man
unit, so he rates the risk to this unit as
high. Similarly, since the Furies will not
get any save against damage from this
spell (the Daemonic Aura Ward save
does not work against magical attacks),
four hits could seriously damage this
five-strong unit, a high risk is given. The
final unit, a Chaos Chariot, is also
unlikely to be adversely affected by this
spell, so a low risk is given. In the final
column, he writes a note to remind
himself that the Furies will lose their
Daemonic Aura save against this spell so

AL

With the terrifying Manticore causing the ensorcelled Chaos Knights to flee, they are easy meat for the waiting Dark Riders.

that he won’t forget during the game.
He then performs similar evaluations for
the direct damage spells.

Unlike the direct damage spells, the
enemy's movement spells (and to some
degree augmentation spells as well) do
not directly affect your units. As such,
you won’t have a ‘risk for each unit, but
rather an overall risk for the probable
impact of the spell. For the Unseen
Lurker spell in the risk matrix, the
Chaos player has decided that this spell
is a high risk if there are enemy units

_positioned to execute flank charges on

his troops. Since this spell doesn’t allow
any charge responses other than hold
(which means that you cannot flee or
stand and shoot if charged by this spell),
a unit caught with an exposed flank
could prove disastrous for the Chaos
troops. Therefore, he has given a high
risk factor to this spell, which is noted in
the Notes column. Conversely, he has
rated Pelt of Midnight as no risk because
it only affects shooting, of which the
Chaos player has none.

HA! YOU CAN’T HURT ME.
MUCH

Now that you've evaluated your
opponent’s spells, you need to decide
what you must stop in the Magic phase.
This is dependent on your battle plan.
For instance, on his second turn, our
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Spell Name Fireball Wall of Fire Steed of Shadows Creeping Death Pelt of Midnight Unseen Lurker
Ranoe .24."' %n 1:211 2)‘-" 3 2.41| 24"
Type Direct Damage Direct Damage/ Movement Direct Damage Augmentation Movement
Disruption )
Effect D6 Strength 4 hits.  Strength 4 hiton  Flight move for D6 Strength 3 hits All shooting Unit gets 8" move —
! ; £ a front g D i i e et
Ex ake extra ~ charged.
‘damage to move
SR theough wall.
Chaos Warriors Low = Low = =
‘Chosen Knights Med == ‘Med - -
Marauder Cavalry Low - Med - -
Furies None = Med = -
Chaos Chariot Low Low = Low = =
Notes, Be careful - No problem ~ 1 High Priority if
i _don’t have any - any units are in

faee ol aie

Example of a risk matrix for a Chaos player facing an Empire army which has a Lvl 2 Fire Wizard and a Lvl 4 Shadow Wizard,

Chaos player is planning on using his
Furies' flying ability to charge and
neutralise the Empire Cannon. Because
of this, he may decide that they are to
be protected at all costs. Therefore, he
must stop both the Fire Ball and
Creeping Death spells (which are a high
and medium risk to the Furies) if his
opponent targets them. At the same
time, he needs to look at how his
opponent might use the other high-risk
spell, Unseen Lurker. This early in the
game, there aren’t any enemy units in
range to flank charge any of his Chaos
units, so he elects not to worry about it
for the time being. So, based on his
evaluation, the Chaos player has decided
that his priority is to keep the Fire Ball
and Creeping Death spells from hitting
his vulnerable Furies. As the game
progresses and situations change, so will
the choice of the critical spell or spells
to stop. Later on, Unseen Lurker may be
able to propel an Empire Knight unit
into the flank of the Chaos Warriors, so
it becomes the highest threat. You must
determine the ‘must-stop’ spells prior to
the start of each Magic phase. Decide
what spells you cannot allow to go off
based on your own carefully thought -
out evaluation and risk matrix.

ALL IS CALM IN THE EYE
OF THE STORM

To successfully defend against those
‘must-stop’ spells, the next step is
critical — execute your plan. It's easy in
the excitement of the moment to want
to stop everything that your opponent
throws out at you. However, you will
rarely have the required Dispel dice or
Dispel Scrolls to do this. The key,
therefore, is to use your dispel
capabilities wisely.

To accomplish this, decide how many
dice to allocate to stopping any given
spell. As a rule of thumb, I look at the
casting cost of the spell. This is the
minimum value your opponent must

roll to successfully cast the spell, so your
Dispel roll must at least bear this value.
For instance, if you decide that you must
stop the Unseen Lurker spell, with its
casting cost of 10+, then save at least
three Dispel dice (since the average roll
on a D6 is 3.5, three dice will usually get
you between 10 and 11). However, if
this is a critical spell for your opponent,
he will put a significant effort into its
success, so, while your absolute
minimum is three Dispel dice, it might
be wise to save four dice if you really
can’t afford for this spell to succeed.

To truly be safe against a spell, you will
need to hold back a significant number
of dice. Although you may be tempted
to spend your Dispel dice on lesser
spells early on, stay focused on your
plan. It will protect you from being
vulnerable to high-risk spells later on.
Either that, or you can pray for a miscast
(which could prematurely end the Magic
phase), but I wouldn’t bet any money
on that working out.

Proper magic defence is an effort in
controlling your opponent’s Magic
phase rather than eliminating it. With a

_structured approach, you can maximize

the use of your defensive capabilities.

SWITCHING TO THE
OFFENSIVE

But magic is not just defensive. You get
to throw spells too. Just as it is
important to stop an opponent’s magic,
you've also got to get the most out of

yvour own Magic phase. This is actually
far more straightforward than defending
yourself from magic, but it still requires
some forethought on your part. You
need to set up your plan at the
beginning of your turn. If you don’t
know what you want from your spells,
you may not move your wizards into the
proper positions to make the most of
your capabilities. Just as with the
defensive magic phase, we need to
follow the three steps to develop our
plan: evaluate, decide, and execute.

A PLAN IS NEVER WASTED
Just as you can evaluate the effect your
opponent’s spells will have on your
units, you should plan what your spells
will do to his troops. To evaluate your
magic abilities, you can use a similar risk
matrix. This time looking at what your
spells can do to his units.

Based on this evaluation, decide what
spells you will attempt to cast. 1 find it
helpful at this point to jot down how
many dice I plan to use for each spell.
This gives me a good idea of what sort
of approach to take as I actually execute
the Magic phase.

After making this early decision on what
to accomplish in the Magic phase,
ensure that you manoeuvre your units
and wizards into the proper positions so
that spells will affect the units that you
wish to target. You can set up a beautiful
flank charge with your knights, planning
on using The Wolf Hunts (allows a unit
of cavalry, swarms or monster to move
2D6" towards an enemy unit, and counts
as charging if it impacts the unit) to
sweep in during the Magic phase, but if
your wizard is out of range of the

112 THE ART OF WARHAMMER: MAGIC




e —— i e

Knights (the spell only has a 24" range)
your grand plan will fail. Similarly, if you
plan to destroy an enemy unit of Dire
Wolves with a one-two punch of Fire
Ball and Fiery Blast, it's a rude surprise
to find out that you have mistakenly
blocked your wizard's line of sight to his
target. It is important to note here that
wizards who are inside of ranked units
have their arc of sight restricted to the
unit’s sight lines (Diagram 1.6), so it’s
sometimes advisable to pull a wizard out
of a unit during the Movement phase to
take advantage of a single model’s 360-
degree arc of sight (Diagram 1.7).

ON YOUR MARKS, GET
SET... GO!

Now it’s time to make things happen.
There are many ways to exectfe your
plan, but they tend to fall into two
broad categories: the slow burn or the
big whammy. I tend to vary these tactics
depending on what I want to do.

The slow burn is designed to draw out
Dispel dice with lesser spells to allow
the big spell to be cast at the end of the
phase. To do this, you cast several low-
casting cost spells that your opponent
will want to stop, hoping that he will
use up his Dispel dice in the process.
Ideally, this will leave him without any
Dispel dice to stop the spell that you
really want to use, which you will save
to the end. An Empire player could
execute this strategy by casting his Fire
Ball and Creeping Death spells at the
vulnerable Furies before finishing off the

The lone High Elf Mage bas a choice of targets compared to bis comrade in the Swordmasters unit.

Magic phase with an Unseen Lurker to
charge his Knights into the flank of the
Chaos Warriors.

On the other end of the spectrum, the
big whammy is designed to use your big
spell as a winner-takes-all contest to set
up your Magic phase. To execute this
ractic, you must have a spell that both
you and your opponent know must be
stopped — a good friend of mine uses
the Dark Elf spell Black Horror (each
model under the template must pass a
Strength test or suffer a wound with no
Armour saves possible) for this purpose.
Cast your ‘must stop’ spell first in your
Magic phase with a large number of
casting dice. As these spells will usually
have a relatively high casting cost, 1

recommend at least 4 Power dice for the

big whammy spell using a Power Stone
to beef up Level 2 wizards. This forces
your opponent either to allow your spell
to go off or to use up most of his Dispel
dice in an attempt to stop it.

FORTUNE FAVOURS

THE BOLD

When it’s finally time to roll the dice
and cast your spells, the last thing you
want to worry about are Dispel Scrolls
or Miscasts — so don’t. If your opponent
has Dispel Scrolls, he’s going to use
them at some point, and your worry will
do nothing to change that. Similarly, you
may miscast at various points
throughout the game. Don't let this
make you tentative — attack boldly, and
let the spells fall where they may.

Diagram 16

.Diagi'am 17

HOCUS-POCUS

Next month, we'll really get into the
thick of things as we take a look at the
Close Combat phase and explore some
of the tactics you can use once you are
engaged in melee. Until then, may the
Winds of Magic blow strong for you.

113



INCOMING

| WARHAMMER |/

JOUBLE A

War-torn tales aJ"Iay'\Jr e honatr- SFX

Double Eagle

by Dan Abnett

Dan Abnett proves why he's the master
of future-war in his latest action-
packed novel! Double Eagle is the
storming tale of high-speed air combat
in the war-torn Sahbat system!

Hardback » £16.99

WWW.BLACKLIBRARY.COM

Sacred Flesh
by Rohin D. Laws

Battlefield looter Angelika Fleischer
becomes embroiled in a tense web of
deceit as she escorts a group of
pilgrims to a remote abbey in the
dangerous Blackfire Pass!

Novel = £6.99
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Deathwatch

Action-Packed Graphic Novel

The elite Space Marines of the
Deathwatch are sent to rid a planet of
alien taint, but when the aliens appear
to be human, how can they prevail?

Graphic Novel « £5.99

J oo i “’
I The Warhammer continues inside
Plus

: Dagmonifuge 111& Darkblada IV

Warhammer Monthly 82
The All-Action Comic

Ephrael Stern — Sister of Battle is back
in Daemonifuge HI! Plus Adrian Smith
draws The Warhammer and the Banner
of Blood is raised in Darkblade!

Comic = £2.50
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w ome along to any Games
Workshop Hobby Centre this
summer and you can take part

in a2 multitude of activities. A
worldwide campaign, huge mega-
battles, gaming leagues, hobby
classes and painting competitions are
just a few of the activities we have on
offer. Feast your eyes on these pages
to see what you can do!

This July the worldwide Storm of Chaos
““tampaign begins, so you just have time
to prepare your forces.

An enormous allied horde of evil armies
is massing to the east of the Empire city
of Middenheim. Led by Archaon, Lord of
. the End Times, this seemingly
unstoppable army desires nothing less
than the total destruction of the ancient
fortress-city and everything else that is in
their path. Emperor Karl Franz and
Valten, a great champion many believe
to be an earthly manifestation of the god
Sigmar, rush to defend the city of

" THE STORM GATHERS

Summer Gaming activities across the UK

Middenheim and the lives of every
member of the civilized races. Will
Middenheim fall to the Forces of
Darkness, or will the allied defenders
hold strong?

Over the summer all of our hobby
centres will be running special
scenarios, painting and modelling
tutorials, competitions, roadshows and
much more. Every battle you fight will
count fowards the campaign’s outcome,

* as the centres will be entering their

results on a daily basis. The battles
fought in the centres also decide the fate
of key battlefields. Don’t miss out, ring
your local Hobby Centre now and find
out how you can participate.

Worldwide Web campaign

This summer, if you register online to
the Storm of Chaos website, every battle
you play will help decide the fate of the
Empire and whether Archaon completes

his diabolical plan to become as
powerful as a god. Visit the official
Storm of Chaos website now and you
can download one of the ten new army
lists, view galleries of the new
miniatures and much, much more. In
June, register to take part and discuss
your strategy with people from all over
the globe, ready for
when the campaign

¥ ;‘ begins in Julv.
N, "
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Though Storm of Chaos will soon be in
full swing, we have not forgotten about
our thousands of Warhammer 40,000
gamers out there. In every Hobby
Centre you will be able to join in two
great events, the Warhammer 40,000
League and the Cup. Using special
scenarios and random events tables
only the best generals will be able to
try to become the League and Cup
Champion. On top of all this will be
several larger battles, painting and
modelling classes and much more. Do
not miss out on the action. ;

WARHAMMER
WORLD

Warhammer World are having two
major events that will have a direct
effect on the Storm of Chaos campaign,
as well as a Warhammer tournament.

10-11th July:

A CALL TO ARMS

Use your Warmaster armies to defend
or destroy Middenheim.

24-25th July:

WARHAMMER DOUBLES

A chance for you and a friend to bring
along two allied Border Patrol forces
and fight for the title of Doubles
Tournament Champions.

21-22nd August:
STORM OF CHAOS

- CAMPAIGN WEEKEND

Fought out over the last days of the
war, Will your force help turn the tide?
Keep your eyes peeled for ticket
availability on our website:

bttp:/fuk.games-workshop.com/news/news. uk

If you are a Warhammer 40,000 or The Lord of The Rings fan we also
have some great gaming and hobby activities for you too!

Battle of the Pelennor fields
This summer all our Hobby Centres
will be recreating some of the many
battle scenes from the amazing The
Lord of The Rings trilogy. With the
imminent release of the Battle for the
Pelennor Fields supplement you will be
able to refight such pivotal events as
the charge of the Rohirrim and the
arrival of the Haradrim. You will also be
able to participate in a The Lord of the
Rings mini-campaign and play in the
final battle of the summer, The Black
Gate Opens.
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HE END TIMES
ROADSHOW

Over the summer period you can participate in the End Times Roadshow which will be visiting over 50 locations around the UK. The

roadshow provides everything you will nced to play, an awesome battleficld, two massive armies and unique scenarios. All you have to do is

come along. The roadshows also feature competitions and you will have the opportunity to purchase a special edition Chaos Sorcerer. This
exclusive miniature will only be available on that day on a strictly first-come, first-served basis. Sign up now to avoid disappointment.
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VIEW THE STORM OF

Fth July o
24th July..on
28th July .o

29th July .
Id August ...
4th Avgust ...

Tth August ........
10th August ...

13th August.........

l4th Augst.........
28th Avgust ........

4th September ...

.GW Aberdeen
..GW Edinburgh
.GW Glasgow

GW Carlisle

Cycle Services,
Haddington

Junners,
Inverness

Static games,
Glasgow

.Gladstones,

North Shields
GW Newcastle

Byte Sizc,

Ashton-Under-Lyme

Wargames World,
Ilkley

GW Newcastle
GW Chester
GW Lecds
GW Liverpool
GW Hull

Midlands

17th July........ GW Nottingham

Hih July.onn GW Leicester

28th July ........DE. Knowles,
Buxton

Ind August .........Battle Honours,
Evesham

3rd August ... Miniature Merchants,
Newbury

7th August .......GW Derby

9th August ......... Greens,
Retford

lth August .........Questing Knight,
Telford

12th Awgust.........Mel's Models,
Boston

14th August........GW Shefficld

I7th August.........Speeding Bullet,
Chesterfield

st Avgust .........GW York
GW Manchester
GW Oxford

8th August .......GW Worcester
4th September ...GW Birmingham

AES LT

South East

17¢h July oo

2th Joly..coc

Sth Avgust ...

6th August .........

7th August ..........

lth Awgust ...

2th August ...

14th August ...

19th August.........

GW Brighton
GW Romford
GW Harrow
GW Maidstone

Marquee Models,
Harlow

Westgate Dept Store,

St Neots

Sports and Fishion,
Huntingdon

GW Ipswich
GW Richmond

KC Games,
Worthing

Morningstar,
Camberley

GW Uxbridge
GW Norwich

Hammicks,
Bracknell

20th Avgyst.........Cuddlers,

Leighton Buzzard

T e (O] 5 N O VI Lo, Sy A -\ ]

st August ..........GW Bromley

Mth August..........Blundells
Sittinghourne

2th Avgust.........BEM Cycles
Brentwood

.GW Kingston
GW Guildford
4th Scptember ....GW Maidenhead

28th August ...

GW Witford
South West
17th July ... GW Cardiff
Ath July....n......GW Bristol
6th August .........Dibs Toymaster
Llandudno
Tth August ........GW Exetes
9th August ........Artists Corner,
Chepstow
10th August ... Austins,
Newton Abbot
llth August ..........Crackers,
Taunton
14th August........GW Poole

2th Augyst........ Farcham Toys,

Fareham

st August ........GW Milton Keynes

The special edition
Chaos Sorcerer
model is only
available at The End
Times Road shows.
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CAMES WORKSHOP,

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

Your local UK Games Workshop hobby
centre is the perfect place

to try all these things, as well as getting
expert advice from our staff. Here’s a look

WHAT’S
IN STORE
FOR YOU?

at all the different services your local
centre can offer you...

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

FREE GAMING AND TACTICS ADVICE

Al our st Bre paming valerans (afiar al if's what they do lor & hing) They can gve you sound
tactical advice, helg yau bl batils-winning ames snd claar up most o your nies querios,

FREE PAINTING AND MODEI.LING ADVICE

Ma meattar what wor level of paising er medsling sk, f vou spend 30 minutas with ona of our
members of ataft you will 58 those skils improved and might find oot sometfing you neser knew!

Tele g T, PO b
FULL RANGE OF PRODUCTS
Al o centres stock a full range of Warhammer 40,000, Warhammar and The Lord of The Rings
games and modsis a5 wall 35 all tha hobiry materiale you need 19 cofiect. Dulid and pent your ames.

IN-STORE ORDER POINT

Al of pur stones are et with an in-store prder palnt which you can ess to get your hands
on all of cur Spacialist Gamas products, plus many companents and classic models with
which 16 cuslomise your armies.

BEGINNERS

Cur gpecial Bagnners' programme teaches you how 1o play and helps.you take your fest
staps into tha Games Waorkshop hobby. The programme s Broughout Sundays. so
whether you wan ta leam how b charge your Knights inlo your opponent’s batile line or
lead a squad of Space Marnes indo battle, #3 you need 10 de is come along!

HOBBY ACTIVITIES

Zames Warkshop hooby centres provide support and sxpen atvice on all aspecis of
the hoisby, Thay faature team padicipaticn batlles for you 1o ke part in, painling
warksheps 1o devalop your painting skills, and a faren for gamers 1o aik about the
hiogby, On Sunday evenings marny stores un speciic actvitas for those wha hive
aradiatad from $ha Beginners' Pragramme,

VETERANS

Weary Games Weekshop hobby centres run evenings (usually Teesdays and Thursdays)
for vetaran gamears. They are aimed at okder gamess with plenty of expedence on the
battlafield. You can share ieas about all aspacts of your hobby. play games uﬂansr
equally exparianced apponants, and also play Games more

gaming systerns well inlo the evening, GW

# growing number af our ooty centres now hava additional space ta tha narmal shap Nlace in he shape of Geming Aooms. This makes it perfact far meeting fellow hobbyisls and
amanging iargar gamas, playing campaigns o just painting and medeling. On Monday to Friday these moms are resarvid 1or velerans over the age af 18 but the weakand is frae far all
weleran gamers and Ihose who have been thraugh tha Beginnars' programma, Thase cantres ere marked by & cross. Give tham a sing to find aut whal's going on and bo avoid

Ths iolowmg Gamas Warkshaps all have Gaming Rooms; GW Absrdaan, GW Boltan, GW Bromiay, GW Burien, GW Carlisle, W Chester, GW Exatar, GW Ipswich,

aw

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-workshap.co.uk

We also have Games Workshop hobby centres in 16 different countries across

the world (and independent stockists in even more). Call 0715 91 40000 to find
out where they are. Most Games Workshop stores are open seven days a
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h, GW Hawport, GW Poale, GW Bhresbury, GW Unibridge, GW Worcester.

. 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 916 8200.

Hobby centres marked with a cross (x) have Gaming room facilities.
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T 1313

ISLE OF MAN

DOUGLAS, Jac Distribution:

Tal: 0 4

ISLE OF WIGHT

WEWFORT, Toy & Models:

T ZRE5E

MNEWPORT, wsgln World of Wargames:
Tel, 0 340200

RYDE, The Spnrls & Model Shop:
Tl

RYDE, Fun, I'w:l und Fantasy:

GW TUNBRIDGE WELLS:
1A Camden Road, Tel

asumn [crd Compu'ers Lrd:

SEX\.E\" HEh‘?H., Kh Kroxy:
200 7

SRMN?MB. Time & Space:
CRANBROOK, Whites:

Tt O158G 7
DWER. 'I\lmars Medals:

GITAVESEND. The Slomp Centra:
Tad: d

474 B34

MARGATE, 'I'mmr Kingdom:
Tl fit& 4]

ROCHESTER, Miniature World:
Tel: fi834 6130
SEVENQMS ﬁ" Lorimer:

Tk O
WINO&K& Mmlllm-

454

Sl‘l'ﬂNGBOLIRN!, &J Blundell & Son:

Tel:

LANCASHIRE

ACCRINGTON, Twin Suns:

Ted: & 3BBEES
ASHTON UNDER LYNE, Byte Size:
Tel:

sw:lmunu, Mercor & Sonsi

BLACKROOL, Toymaites:

1253 6.
BOLTOM, Greens Toymaster:
350

www.games-workshop.co.uk
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BOI.IDN. Tnymcsvel

WI.'IDN Whi nkw s Toymasters:

BURNLEY, hur Benn:

I.EIGH Te! mastar:

MORECAMBE, Richard Lancastert

03

OLDHAM, Ottokers:
Tek- 01 3
PRESTON, Toymaster:
T 0

IIOCND.I\IE M.i(mhuck

RD&S&NML!, Inssendnle Models:

LINCOLNSHIRE AREA
oW crMsEy

GT Collectable Cords:

dpPEag

SKEGNﬁS, I'Iw Model Shop:

Tesd

STAMFORD, Howleys:
Ts 25

MANCHESTER AREA
GW MANCHESTER (central
L vl

WARRINGTON,
Slm ml:h Madels & Hobbies:

MERSEYSIDE AREA

GW LIVERPOO
Stree, Ted

GW SOUTHPORT:
L A

GW WARRINGTO
1 ik
vmmn Fireside Minialures:
1683

wumm, RS Models:

MIDDLESEX

ENFIELD, .Iennh!gs Stares:
Tat: 0208

UXEBRIDGE, A Bovill Wright:
T

NORFOLK

GW NORWIC]
214 Exc

CROMER, Me‘dlgnd Toys:

01603 767 656

120 WHAT’S IN STORE FOR YOU?

DISS Mmsﬂ-r

Tal G137 E41740

EAST DEREHAM, Youngsters World:
Tak {11708 562 372

GORI.I:S‘!DN 'I'a'rl!mshr-

FPET
HDI.T Slnrllngo-?oymul!or

Tel

HI.INSMNTDN. Hunstanten Medels:

IPSWICH, Ywmuﬂer Klﬂgdnm
Tl 5
KINGS LYMN, Wesigete Deparfment Store:

NORWICH, Kerrisons:
A 008
NORTH WALSHAM, Blackfish Games:
el GHGD2 A0

NORTHAMPTONSHIRE
GW NORTHAMPTON:

‘1]I Cantrs,

Tal;

KETTERING,
Guen Angel I:chll & Gomaes:
I 045

Nommrmu Toymaster:

RUSHBEN, Oshnme Sports & Toys:

415

WEH.INGBO UGH, Software Seller:

33 4

NORTHUMEBERLAND
ALN odys Computer and Video Game:

AMBLE, Gremlynz Imports:
e 5 9306

HEXHAM, Fairplay:
i BETE

HEXHAM, Robbs Department Stare:
Tel 01434 BOR15Y

MORPETH, TG Allan

Tel: 01670 5

NOTTINGHAMSHIRE

sw WARHAMMER WORLD:
n, Tab 0115 §

MANSFIELD, Brldga Steeet Model Shop:
Tel: 01623

Nmﬁl!l(. Mwu Models:

NiwARI(. 'I‘oymasler

OXFORDSHIRE
GW OIKFQHD

ABINGDON, Ilsf Toys:
el 01235 3
MNBUI\‘ I'r‘lnder Bros:

ummrm, Gi[ei Sports:
Tal: 01899 &

Oom Daﬂlons

Tel: G1HES.T
nlnl‘-‘D‘[. Doﬁ
Tk
OXFORD, Bmells Toymaster:
Tat

THAME, P-ed Fenhlle.r

WAI.I.INGFORD. Pettits of Wallingferd:

WAN'I'&GE !wumw {

x

I'EI.FOIID. Questing Kniglll Gomes:

SOMERSET
W BATH

BRIDGEW) 'I'ER. G:mes Mart:

BIRNHAM ON SEA. GW Hurley:

FROME, The ine»bmy Press:

val. 2138

CHARD, Gomes Wizard:
To )

GLASTOMBURY, Pedalers:

eheod Toys & Models:
0

TAUMTON, Krockers:

WELLS, Walls Models:
£ 39

WESTON SUPER-MARE, Griffins Gumes:
Tal

WESTOMN SUPE! MARE, 1] Toys:
A1

Tal!

YEOVI ovil Collectors Centre:

STAFFORDSHIRE
GW BURTON ON TRENT:

287

CGCKEI‘IMDU"H The Toy Shop:
il 5

NEWEAS'I'I.E UNDER LYME, Sundowner Models:

Tet 01782 B10E06

STAFFORD, JW Bugm:ll

Ted: 01785 25 ]

STAFFORD, Too Fat Goblinz:
ary ]

STOKE ON TRENT, Alsager Toys & Models:
[ BRZETT

'rmwui'ru The Old Bell:

Tel, OSBEZT [} 330

'rmwom Geolt's Toys:
Tal O

SUFFOLK
W IPSWICH:

nsmzs, Toy Box:

lUI‘ﬂ' 5T. EDMUNDS, Modeal Junction:

4 753 456

BURY ST. EDMUNDS, Toymaster Kingdom:
Ted: 91284 T
FELIXSTOWE, Wizards Taxis:

Tol, 01364 275556

Hnuswowru Haoleswerth Toy Shop:

Hh\'ll‘h‘llh !uhy Connexion:

Wl

IPSWIM Yay Wnrld Ipswicht

LowEsTOrT, 'l'qumsl!r Kingdom:

H WMAI'IIL’E", Moons Toyland:
1147

STOWMARKET, Simpsen & Sons:

Tal: 01449 612914

SUDBHN\‘ Toymastar Kingdom:
THT 270096

SUDW Toy Connexion:
o7 428002

mmﬁlﬁﬁﬁ. 'I'o,'le!\m
Tak: 61394 3

SURREY
GW GUILDFORD.

EPSOM, Masters of Epsom:
Tal: 01737

FARNHAM, llphﬂd(s.

mHIl.I.. Gamers Guild:
Tal: 01
REIGATE, The 'I'w Shep:
Tal: 037
WALTON ON THAMES, Naseem:
e e o8

WALTON ON THAMES, Troehouse Tays:

SUSSEX AREA

4
. Matek Models and Hobbies:

BOGNOR REGIS, Trains Models and Hobbles:

BURGESS HILL, Kid's Stuff:

CARFAX, Goodacres Toymaster:

CHID’IE’-‘I’EI, Chichester Toys:

Hl!‘l’INGS, Juch Martial Arts:
Tex

HaMARDS H!A‘I’H, Heath Models & Toys:

HORSHAM, Gelllh Gallery:
Tel:

HDKSM Ollnkm

iﬁWES The Hebby Shop:
Tel: 1

TE\‘NING Ganllo Gallery:
o

UCKFIELD, Kid's Sfu“"

Tal: 01835 7
WDR'I'HING, KC's Gomes Shop:
Tak G803

TYNE AND WEAR AREA
oW NEwcn.srLE (Central)

Gw tEnMINGTQN 5P

Bzuwom Rqu & Mnde-]lm Junction:

KENII.WR!"H ﬁhu:ml! Arts & Pictures:

WAI!MINSTEI Row Modals:
Tal:
LEAMINGTON SPﬂ. Trinders Toy Town Lid:
Tel (Ea6 47050
nucmt, Joto huihrwrs & Models:

Tal 01 ¥

HDCKINGFORD. Whittleford Post Office:

WILTSHIRE
GW SALISBURY:

MARLEOROUGH, H Duck:

o1

MII.KSHNI The Toyshop:

SWINDON, Spr.vf On Models:

WARMINSTER, Raw Models:
Tet 8

YORKSHIRE
Ic-lw BRADFORD

GW SHEFFIELD
{MEADOWHALL CENTRE):




B&RNSI.EY Kiteraft:

BRADFBI‘ID, 'I'ovmnslur“
Tai! 01274 72
BRIDUNGTON, Croppers:

Tel. (1262 677727

HALIFAX, Halifox Modellers World:
Tal. 0 18T

HALIFAX, Mogaozine World:

Tol- 01422 330547

HALIFAX, Toymaster:

Tal: 11422 353066

HARROGATE, ‘I'wmn!lsr.

01423 3
HUDDERSFIELD, Coleclumﬂnlu:
Tel, 01454
WDDEHFI!LD, Toymaster:
Tal 0%
Hunnmsna.n, Something Wicked:
Tet: (il GEB2ES

Hl.ll.l. Mﬁyhir Mimﬂun

ltllt.h' Nurgmn:s World:
Tak ¢

KﬂGHI.EY ‘l'njmuﬂer.

I.EEDS. The Hobbil:
0113 2REGES
LEEDS, Toyworld:
Tel 0113 2433800
LEEDS, Royol Armouries Museum:
Tal: 01132 201999
NORTHALLERTON, T & FM Grover Lid:
Tel 01608 773334
O'I'I.ﬂ', Xoymnsler'

A0GaY

nlcmnoun, Anything Goes:
Tel D3325 ATEZES

wmm John .lnderm Toymaster:

Tol: G104

LONDON
GW BRENT CROSS:

0208 363 3238

GW HAMMERSMITH.

Unil 8, W
Tel; G208 5,
GW ROMFORD:

12 Quadiant Arcade. Tal: T
GW STAINE
520 Elmale

Gw 5|.I'I'I'DN'

7. The Paviions Shoppir

BI.M:KHEA‘I’H, M Impressions:
Tel: 02088 5241

D, H._u_ull of Londen:

CLAPHAM JUNCTION, Toystop:
Tel: D207 226!
DULWICH, The Art Stationers:
Tel: D208 6935532

EAST SHEEN, Toystop:

ELTHAM, Ellhm Models:

Tai:

FULHAM Pu!ﬂ:lu Toyst

Tel: D20 L

HMPS'I‘EAD anpy Returns:
Tk (20T 455 2431
NG'I'ON., Frederick Beck:

7 BaE 3405

HOTTING HILL, Barnelts Novelty House:
Tal: (207 727 7i6¢

PUTNEY, Toy Shop:

Tel: 0208 7459555

RUISLIP, John Sanders:

Tal: 01835 634845

WMTH-W"UW, Ottakars:

T

WIMBLEDON, Elys:
e G0 646 &

WOOD GREEN SHOPPING CENTRE,

Ty Tel: U208 84107

WALES

GW CARDIFF:

a1 High Street. T

GW NEWPORT:

25 Skimmer Stesat, Tol: (11635 256 235

GW SWANSEA:

45 Princess Way, Tel: 01722 4
[, Richards of Ak

Tai: MBT3 852466

ABERYSTWYTH, Albatross:

Tal D197 817836

BANGOR, MME Computers:

@320 644 817

x

Tol: 01248 37
BRECON, J ﬂurk Toys & Gifts:
Tusk: B22 BES

BRIDGEND, Nellm Toys & Hobbies:

CARMARTHEN, Gns Mews:

el DF2ET 22

CARMARTHEN, Hordings:
OTE BEO0AY

I.AMPEFBR I.umm
Tel: 01 2535

LLAMDUDMNO, Dibs Toymaoster:

Tel: 01578 THH45T

LLANTWI MA.IOR. Rainbow Plaza:
144, 4118

NEWPORT, Botile On:
Tel: DISEI AAFIRE
F!M!ROK!, Dﬂ:mm Alley:

urm. I.Iqlulfwt Meduls & Toys:
337 564

SWANSER, Comix Shoppe:

Tak 1782 B4

WREXHAM, Brita Idaas:

1878 T5E451

SCOTLAND

¥ GW ABERDEEN:
Unit 1, 1314 L

01292 610873

hopping Cen

Slreat. Tel: DI3EZ 202 352
GW EDINEU!G—H
136 High &

i (141 332 5568
Buch Hactilih

TEB200 Hope S

M358 75
ABERDEENSHIRE, Toyworld
Tel: 01560766535

nmwvmu Sporiz and Modal Shop:
A62346

RIIN!UI!GH Marionville Models:

il.ﬂrlﬂ, Junner’s Toymaster:
Tl Dy 452
FIFE (CUPAR), The Nappy Pin:
2 553 160
FORT WILLIAM, The Granite House:
Tai: {1397 13651
GALASHIELS, Books Plus:
Tst: (1206 752843
GLASGOW, Static Games:

mm Toys Exira:
Tel: 0141 Syac1#1
HADDINGTON, Cycle Services:

Tol- 01 ERG
INVERMESS, Junners Teymaster:
Tal: 074 q23%

KINCARDIME, Banchory Toy & Gift shopt
Tel: 01350 825585
KINmSS The Hopo Chest;
Tei: 7 a
xmumnnmuur SW Computers:
Tel: 15573
KIRKCALDY, The Hope Chest:
Tk 16
KIRKWALL, George Leonard & Cor
et B 855 HTTT88.
MNORTH BERWICK, Laws Cycles:
Tl Q1620 BR0GAY
ORKNEY, Mclennan-Toymaster:
Tk (1956 BFTTRE
PETERHEAD, George Donald:
Tei: G774 474737
SHETLAND, Harrys Dept Store:
01585 E9a007
STIRLING, Do It @ Your Leisure:
Tal: 01786 826975
THURSO, J Allan:
Tel: 01847 493258
wﬁsr LOTHIAN, Toy Worls:
2000

ng dnch Raad,

CHANNEL ISLANDS
JERSEY, 5T. HELIER, The Little Shop:
& &7

GUERNSEY, 5T. PETERS PORT,
Creasys Toymaster: Tl D141 7
GUERMSEY, 5T. Fnins PORT, Corousel:
Tat: 01441 721
NOR‘I’HERN IRELAND

GW BELFAST:

co. lml{, B. Jeﬂem
2380880

CO. DOWN, hpk:)- Gumu.

Hangar, 210

CO. DOWN, S‘mn Mlller & Sons Lid:

Unit 3

Loy

co. uonx, muuy s mmumr
Tek 021-27E

co. nunuN, uqnbu 'lbrmusmr,

D Laoie, Tel 0

CO WBI.IN l Banba Toymaster:
Tl (1
€O, DUBLIN 3, Furlongs Toymasier:
Tk 01-6EA0395

CD DUBLIN 3, Toymaster:

hitle Femcd, Tol;

m GALWAY, Gamaers Realm:

€o. KEM IIHumey Moﬁel Railway:
Kikar i

Lfv 2 2 :l 2-532

CO. WATERFORD,

Murp}w Toy and Cy:lz Spl'ﬂnllsln
v 3

o, WA‘I’EP.FDRI:I, The Hobby Shop:
51-85

7356

[==3 \HA?ERFDRD, Fitzmaurice Toymaster:
051-B765
CO. WESTMEATH, Toy City:
Tel 08g
co. WEXFQI!D, Play & Learn:
Tel: 053-2315;

co. w:umm, ER Harris & Sons:

INTERNATIONAL ACCOUNTS

SOUTH AFRICA
CAPETOWN, The Bays and Mens Hobhby Shop:

Cﬂ!!‘WN Wizords Worohouse:

l.lmnmn, Drrgans Der

PRETORIA, The Smelly Troll:

s 070N

JOMHNESHURG Esswex Retail:
o7 11

DURBAN, Wizords Worchouse:

Tal: 0027 037 3126271

DURBAN, Durban Morth,
The Hobby Squdul.ﬁs.
Tal: 0027
PORT ELIZABETH Whurds Warehouse:
Tel: 0027 041 581

MALTA
!nrbdddln Pawlr“ a3 Priq Misrah I1-Barrieri,

GIBRALTER

Bon-Mau Hobbies:
15 Pasfiarment Lana,

UNITED ARAB EMIRATES
Fontosy Gomes Tradin

Beach Rowd,

b

T

GREECE

ATHENS, Action Hobbies:

Chal o5, Tol: 0030 210 6561515
ATHENS, Fantasy Shop:

3 Eepla 103, Tal: 0030 210 8201672

0071 S e

ATHENS, Fantasy Shop:
Agicu loannow, Tel: D030 210 &l
ATHENS, Fantasy Sh
Dirosini & D Krakou,
ATHEMS, Funlnsy slmp:
Thieriistek)

ATHEMS, Kai:

i

QO30 210 8016043

0 210 9528877

00302 1035

A‘I‘HEMS, Kaisso Glyfodas:
Korkon 4, Tel: 0030 210 5532
A‘I‘HENS. Haisso Halandrios
[ Plakentas: Tel: DG 210 6858435
A‘I’HENS. lm 50 Mcnuloelns'

TU RKE‘(
|smN!ul. S-Mr

DENMARK
GW KOBENHAV

Erode

1360, bel: BO45 3312 22 {7

MRS, Ting og sage
G, 9600, |I.| asoszt?
AB!N RA, Logekaeda

e 17, 6200, Tal 7 5
mazmunn Albertzlund Bog &?de

4% G4 B

ALLER@D, Bog & lde:
MO madesnaval. 2450, T
ARrHUS r. Beg & fdé
Cig il

ArHuUS c. EB Gomes:
M.F. Br Giade 25,

ArHUS c, EB Games

v B, BOOD, Fal-B5 13 3352

ArHus €,
b

50, Tel- G5650014
MI.I.EI'(I.IP, EB Games:
up Centar , 2750, Tel
!ll.l.UND Hicoline:
Bue rvet 14, 7180, Tel 71

mlmnm Bog & idé'

WRLMNI.UND, 909 & Ide:
arg Alld 5, 2320 a580

SB.IE!G. B. U hger—

FREDERIKSBERG, EE Gomes:
s 6, 2000, Tol: A5

FREMIKSBER{D, Ed Ga
F. 36, 2000, Te

FREMIKSHMIN Frndorﬂmhnm !ug & idaé:

mnmxs\rnx. Hahhy & I.egzhi(
Monagads 34,

GII.I.ELE}i, Lillys Le m

et
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GREMA, Bog & Ide:

Toryet 8, 3300,

Hll.smnm, B ao Bsﬂe
Sturups Plads 1, 3000, =k

HEL! WI?, Hs:bbr & Fritid:

HOLBEK, Wulll noger & prr
Al 1

54300

Iuﬂ.l.llﬂ?, I.egelmsel—

on, Tel: AEAAIEG0

b
KOBENHAVN K, Fantask
agde 14, ¥ L,
KBBENH WH K, Bog & ldde:
1560, Tol:

KBBENH.!\"N NII". Arem:

KGEE. Kﬂqe Beg & idé: o

e 12 4500,

KOLDING, B & O Boger Ilalr.hng.
canter 52

BO0D, Tal:

N‘.SWID, Halﬂld !og & kﬂr
e Storcenter 165 4700, Te
Nis'ﬁl'ib, tﬂnﬁen Bo; & id

onsnsz €, Dlognns Lasi

FKongersgnss 71, sLth, 5

ODENSE l: B&D quer Odense C:
- BE 14055

ummsnma. ok I.egul-j
L 69

122 WHAT’S IN STORE FOR YOU?

RINGSTED, Bog & |

WNDSRUOIG thbwnuqeran:
Auielgade 118, 28 L8521828

Tal: 47

SICIV!, J\vdsl( !nglmndeh

a7s 12500

\!ﬁilﬂl, V‘nr‘uu Bng & idés
4 A0 B2

72 3d 27 91
G022,

n.nmum.. Norli Arenasen
N-4B300. Tel: 370
BAERUMS VERK, Trollstuen Barums
Vork Leker A/5:
Bas 5 Vi Lt
BERGEN, Avalon Be

Foetumen &, N-5013, :-9?’ 3141 S’/

sraamaz

Storehagan &b
GISVIK, I.a-ku-ﬂlum

Sorgh \} w28 Tul: 1108210
HALDEN, H. Andersen Interbok:
Stargata 15, N-1781, Tal: 3778400
Hm \.e-'lmhu\set Maxi

JESSHEIM Brio .Ios-luimu

o N2080, Tat

TTATT

KNIIIsUN Cenlra Nnnldul
H-ES

KOMNGSBERG, Rolf Lione AS:
Kirkagatan B, M-3618, Tt

!1055 ‘I'rollwh:w! Leker Moss:

45 Aarifl

MES Frlsanlnld!.

N-1530, Tel: 80251290

Eaan| o

NNWIK, ldn Lelr Cenle-r Marvik:

Aredisantret, N-a514, el 7

m\fll(, Iqmns Vbrdzm

st Mest

O5L0, EB Gumu.

smuuus EB Games:
Ackkavei 1 4313,
ShNDN!S, O Saelond:
Larggaln 44

anBNES. Irio I.eﬂuem.r Kvurdml

ndal Gl
ningen Srorsantsr, M-
SOII‘I'L!ND Rhlgn Bﬂm Lal(tr

Loker:

sununnll. Preungan.
Al

i_I"aua

TROMDHEIM, Tronderfrims
Mavs Gt M-TO12, Tal
TYMSET, ‘!mll Bokhandel:
gt 24, Tel: GR4RI00E
VADSO, Brio Vadsa:

W. Ardzrasnsgr. 4, N-S811

SWEDEN

520840

TEI42220

20
Tal 053418380
Oz3szom

DANDERYD, Leksakshusel:
1, Tei, DBA2ERER

ENKOPING T\r Sy.wkhnrserl'n

0171475404

ES\(II.S'I‘I.INA. Ln;ses l.ekwlwr

016130335

at [vonningot 3, M-

ESKILSTUNA, Barna;
Falkegtaleden 40, 635

FALKOPING, MysPys:
Staty 26, 62

Hus:
Ted: 16487338

LUN,
Falugaian 2
EALUN, Spol & Hobby:
Flu u\magnr. 2, 7E1 Tol: 02014648
L K i

Clancts Hpatad, 5

an.s Hebh,r.shupn«
nonEEn 25 8

GOTEBORG, Yrud[’ﬂam
44108 Tal

&riat

IiEI.SIN L'lBO RG, Fun rnsm

3, Tek: (222204

me.n. thh
faren, 7508 I'w’ (853018081

Tist: OBEAFR300

frog. 12, 302

KALMAR, Ojtoy:
b

2 51, Tel O4BOZEG0E

Sadre Langoatan
KARLSHAMN, I.alunluhuse
Faonnbyg 47, 37- Tul: 045410081
HKARLSKOGA, Mdﬁdoru
Hergenanad 17, 631 31, Tal: 05
KARISKRONA. Fact & ﬁﬂiom
Hipma Kungsgatar
mlsamm I.eksdd!ulo!' e
i

KAIII.S'I'.III. Bumu Hmv
patan 1. 653 46, Tal

II!UN&. I.ekhus'r

a0 2, 2031, Tel M

Il!!ISI'INEHMN Brbo Lekklessen:
palan 47,681 0 (F5E508590E

KUNGAI.V. Lek & I'lulah!'l

tan B2, 442 31

freveale Ll

Hebby:
I: U"Il'}"‘"-ll'ﬁ

Kﬂﬂﬂs“m ition:
n, 43¢ 38, Tel: D30

I.N'IOLM Leksak:
Tradgardsgatan 1 DA30H00ED
IANNI‘.I!O!H\. I@quhlmsel

LIUNGBY, Lekia:
Eshismgntan 1,541 30, Tel:

LULEA, Barnens Hus:
Flarmu 25, 073 40, 2032;
LULEA, Tradifion:
Stergatan 57, 872 3
LUND, 'I'rudiﬂon-

I.YCKBY Serlnulluuﬂ
Tl fdsaRE:

MaALM
Gaslay Mifeegaian 2. 211 51, Tak (431
MM.MO hvcﬂo

MYKOPING, Bara Spal o Hul:l;,u
wgarepatan 33, 817 80, Tek

Nmﬁsumu Sue-uslek&m




OREBRO, Traditio

maren Crotininggatan 27, 708 22,
on nsxémswl(. Seund & Vision:
"‘Anl,;-‘lan e GEE0190824
L8 f'rr':o,.a.w.?l agn
PITEA, Surnllls Hus:
Back a Teih: 11

SAFFLE, Hobbykallarn:
ViR 'E-It‘rgﬁljn 6. 881 30, T

: DE9IA0140

;O
susl.l.zm scm-ns Hus:
3 T G0 3460

331, Bt 0
smum Barnens Hus:
nta: 0

7 bL'\JlI Tai: 027

et
STOCKHOLM, 'I'l‘nddﬂon.
Hami 37, 111

STOCKHOLM, m 0 m
A .

WEEn

smiusm TV ipohbumm

Trédgerian; 545 3%, Tal:

SUN'BGVM!-. Oﬂon Spe
Kapmang 231

r!.m EB anmea

Stortorget 150, 173 31, Tel: G
TOMELILLA, Alfs m”loer
feamigal £04

1
TROLL I"I'&N EB Games S&S Huset:

Eadug, gen 13 441 7R, Tel 052031870

TUMBA, Leksakskunge

Turrisa 47 50, USEON0
ruuun, Kom & Lek:
Brygary 57 30

UDEVALLA, Tradition Torp:
Bradvid Gabany, 451 78, Tak
UDEVALLA, Alirads:
ong Kiprentum;, 451 78,

DEZIOARLD

url.mm VASBY, Lekia:
4, 104 00, Tol: DBSIGE

i.IFPSth. Prisfyndel:
e TR AT

Brudgrine 4, 75324, Tal, 018341315
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The Storm as Come
STORM OF CHAOS

At last, Archaon’s war host reaches the Empire and the
defenders muster to hold it back as long as they can!

A mighty army, led by Archaon himself, engulfs
the beleaguered Imperial defenders in our
Battle Report.

The White Dwarf team showcase their armies
for the forthcoming campaign.

Expertly converted Daemon Chariots of Chaos
are presented for your delectation.
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DON'T MISS AN ISSUE!
Turn to the inside front cover to find out how to subscribe
to every hobbyists’ essential monthly magazine!
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S
SSAULT RULES

A rules supplement for The Lord of The Rings

he Lord of The Rings is a game that
enables you to customise your own
ideas for various situations and

scenarios. Mat Ward shows what’s possible
with rules for playing on the open water.

DEEP OR SHALLOW?

The following rules are normally only used
on deep water — for example a river or lake.

Generally speaking, if a scenario describes -

‘a water terrain feature as being impassable
(rather than difficult terrain) then these rules
are suitable — although players should
always agree terrain before a game begins.

DRIFT

There is an element of drift in all nautical
departures, whether from wind, current,
tides. or simply the flow of the river. At the
start of the game, players should determine
the rate and direction of Drift in the river or
sea. Players are free to decide upon the
amount and direction of Drift (if any). but
generally speaking it is a good idea for Drift
to be either D3"/Décm (a slow flowing, but
still strong, river) or D6"/2D6cm (a fast
flowing river). During the Priority phase,
but before Priority has been determined,
each model (including boats) moves in the
direction and speed of the Drift (see right).
If a model or boat Drifts into another
model, boat or terrain feature, treat it just
like a collision.

BOATS

These rules are designed for small boats and
rafts between 4"/10cm and 12"/28cm in
length. Larger vessels, such as the ships of
the Corsairs of Umbar, are considerably
bigger and not entirely suited to these rules.

Boats are always deemed under the control
of the player with the greatest number of
models touching either the sails or the oars
of the boat. Models that are lying down or
incapacitated for any reason (as the result of
a Paralyse spell, for example) do not count
for the purpose of determining control.
Models with a Strength of 6 or greater count
as three models for the purposes of
determining control. If both players have an
equal number of models, touching either the
sails or the oars of the boat, then either
player can move the boat (although it will
still Drift).

Moving Within The Boat

Models may move around the boat freely in
accordance with the normal rules.
Depending on the size and construction of
your boats, there may be various obstacles
or even areas of difficult terrain — as
normal, agree these with your opponent
before the game.

Moving The Boat

The controlling player may assign any
number of his models within the boat to
propel it (either using oars or any sails the
craft may have) at the start of his Move
phase. Boats may only move on deep water.
Any number of warriors may propel the




boat, but if fewer than four models are
engaged in this way the boat will move
slower. If no models are assigned to propel
the boat then the boat will not move but
may still Drift. Models that are engaged in
combat, or lying down, may not propel the
boat. Warriors propelling the boat cannot
fire missile weapons. cast spells or use
spears (although other models within the
boat may still do se if the controlling player
wishes it).

Boats are always moved directly forwards
by the controlling player. They can be
turned to face any direction at the start of
their move, but cannot change direction
whilst moving. When moving a boat, the
controlling player rolls a D6 and consults
the Handling chart (below).

Handling Chart

1 The boat goes out of control. The
warriors spend the rest of their
Move phase trying to regain
control — the boat may not move
this turn but will drift with the
current as normal.

The boat is under control. The
warriors carefully guide their boat
aver the water — the boat moves
D6"/2D6em plus 1"/2em for each
additional model beyond the fourth
that is propelling the boat (a boat
propelled by 6 models would move
D6+2"/2D6+4cm).

6  Excellent seamanship. The boat

moves 6"/14cm plus 1"/2cm for
each additional model beyond the
fourth that is propelling the boat (6
models would move a boat by
8"/20cm).

g g -y

The Rangers track the movements of the enemy, waiting for the call to sirike.

=

The boat can move at full speed if there are
four or more models propelling the boat, if
there are less than four models then the
speed of the boat is halved.

Note that the boat need not always move the
full distance indicated by the chart. If the
boat moves into contact with other models
or terrain features, treat it as a collision.

Collisions

It is eminently possible that a boat can
collide with other boats, the bank, or even
models in the water. If a boat collides with a
model with a Strength of 5 or less, the
model is pushed 1"/2cm back from the boat
— the boat completes its move as normal.

If a boat collides with a model with a
Strength of 6 or greater or another boat, it
immediately comes to a halt. In this case
when this happens both the boat and
whatever it collides with suffer a Strength 6
hit for each 1"/2¢m of unused movement.

Example: The Good player has contro] of a
boat. He has four models assigned to propel
it and rolls on the Handling chart to
determine how far the boat travels.

He rolls a 6 so the boat moves 6"/14cm,
bringing it into contact with a Troll
floundering in the water after moving
4"/10cm. As a collision has now occurred,
both the Troll and the boal take two
Strength 6 hits (one for each 1"/2e¢m of
remaining move).

Embarking And Disembarking

Any model may make a Jump roll to
embark or disembark using the normal
Jump rules. If a 1 is rolled on the Jump roll
then the model falls into the water. If a
model attempts to jump onto a defended
obstacle (the side of a boat, or a bank
defended by the enemy), treat it as an
attacker charging a defended obstacle.
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Swimming Chart

1 Sink — The model is overcome by

the weight of his wargear and

drowns. Remove the model as a

casualty.

Swim — The model may move up

to half its move through the water.

If it reaches the bank 1t may not

move farther this turn but may

make a Climb test to pull itself
out of the water and onto a bank
or a boat.

6  Swim strongly — The model may
make its normal move through the
water. If it reaches the bank it may
not move further this turn but may
make a Climb test to pull itself
out of the water and onto a bank
or a boat.

The amount of armour that a model is

wearing can adversely affect its ability

to swim — this chart represents the
ability of a model wearing armour

(including special kinds of regular

2-5

If a boat capsizes iis occupants have no choice but te swim.

MODELS IN THE WATER

Warriors and Heroes may attempt to swim
through deep water — indeed if they have
been tipped info a river as a result of a boat
sinking, they’ll have no other choice.
Mounted models may not attempt to swim —

Attacking Boats “
Boats may be attacked like any other model
and have the following profile.

Strength  Defence  Batter Points
Boat - 8 4

A model can attack a boat just like they
would attack another model — by moving
into touch with it. As a boat cannot fight
back the attacker will automatically win and
may inflict a single strike on the boat

(regardless of the number of attacks on its

profile). If the attacker is also engaged by
other enemies in a multiple fight, the fight
is worked out as normal. If the warrior wins
the fight he can direct a single attack on the
boat. Roll on the Wound chart as normal to
see if the strike would normally inflict a
wound. If the roll is not sufficient to cause
& wound then the strike has no effect. If the
strike would usually inflict a wound then
roll a dice and consult the Battering chart,

‘Roll once on the chart for each blow that

would normally inflict a wound.

Battering Chart
I No effect — Your blow rebounds
uselessly from the hard surface.
2-5 Damaged — You have damaged the
target and score 1 Batter Point on
it. (strikes with a Strength of 10
cause 2 Batter points of damage,
not 1). e
6  Heavy Damage — The target is
badly damaged and suffers 2
Batter Points (strikes with a
Strength of 10 cause 4 Batter
points of damage. not 2).

Boats that are reduced to (0 Batter
Points sink instantly — any models
inside are tipped into the water. Cavalry
models that are cast into the water are
treated as if they had just rolled a 1 on
the Thrown Rider chart.

though they may dismount and attempt to
cross without their mount., Swimming
models are moved in the controlling
player’s Move phase as normal. Roll a D6
for each swimming model and consult the
following chart.

JUMPING IN

Maodels may jump into the water in the same
way as jumping a gap (see the main
rulebook). If a model falls into the water
from more than twice its height, for any
reason, it takes damage from falling in the
normal way.

armour, such as Dwarf armour). To
represent this, apply the following
modifiers to the Swimming chart:

Model is wearing no armout/

Mithril armour +1
Model is wearing heavy armour/

Dwarf heavy armour -1
Model 1s carrying a shield -1

Model carrying a shield and wearing

heavy armour/Dwarf heavy armour

2

Swimming models may not lie down,
shoot, or carry burdens but will fight as
normal.

A roll of 4 means that the
Warrior may move half

his normal Movement
distance, in this case
3" Tem.

A roll of 6 would usually
mean that the model could
nrake his normal Movement

distance (6"/14cm}), but as
the Warrior is wearing

heavy armour and carries a
shield, the -2 modifier
prevents him from do
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Description

As Osgiliath falls, some of the defenders-
attempt to escape down river: At the dead of
night they steal down to the water and. after
a short but savage fight with a roaming
force of Ores, manage to find some
undamaged boats and set sail down the
Anduin towards Minas Tirith.
Unfortunately, the seamanship of these
warriors is not all that it could be, and soon
the three boats are quite spread outand
prime for an ambush. ..

Participants

The Good side consists of 8 Warriors of
Minas Tirith with spear and shield, 8
Warriors of Minas Tirith with bow, and 8
Warriors of Minas Tirith with sword (hand
weapon) and shield. The Good player also
has three boats.

The Evil side has 2 Orc Captains, 4 Warg

~ Riders with Orc bow. 4 Mordor Uruk-hai
with two-handed weapons, 4 Mordor Uruk-
hai with hand weapons, 8 Ores with hand

. Y
SCENARIO - ESCAPE ON THE WATER

weapons and shields, 8 Ores with spears, 4
Ores with two-handed weapons, and 4 Ores
with Orc bows.

Points Match

If you want to play this game with other
forces, choose at least 200 points of troops
for the Good side and 300 points of troops
for the Evil side. Neither side may include
more than 50% of their models armed with
bows or other missile weapons.

Layout

The scenario is played on a board
48"/112cm by 72"/180cm. A strong (Drift of
D6"/14em) and deep river about 6"/14cm
wide flows from centre to centre of the long
board edges. The rest of the board should be
quite open but can have rocky outcrops, hills
and trees here and there if players wish.

Starting Positions

The Good player deploys one boat in the
river, touching a board edge. He may then
deploy up to eight Warriors of Minas Tirith

in this boat. The other two boats and the
remaining warriors are kept in reserve and
may be available later.in the game.

The Evil player then deploys his entire force ﬂ
anywhere on the board but at least
12"/28cm away from any Good model.

Objectives 1
To win, the Good player must get at least

50% of his Warriors off the board via the

edge opposite where the boat starts. If he

fails to do this, the BEvil player wins.

Special Rules

The Riverflow. From the second turn on, at
the end of the Good player’s movement he
may roll to see if another boat has arrived.
The Good player rolls a D6. On theroll of
a 4+, he may choose eight Warriors of
Minas Tirith and place them in a boat. This
boat may then move on from the table edge
where the first boat was deployed. Note that
any boats that arrive in this way are not
subject to Drift in the turn they arrive.

48"/112em

deploys here.

One boat

Forces of Good

Evil force deploys
outside this area.

721180cm




Chris Bone is mad about
boats, something he puts
down to being born in
Portsmouth, though we
suspect he may be part
dolphin. He’s a great fan of
naval wargaming of all
kinds, so it was no surprise to
find out that hed been inspired
by The Return of The King film to make
two excellent ships.

You will need:
= a sharp craft knife
A = mounting card
* balsa wood
* foamcard
» a ballpoint pen
» PVA glue and/or a hot glue gun
* barbecue skewers or toothpicks
* twine
* polystyrene insulation foam (The pink
stuff from builders’ merchants,)

ORC LANDING CRAFT

Chris: Watching the Return of The King I
was particularly inspired by the assault
landing by the hordes of Orcs on the ruined

HOW TO BUILD YOUR OWN BOATS

city of Osgiliath. So I decided to re-create an
Orc assault-landing barge. These are vessels
constructed by brutish Ores, so they should
appear as though they have been hastily
knocked together.

First cut out a rectangular piece 2" by 6"
long from 10mm thick foam-card. This
should be sufficient space to fit 10 Ores.
Then cut an identical shape from 3mm thick
balsa wood. Draw the planks onto the wood
using a ruler and ballpoint pen. Apply a bit
of pressure with the pen to leave
indentations in the balsa about 4mm apart.

‘Always draw the lines running along with

the grain. Glue this onto the foameard. You
can use' PVA but I prefer a hot glue gun. Cut
three thin pieces of balsa to glue across the
width of the deck. Next cut out the sides and
stern of the vessel from the mounting card
and glue around the sides and rear of the
deck, ensuring that the bottom of your vessel
is flat. The sides should stand proud of the
deck by about lem to give your figures
S01me COVEL.

Now cut out two strips of balsa to be glued
over the card. You will need to draw in the
planking with a ballpeint pen, so remember

The Orc landing
craft’s simple

! construction means
there is no right or
wrong way to detail
the model. Just keep

\ adding pieces of
balsa wood until
you are happy.

to cut the strips so that the grain will run top
to bottom when glued to the boat. With a
sharp knife, cut in little v's into the balsa
and bevel them slightly on one side. This
gives the effect of sharpened stakes.
Strengthen the ends of the stakes with a blob
of superglue before painting.

Make the landing ramp from slightly thicker
balsa wood and make indentations on both
sides. Glue it to the front of the boat so it is
at an angle. Using long strips cut from Smm
balsa wood, make roughly hewn timbers and
glue these horizontally along the sides and at
an angle on the prow for the reinforcements.
Get some wooden barbecue skewers and
glue these upright along the sides. You can
also add chains, spears and shields, gluing
them on at random for a rough-built Orc
look, as Orcs are not careful craftsmen.

Spray the entire boat with Chaos Black
Undercoat spray. Using a tank brush, lightly
drybrush the entire boat across the grain of
the balsa with Scorched Brown. Repeat
using Bubonic Brown and finally Bleached
Bone. Use a bit more Bleached Bone on the
sharpened ends of the planks to give them
that freshly cut look.




Balsa wood is an extremely
versatile material and with a few
tools and little effort you can create
a variety of different figure heads.

THE SWAN BOAT

The same techniques were used to make my

Swan Boat, a smaller version of the kind the

Ring-bearer sailed off in.

The real difference is the hull. I used a
flexible metal curve to create a template on
graph paper for the shape of it. This
template was pinned to a 20mm thick piece
of polystyrene insulation foam. For the
planking on the sides 1 cut four strips of
cereal packet card, about lem thick and the
length of the sides of the cereal packet. I
curved them using my fingers so that they
would easily fit and glued them on, starting
from the bottom of the hull and then laying
the next plank Smm over the first one to

cive a clinker-built effect. The swan’s head
prow and tail were made from two pieces of
Smm thick balsa glued together and then
carved with a sharp knife and smoothed with
a needle file and sandpaper.

I cut a small slot in the figurehead's base and
fitted it over the prow and wound some craft
twine around both prow and stern to give the
effect of lashing. Four triangular pieces of
mounting card were cuf and glued to the
stern and prow of the hull to reinforce them.
The rails of the ship were simply lengths of
wooden-embossed beading which you can
buy from DIY superstores, Pieces of 6mm
dowel were used to make the mast and
thinner dowel was used for the cross spar.

You can use a strip of wood beading
which you can buy at your local
DIY store to add some simple
details for very little effort.

The mast was put into a hole in the deck and
reinforced with a square of foameard.

After painting it in the same manner as the
Orc boat, I attached the sail. This I created
on my computer, using a word-processing
package to make the stitching and fies,
before printing it out and scrunching it up to
make it appear Wort.

You may wish to make a white ship which
Cirdan the Shipwright would be proud of. In
which case, start with a grey undercoat
spray and drybrush white. Use watered
down brown or green ink to create streaks of
weathering, then paint the swan head and
tail in gold and give it a Chestnut Ink wash.
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i A Tale of Good & Evil

Part Five — Ranger Caplain & River lerrain

to give his Rangers'a helping hand.

RANGER CAPTAIN

Steve: The idea for a river-
based ganie canie to me
while watching the quhath
sequence at the end of The
Two Towers. 1 could visualise
a small group of Rangers
helping Warriors of Gondor,
W\ trapped in the occupied half of the
city, escape back across the river through
the Orce lines. | could imagine getting a
series of games out of the one idea,
involving sneaking through the lines
undetected, breaking through the enemy

surrounding the trapped warriors and the
r final flight to the boats and freedom.

Having built a table that can have sections
added or removed without any difficulty, it
would be easy to build some river sections
onto some of the spare boards we still had
lying around, Adi was immediately taken
with the idea of building the boards and set
about burying the department in polystyrene
shavings. While he was getting on with that,
I decided to use the time to finally get
round to converting a captain for my
courageous Rangers.

If you're like me and aren’t gifted with the
ability to sculpt fantastic (or even remotely
recognisable) models from scratch, then you
have two choices when it comes to making
captains. The first is (o take an existing
model of a basic warrior and change its’
weapons, head or pose. The second is to
take an entirely different model and make it
look something like your warriors.

The basic Ranger models are all in a firing
pose. which makes it difficult to convert
them in any way other than a head swap. I
wanted my captain to stand out from the
rest of his men, which meant doing
something a little more dramatic than that.
As I want to add Damrod and Faramir to
my force at some point, [ decided against
} using either of them for this. In the end, I

‘escape across the river from the occupied half of Osgiliath. No sooner had the

idea been suggested than Adrian Wood was messing about with various pieces of
cardboard and wooden boats. The idea proved infectious. Within a few days not only
did they have their boats, but they also had rules for using them, courtesy of a
wandering Mat Ward. The only thing they were missing was a rive...

L ast month Steve Cumiskey hit upon the idea of fighting a scenario based on an

While Adi was busy with putting one together, Steve decided to, take the opportunity

settled on using the Aragorn model from
The Heroes of The West box.

That was two months ago. Since then, all
I'd got round to doing was using his sword
on my Knight Captain. I needed to change
him enough that when you saw him, you'd
think of a Ranger captain and not of
Aragorn. With the sword gone, the most
recognisable part of the model is the head.
It would have to go. At the same time, I
would have to add a bow and quiver, and
some details that would help to tie him
more closely to his men.

Finding the pieces

I've had a spare Ranger model set aside to
make a captain-ever since I painted my
original warband. The first step was to saw
his head off and replace it with a new one. I
chose one with a hood, partly because it's
unique to the Rangers and also because the
Ranger models are shightly larger than
Aragorn. If I had used a bare head, the size
difference would be obvious, whereas I
could probably get away with a bulky
looking hood.

Steve's captain was based upon Aragorn.

The second thing to come from the Ranger
was his bow. I didn’t fancy trying to pin
two halves of a bow to Aragorn’s existing
hand, so I decided to take the hand and bow
together as a single piece.

The only place I could think to get a quiver
from was a Warrior of Minas Tirith archer.
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Being a plastic model, it was easy to cut the
quiver free with a knife. I would have to
round it out somewhat when [ attached it to
the captain, but that's within the limits of
my ‘green stuffing’ ability, so that’s fine.
The sword came as a straight swap from the
mode] 1 had used for the Knight Captain
last month.

Assembling the captain

The first stage of assembly was to put the
model onto its base. I used the same style of
base as usual, keeping it quite flat and
simple, then I set about cuiting off all of the
parts that I didn’t need. I'd already taken

the sword hand away, so that only left
cutting the head off and removing the other
hand, which was easy to do.

I started with the quiver. After trying out a
few different positions, I decided to put it in
the same place as it had been on the donor
warrior, Once it was glued in place, it just
needed a little green stuff to fill out the
shape of the guiver and arrow feathers, and
take away some of the flatness that came
from cutting the quiver off the original
model.

With the quiver in place, I could glue on the
bow. The sword was plastic, making it light

enough to superglue in place without any
extra work.,

The head needed a little green stuff, partly
to raise it off the shoulders a little, and
partly to make the hood look more like it’s
part of the coat.

Painting the model

To make him fit in with the rest of my
Rangers I've used the same colours as |
used on them. For his coat. I used Catachan
Green as a basecoat, followed by Catachan
Green mixed with Graveyard Earth, and a
highlight of Graveyard Earth mixed with
Bleached Bone. The shirt is a basecoat of
Dark Flesh, followed by Vermin Brown and
highlighted with Vermin Brown mixed with
Blazing Orange.

A small blob of green stuff raises the head off
the shoulders.

The conversion required a bit of Green Stuff to
finish it off, but the effort has given Steve a
completely unique model.

i

Warriors of Minas Tivith fend off an Ove ambush from the riverbanks.
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BUILDING A RIVER wanted to add a couple of boards to our allow the boards to be used in any

Adi: I really liked Steve's terrain set anyway. The idea appealed to combination, the river would have to enter
idea for fighting a series of me, as I'd never'made a river before — now and exit from the same point on each board
battles, in particular the I was going to make a detailed model of edge. This would give us a certain amount
attack along the river. This one. If I'm going to make ariver, I'll goto . of flexibility with future board set-ups.

meant that we'd have to
make a river, of course, but I

town on it! The river itself would be

_The Boats After undercoating them black. I painted The templates are available for

The boats were simplicity itself to make. the deck and the outside of the boats downloading at:

The most important consideration was Codex Grey and then enhanced their :

how many models we could get inside. appearance by drybrushing with Fortress www.games-workshop.com/LOTR
When planning the size of the deck [ Grey followed by Bleached

aimed for about nine models. Any larger ‘Bone onto the hull.

and the boats wouldn’t fit the river.

As [ wanted to make two or three of them,
1 decided to make some templates to help
leeep their size and shapes uniform.

As I said, assembly was easy. I cut the

base of the boat from 3.5mm foamboard
and the sides of the boat from thin card.
Then [ glued the side with the prow and
the tiller first, followed by the other side.
They were so simple to do I made three!




Sculpting the river

I assembled the two board sections in the
same way as we'd done with the last set
(see Tale of Good and Evil part 2). 1
marked out the path of the river on both
boards, making sure that it started and
finished at the same point on each. That
would allow us to put the boards together in
any order and still have the river sections
meet up. Initially, we were unsure how
deep we wanted to river to be. In the end 1
cut all the way down te the wooden
baseboard. Next time I make a river section
I'1l eut the river out before 1 stick the
polystyrene down!

Sculpting the riverbank was immense fun to
do, I just had to ensure that the profile of
the bank matched on all four board edges.
Next, we textured and painted the two new
boards to match the others we’d made.

Painting the water

To create the water effect, I started by
painting the board Dark Angels Green. 1
then drybrushed Catachan Green near the
bank of the river, followed by Graveyard
Earth at the very edges. A couple of coats
of gloss varnish finished off the surface: It
wag important to avoid any ‘painting effects
that indicated the direction of the water
flow, again to ensure that the boards could
be matched up in any combination.

Now that I've completed the river boards, 1
can finish the Warg Riders I began painting
ages ago. I'm going to use them to fight The
Great River scenario... T can’t wait to see
Steve’s face when T put them on the table!
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Shelob makes a great addition
to any The Lord of The Rings
miniature collection. Here
Adrian Wood guides you
through assembling and
painting this giant spider.

ne of the most memorable
O creatures from The Return of The

King film is Shelob the Spider,
who catches Frodo after he is betrayed by
Gollum in the pass of Cirith Ungol. Sam
bravely fights her off, even though she is
several times the size of him — the model is
just as imposing as her movie counterpart,
standing over 6 cm tall, from the ground to
the tip of her front legs. On these two pages
we'll show you how you can assemble the
model and paint it.

MODELLING AND
PAINTING SHELOB

The Return of The King’s Fearsome Spider

ASSEMBLING THE MODEL
Stage |

After youve cleaned any mould lines and
flash from the two back body halves, try a
dry fit to see if they fit snugly together, If
they don’t, carefully file down the flat
inside surfaces until they do. Finally, using
superglue, glue the two halves together.

When you fit together any miniature there
may be small, unsightly gaps. You can fill
these with a two-part epoxy putty called
Green Stuff.

It’s a good idea to mix up more Green
Stuff than you think you'll need. Cut off a
piece from the roll and mix the two parts
together until you get a consistent
coloured putty without streaks in it. If you
find any hard ‘bits’ from where the two
parts meet, cut this away and consign it to
the bin.

Apply a piece of putty large enough to fill
the gap and lay it over the top. For a long
thin gap, make a thin sausage of putty.
Push the putty into the gap using your

Mix the putty and r()_H a small
piece into a sausage or bail,

knife or modelling tool if you have one.
Trim away any excess but aim to slightly
overfill the gap — you can file the putty
back later.

Let the putty cure — it will set faster if
slightly warm. Place a desk lamp about 6"
away from the model, that should help. Be
careful not to go too close or any plastic
components may melt.

Push the putty into place with
the tip of your modelling tool.




Stage 2

Fit the front body part to the back half, to
see if you will need to remove any metal
from the join to make it fit properly. Then,
after you have done that. glue the front
piece to the back with supergiue. You may
need to use some Green Stuff to fill in the

gap between the two.

Stage 3

Now that the body has been assembled, it's
time to attach the legs. If you look closely,
you will find out that the tags all have a
code on them. for instance L3, There are 8
legs and two feelers, so start with the two
front legs, L1 and R1, and remove any flash
and mould lines. Make sure you remember
which goes on which side! Drill holes in the
Iegs and pin them in the appropriate
sockets.

Stage 4
Take the other legs, and pin them into the
appropriate sockets in a similar manner as
the first set, starting with the second row,
then the third and finally the fourth. If

necessary, fill any gaps with Green Stuff.

Stage 5
Attach the feelers to the head in a similar
fashion,

Stage 6

Finally, you might want to pin the legs to
the base before you start painting her, just to
make sure she doesn’t break off when
you're using or transporting her,

PAINTING THE MODEL

Painting Shelob is very straightforward
since most of the model is black. Start by
undercoating the model with Chaos Black
spray. Then mix Chaos Black with a small
amount of Bleached Bone and carefully
drybrush the hind body with this. Next
highlight the edges of the carapaced legs,
the mandibles, feelers and head.

Add more Bleached Bone to the mix and
highlight all these areas again, focusing on
the highest detail and sharpest edges. Next
glaze the whole model with a mix of
watered-down Black and Brown inks.

Scab Red was used as a basecoat on the
reddish areas, and then highlighted with a
mix of Scab Red and Dwarf Flesh. Add
more Dwarf Flesh to the mix and highlight
the spots on the back and the edges of the
mouth. Paint a final highlight of Dwarf
Flesh on the very edges of the mouth and
the centre of the spots on the back. Apply a
mix of watered-down Brown and Red inks

over the red areas.

Shelob is a fun model to paint, due to the

+ effective colour scheme and the impressive
) pose. The trick to painting creatures like

this is to keep the colours muted and
realistic; staying true to the film.
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The offspring of Ungoliant,
Shelob preys on any who
are foolish enough to enter
her domain. Be they good
or evil, they all serve the
same purpose: food.

irith Ungol, or Spider Pass. is a
‘ treacherous and sinister pathway

through the mountain range that
guards the western border of Mordor. It is
the one passageway into the Dark Land
without braving the Black Gate ifself.
Despite this, it is only scantily guarded, the
‘Orcs who act as sentinels are only a token
gesture of defence, for Sauron is unafraid of
the risk that Spider Pass presents to his g
domains. He knows the secret that furks
within the twisting pathways and caves of
that place, and he is all too willing to risk a
few Ores for the security that ‘she” gives
him.

She is Shelob; the terrifying child of
Ungoliant. Throughout her long and evil
lifetime she has preyed on all manner of
living creatures. This day. however, it is the
unfortunate Ore patrol led by Ufthak. Of all
the loathsome duties the Ores who watch
‘over Cirith Ungol are cursed with, the most
undesirable is the all too frequent patrol
across the bleak landscape surrounding
Minas Morgul. The Orcs fear to tread too
far from the walls of the tower, for terrible

NGS —————

SHE HUNTS

A The Lord of The Rings scenario

evil stalks those unfortunates who stray near
the lair of Shelob.

Ufthak has his orders. He is to lead his
patrol along the mountain pass, keeping alert
for intruders. Shelob is starving hungry.
Spying Ufthak. and seeing his significant
bulk, she recognises a hearty feast should

‘she be able to slay him,

“Good”
Ufthak (Orc Captain)
-2 Ores armed with bows
2 Ores armed with spears
2 Ores armed with shields
2 Ores armed with two-handed weapons

Evil
Shelob

Layout

Set up a 48"/112em x 48"/112cm board.
Scatter as much terrain as you have which
will suit the imagery of the pass. The more
rocks and boulders that you can place on the
board. the better the game will be, and the
more evocative the board will look. Take

4811 2em

Y

48"/112em

care, however, to leave a definite pathway to
represent the pass.

Points Match: Hunt

If you want to play a Hunt scenario using
alternate forces, then the Evil side should
take one Hero. The Good side should then
choose a Hero costing no more than 50

‘points, and enough Warriors to make the

points equal. Being exact isn’t important, as
a few points either way won't really matter.
You could. for example, have a Ringwraith
hunting a Captain of Gondor through the
ruins of Osgiliath if you wish to try an
alternate ‘Hunt’.

Objectives

Shelob must kill Ufthak and drag him off
the board to win this scenario. Should
Shelob flee or leave the board without
Ufthak for any reason, Evil is considered to
have lost the scenario. For Good to win the
scenario, Ufthak must escape from the
opposite board edge, alive and able to make
his report to his masters.

Starting Positions’

Shelob should be deployed within 12"/28cm
of one table edge. This is the edge from
which Ufthak is trying to escape. On the
first turn, Ufthak and his Orc Warriors
should move onto the table from the
opposite edge.

Special Rules

Dragging Ufthak. When Ufthak loses his
last Wound, do not remove him from play.
Instead lie him on his side to represent him
succumbing to the effects of Shelob’s
poison. To drag him, Shelob must move into
contact with him. She may then complete
her move, moving as normal from that point
onwards, taking Ufthak with her as she
goes. If Shelob is engaged in a fight, she
will immediately drop Ufthak to fight her
opponent. When carrying Ufthag, Shelob is
allowed to use her move to leave the playing
area — thus winning the game.

The Patrol. It an Orc Warrior is killed there
is a chance that another will enter play,
representing the laggards who have fallen
behind the main patrol catching up. Each
Good Move phase roll a D6 for each dead
Orc Warrior, On a 4 or more the model may
enter play from the same table edge as
Ufthak. They may not charge on the turn
they enter, but they may shoot as normal.







Following on from last
month’s introduction of the
inhabitants of Mirkwood,
Mat Ward returns with a
look at the forest of
Mirkwood itself.

the forest of Mirkwood. Indeed. to a very

areat extent, Mirkwood is the land of
Rhovanion, for ils massive presence
dominates the plains and hills that surround
it. In the closing years of the Third Age.
Mirkwood, as its name would suggest. is a
gloomy and haunted place that only few
would dare enter. Spiders of immense size
and appetite spin vast webs between the
moss-coated trees, Wargs prowl through the
leafy glades and, in the darkest depths of
the forest, fouler creatures yet wait o
ensnare the unwary.

ln the heart of the land of Rhovanion lies

It was not always so, and in the early years
of the world. the forest was a very different
place. In those times. Greenwood the Great
was its name. Beneath its canopy, one of
the largest of all the Elf-realms thrived and
traded with the nearby realms of Men and
Dwarves. Though their king, Thranduil, had
pride enough to rival the great Noldorin
kings of old, for the most part they lived in
peace with their neighbours, for it was not
just Elves that lived beneath the trees.
Small communities of Men dwelt upon the
horders of the weod, the noble houses of
Rhovanion from which the people of Rohan
would be born. Alas, in the middle years of
the Third Age, these happy days came

S

WAR IN MIDDLE-EARTH
MIRKWOOD

Fighting battles in the land of Mirkwood

forever to an end when Sauron took up
abode in the south of the forest.

Seeking a haven from where he could
recover and rebuild his strength, Sauron
constructed the fortress of Dol Guldur in the
southern reaches of the forest. Though he
took great care to prevent the Wise from
learning of his survival, evil things were
ever drawn to the Lord of the Rings. Slowly,
but inexorably, his taint began to fall upon
the forest, Malign spirits began to gather
about the tower of Dol Guldur and Ores,
hunted by the Rohirrim in the plains to the
south, began to venture under the shade of
the trees. Little by little, the forest itself
became corrupt and befouled. The spirits of
the trees, once peaceful. in the south became
spiteful and bitter. As the blight grew, the
Wise became ever more concerned, and
though they knew Dol Guldur to be the
source of this corruption, they were unaware
that Sauron still lived within its walls,
Instead. the ruler of Dol Guldur became
known as the Necromancer. and it was not
until Gandalf the Grey passed into its
dungeons that Sauron’s identity was
revealed.

Upon discovering that the Dark Lord stll
lived. Gandalf argued for the assemblage of

the Wise, the White Council, to assail him
and drive him from his lair before his
strength could be fully recovered.

In this he was opposed by Saruman the
White, then apparently still troe to his task
in Middle-earth, who argued for patience
and caution.

In time Gandalf prevailed. and the White
Council stormed Dol Guldur, driving the
Lord of the Rings before them, but the
fortress remained, and so did its taint on the
forest about it.

For the remainder of the Third Age, the site
remained an evil place and chief stronghold
of the great enemy:

Though Sauron had fled, returning to
Mordor, Dol Guldur’s armies slowly grew
once more, watched over by the Nazgil
whose power was second only to that of the
Witch-king, Khamiil the Easterling.

It was not until the final defeat of Sauron
that his touch fell from Mirkwood. A force
of Elves out of Lothlorien. led by Celeborn
and Galadriel, routed the defenders and
smote the corrupted tower’s ruin upon the
black earth.

The Elves of Mirkwood rally quickly to banish the Goblin intruders.




PLAYING SCENARIOS

IN MIRKWOOD

Touched by darkness, Mirkwood is an
intimidating site for a battle. If you wish,
you can play the Points Match scenarios
(from White Dwarf 288) beneath the
canopies of Mirkwood. If you do so, the
following special rules can be used — roll
one D6 on the following table to determine
which special rules (if any) are to be used —
note that multiple rolls of the same rules do
not stack (you could not end up with two_
sets of Spiders! for example). Alternatively.
players can agree which of these rules they
are using before the game begins.

Dice Result
Spiders!
The Enchanted River
The Shadow is Strong
Tangled Undergrowth
Unfriendly Eyes
6 Roll twice more on this table
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Spiders! Kin to Shelob and Ungoliant, the
spiders of Mirkwood are smaller but no less
cunning than their forebears. Avoiding
direct confrontation with their prey, they
spin great webs from tree to tree, returning
to devour any that they ensnare. During the
Priority phase, each player rolls a dice for
each of his models that are within 1"/2cm
of a tree. On the roll of a 1, the model has
been caught in a web and may take no
further action until they escape. Models
caught in webs count as having a Fight
value of 1 and roll only a single dice in
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combat — if they win, they may not strike.
They always count as trapped. At the end of
the Fight phase. webbed models may roll
one dice for each Attack on their profile.
Friendly models in base contact, who have
not fought in a combat that turn, may
attempt to assist them — roll an additional
D6 for each attack from friendly models. If
one or more 6's is rolled, then the victim
has escaped from the web and may move
normally next turn (provided, of course,
that they do not get caught up within the
web again in the following Priority phase).

The Enchanted River. In the northern part
of Mirkwood, a small river flows through
the trees. Though it appears to be an
ordinary river, its waters contain a powerful
enchantment, capable of putting mortal
creatures to sleep if they drink so much as a
single drop. Place a river no more than
2"/4em wide on the board, running from the

-centre of one short table edge to the other.

This river can be jumped across, as
described in the main rules, but any model
entering the river for any reason is instantly
paralysed and their body drifts to the
nearest bank by the shortest route.
Paralysed models are knocked to the
ground and may do nothing until they
recover. If engaged in combat, the model
automatically loses and counts as trapped.
At the end of the Fight phase, the
controlling player may roll a D6 for each
paralysed model. On the roll of a 6. the
model recovers and may immediately stand
up. Friendly models in base contact that

The raint of Mirkwood attracts the forces of Evil to its dark and secluded areas.

spend the Fight phase doing nothing else
may attempt to rouse the model, in which
case, the controlling player rolls an extra
D6 for each model attempting o assist.

The Shadow is Strong. Sauron’s presence
is all oo noticeable in this part of the
wood, giving heart to Evil creatures and
uncertainty to the Free Peoples. All Evil
models may re-roll any failed Courage tests
they are called upon to take in this game as
they feel their master’s will spurring them
on, Conversely, Good models have every
reason to question their own resolve — all
Good models must re-roll successful
Courage tests.

Tangled Undergrowth. This area of
Mirkwood is a mess of tangled briars and
thorns, making progress incredibly difficult.
To represent this. the entire board counts as
difficult terrain. Note that it also counts as
woodland terrain, so Wood Elves and Ents
may still move without penalty.

Unfriendly Eyes. The Elves of Mirkwood
are fiercely territorial and do not take
kindly to the presence of intruders.
Whenever the roll for Priority is drawn, the
Wood Elves have taken exception to the
combatants and fire a shot at one of them.
The player who loses Priority may choose
one of his opponent’s models. That model
takes an automatic Strength 3 hit, exactly as
if it has been shot at by an Elf bow.
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"BUILDING HELM'S DEEP
ON A BUDGET

The tale of bow one White Dwarf reader built Helm Hammerband’s fortress in bis shed

After his son Stephen read the Building
Helm’s Deep article in White Dwarf 278 the
talented Dave Goulding decided to have a
go himself. His brilliant efforts with bits of
old packaging and odd ends from his well-
stocked shed have resulted in this fantastic
wargaming terrain-piece.

y ave: My version of Helm's Deep
came into being as my son Stephen
‘wanted to re-enact the siege from The

Two Towers. I was always quite a Lord of
The Rings fan from around Stephen’s age,

-s0 I was enthusiatsic about this myself. 1

thought it would be fairly easy to get the
fortress ready for my son. All I had to do
was buy the three terrain pieces made by
Games Workshop, which I found down at a
friend’s shop in Buxton. But having
obtained this must-have model for Stephen,
who was nine-years old at the time, little
did I know this was going to be just the
start of things. As my son rightly
pointed out, there were other parts to
Helm's Deep besides the gateway.

Being the dutiful father, I said I
would have a go at building
the whole thing for him. [
didn’t know exactly how
to go about it, though I
was armed with a
determination to be
successful. Stephen
showed me a copy
of White Dwarf,
where there was
an article about
the full model
being built.

Inspired by Tolkien,
armed with the basic idea
from White Dwarf. I set
about finding bifs to
build the model
with. After finding
a decent base in
my shed to

build it on, I noticed that the main
ingredient of White Dwarl”s model seemed
to be polystyrene, I had various packing
pieces of polystyrene left over from
Christmas, so | decided to incorporate these
into the design, which would also save
some money.

Finding pieces thick enough or tall enough
was quite difficult. As I went along I
scavenged more bits from various places
including skips. Where it wasn’t possible to
find pieces of the correct thickness or
height, I got round this by either
hacksawing them down to make them
smaller or gluing them together with PVA,
using pins to hold the pieces in place, to
make them bigger. Very gradually my
construction came together, lining up with
the walls I had bought. I raised these up to a
higher level by sitting it on odd bits of
polystyrene to form rocks. As I went along I
found polystyrene that looked like turrets
which, with a slight modification, fitted
onto the front and Deeping wall.

For the slanted inner path steps and the
courtyard T used cardboard, cut and angled
to get the right effect. This was then glued
into place using PVA, again using pins fo
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hold it temporarily. For the main tower [
mounted a large cardboard tube (saved from
an aluminium foil container) and packed
odd large bits of polystyrene to its side to
blend it into the hillside. I limited the height
of the tower because to build it full-size
would have made the model impussible to
transport. Making it larger would also mean
it would become more easily damaged.

Slowly, I could see the people of Rohan’s
unconquerable fortress appearing. But then
I hit a setback. After building the internal
wall to the courtyard, | realised that I was
running out of roont towards the back of the
model, so the hall entrance was painted
onto a piece of hardboard scrounged from
my father-in-law which I jigsawed to fit the
shape of hills and screwed to the back of
the base.

To add detail to the hall I glued pieces of
polystyrene to it to give the effect of the
mountain’s rock-face jutting out above.

All the walls, rocks, and floors I painted
with an old tin of white undercoat that [

B

found in my shed. This helped to prepare
the model for final painting by filling in the
cracks. It also acted as a barrier to stop
spray paint melting the polystyrene. Where
large cracks existed I used a tube of filler.
To produce the effect of boulders I roughly
cut and broke bits of polystyrene to the
desired shape and glued them in place. The
doorways | made by cutting the polystyrene
with a small circular hole-saw at the top for
the arch and then ran down either side with
a hacksaw blade to finish.

All the stonework was finished off with

hundreds of thinly cut pieces of polystyrene.

These were all individually glued in place.
The arch to the courtyard was made out of a
small cardboard box cut to shape and lined
inside with a curved strip of cardboard, then
glued and fixed next to the wall.

The causeway to the main gate was just a
strip of polystyrene cut and angled so that it
was resting on other rough bits of
polystyrene to make it fit in with its
surroundings. Leaving parts to dry
overnight before attaching them to the next

2

bit allowed me to complete the model stage.
by stage.

I would go back to the project every now
and then for a couple of hours. Over time it
came together, each stage bring it one step
closer to life. I sprayed the model with
black paint. painted each stone individually,
painted the rocks. flagstones, made banner
poles out of cocktail sticks and coated the
ground with sand and gravel. Then, after
sticking bits of moss from my garden here
and there to depict bushes or ivy, the model
was finally complete.

It had taken approximately three months to
do and all T had paid for was two tubes of
PVA, two tubes of filler, a full can of black
spray, and the paints to finish it, which were
mainly Fortress Grey and Chaos Black.
mixed together to get the desired shade.

Though it is all done now, I wondered if we
would ever see the finished product. Even
so, as I completed the project, I thought of
the Ring Bearer’s bearer’s quest. My
monumental task paled in comparison.

~ CORGI
STAR STOCKIST
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David Goulding and his son Stephen are

regulars at Doug Knowles' shop, D&E
Knowles Toys and Models. The shop is
a treasure house crammed with tovs and
models of all descriptions. Included in
Dougie’s stock is a large range of
Games Workshop miniatures and games.
Doug himself is a real character. He
knows his subject backwards, and is
always ready to help.

D&E Knowles Toys and Models
can be found at:

5 Market Street,

Buixton,

Derbyshire

Telephone; 01298 24203
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RATEGY BATTLE GAME"

Men of Gondor

Gondor is the greatest realm of Men in Middle-earth. From its capital city of Minas Tirith, Aragorn, King of Gondor, leads the
Armoured Knights of Minas Tirith as they ride out to challenge the hordes of Mordor, whilst hosts of brave Warriors and
Gondorian Spearmen march forth to support them. Skies blacken with hails of arrows from stalwart bowmen and the ground
trembles as awesome Trebuchet hurl rocks into the enemy from the lofty parapets of the White City.
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Knights of Minas Tirith Boxed Set

Contains & random models.

Beregond ey Minas Tirith Citadel Guard Archers £6 Minas Tirith Citadel Guard

Centaing 3 random models. Containg 3 random models,

£é
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Men of Gondor Spearmen

Gontains 3 random models.

Prices quoted are for products sold by Games Workshop through its ewn stores, catalogue or website, Independent recallers are responsible for determining their own prices.
Models shown at 75% unless otherwise stated. All information correct at time of zoing to press.



Minas Tirith Command

J fenmark kr TILOD
Contains 1 Standard-and 1 Gaptain. Sk At
v e TROD

Warriors of Minas Tirith Boxed Set.
Dvuritrk

Contains 24 plastic models. Swadan

Bt ...

kT 55.00.

Faramir’s Rangers

Men of Gondor Bowmen £é

Contains 3 models.

3 Deanmark .
Contains 3 random models. S
Furp=....

Gondor Battlecry Trebuchet Boxed Set £20 Guards of the Fountain Court £6

Contains 1 Trebuchet and 3 crew Lontaing 2 models.

Prices quoted are for producs sold by Games |
Models shoe

logue or website. Independent retailers are responsible for determining their own prices,
se stated. All information correct at time of going o press,
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Inquisitor Lord Karamazov metes out justice to the heretical WAR“ ALM MER
from his Throne of Judgement. - S AT BT MR Sl 8
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